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ABSTRACT —

Cerebral studies always find a positive relationship between violent video game play and aggression. Still, these studies cannot regard for either aggressive goods
of indispensable conditioning video game playing backups for or the possible selection of violent people into playing violent video games. That is, they warrant
external validity. We probe the relationship between the frequency of violent video games and violent crimes. Our results are harmonious with two opposing
goods.

First, they support behavioral goods as in cerebral studies. Alternate, they suggest a larger voluntary incapacitation effect in which playing either violent or non-
violent games decreases crimes. Overall, violent video games lead to diminishments in violent crime. The utmost cerebral studies report a positive relationship
between violent video game play and aggression. In line with that experimenters and policy makers likewise understand playing violent video games as
contributing factors to increased aggression in teenagers and youthful grown-ups including, maybe, high academy blowups. still, laboratory studies are unfit to
regard for either the possible selection of violent people into playing violent video games or forthcoming aggressive goods of indispensable conditioning video
game playing may cover for.

Specifically, laboratory trials cannot address the time use of goods of games which tend to incapacitate gamers from violent exertion. E.g., crimes, by drawing
them into extended gameplay. Consequently, laboratory studies may be poor predictors of the net goods of violent video games on society, therefore potentially
overdoing the significance of video game convinced.

Keywords— violence outcomes, trauma effects, societal impact of violence, media and violence, preventive measures, judicial outcomes, long-term
effects, victim services, persistent impact, intervention programs, cultural variations.

INTRODUCTION :

Violence in video games is an important legal issue. Six reports on this issue were published in the USA. Congress overruled the Federal Trade
Commission (Federal Trade Commission, 2009) and enacted a law in California in 2010 that made it a crime for advertisers to sell banned videos to
children. Caution should be exercised when using our out-of-sample research because it uses only short-term changes in

weekly sales, which may differ from long-term results. If gamers are overly prejudiced, or if video games are pushing students away from graduation, it
may be possible that the violence we see will decrease. This can be a long- term problem for people. The drop in violent issues we observe may still be
masking possible long- run detriment to society if gamers develop prejudiced beliefs about eventual peril, or if videotape game play draws scholars out
of productive training.

BACKGROUND AND CONTEXT
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Image taken from: https://shorturl.at/hkoBZAmericans have long been concerned about the dangers of violence against children. Unlike comic books
and "true crime" stories, violence on social media, including video games, has attracted the attention of psychologists and media professionals.
Anderson and Bushman (2001) and Anderson et al. (2007) discussed hundreds of studies on the impact of media violence.

There are three theoretical approaches to the effect of non-violence on crime, which we call "violence", "incompetence” and "catharsis". The attack is
based on a psychological theory called the General Attack Model (GAM). GAM believes that video games lead to violence.

SCOPE OF THE RESEARCH

Examine the impact of video games on violent crime over specific periods, including significant changes in game content or culture. Examine the
effects of video games on different demographic groups (e.g., age, gender, socioeconomic status, and cultural backgrounds) to identify differences in
impact. Explore the psychological mechanisms underlying the relationship between violent video game viewing and aggressive behavior, including
depression, anxiety, and violence. To evaluate the potential for long-term exposure to violent video games as well as its association with aggressive
behavior in adults.

SIGNIFICANCE OF THE STUDY

The study contributes to the ethical considerations surrounding the development and consumption of media content. It encourages reflection on the
societal responsibilities of various stakeholders, including game developers, parents, educators, and policymakers. If a correlation is established, the
criminal justice system may benefit from a better understanding of potential contributing factors to violent crime. This information can be used to
inform rehabilitation and intervention programs. Understanding the connection between gameplay content and violent behavior can inform the design
of media literacy programs.

LITERATURE REVIEW

Research on the relationship between video games and crime has led to mixed findings and ongoing debate. Early studies were mostly positive,
suggesting a possible link between video game use and increased violence. Conflicting findings, methodological limitations, and other explanations
make it difficult to reach a clear consensus. These critical considerations highlight the need for continued investigation and consideration of factors that
may influence the relationship between video game use and crime.

THEORY OF VIOLENT VIDEO GAMES EFFECT ON CRIMES
To make the theoretical issues transparent, we present a psychological theory model of the effects of video games on violent crime, as well as a
business model that can incorporate psychological considerations into a crime-fighting video game. Despite its positive effect on a person's toughness,

crime and violence still occur. In addition to the video game setting, we also adapted Becker and Murphy's (1988) model to obtain the general
aggression model (GAM) model. It also turns out that the new version of the popular video game often causes the player to play for a long time.
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INCORPORATING GAM INTO A
RATIONAL ADDICTION MODEL

Although the empirical basis for the causal effect of video games on violent behavior has been carefully documented in decades of empirical studies,
the psychological explanation of this relationship is new. Bushman and Anderson (2002) and Anderson and Bushman (2002) proposed a theory
regarding this connection, which they called the General Aggression Model (GAM). GAM predicts that intense exposure (such as watching video
games) makes a person more aggressive through the social learning process that occurs with exposure.
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INCORPORATING VIOLENT VIDEO GAME EFFECTS INTO A REAL TIME USE MODEL

The cost of playing video games is not just money, but also time. In fact, for many players, the value of time spent playing the game will be worth more
than the cost of the game itself. If time is spent competing for consumption, time spent gaming cannot be used for other legal, illegal or violent
activities. Evidence that video games are time consuming can be found in Stine Brickner and Stine Brickner (2008). The authors determined the effect
of studying on academic achievement by randomly assigning college students to roommates who had a video game console, compared to the negative
effects of doing so. Because students learn less and therefore do well in school.
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DATA AND METHODOLOGY

Therefore, the fact that violent games have a positive effect on crime does not mean that video games will cause crime if the lack of time spent prevents
human violence. By design, laboratory research that eliminates the use of other time periods or implements separate interventions for treatment and
control groups cannot be used to direct researchers' research toward understanding what is happening outside the laboratory. In this sense, these studies
have internal validity, but may not have external validity in terms of the consequences of social media violence caused by video games (Campbell and
Stanley 1963). In this section, we describe our design and the data used to overcome some of the limitations of the experiment.

EMPIRICAL METHODOLOGY:
This pattern of violent video games suggests that the impact of video games on crime may depend on whether there is more conflict and the amount of
usage time spent gaming. On the other hand, violent games that cause players to abuse products will also lead to increased crimes with video games,

depending on how quickly the product reacts when not in use. However, since games can be considered a form of pastime where people spend their
time, even violent games may decline in the absence of the ability to enjoy the game because it takes time for the game to lead to criminal activities.
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When there are time differences, the solution to solving the inequality problem is to use invariance means (IVs); investigators are assumed to have tools
related to personal activity but not criminal activity. This approach provides greater assurance that Predictions are linked by using changes in the video
game that are not only affected by changes in the crime verdict. We use a video game tracking agency based on IV. Our IV strategy uses changes in
game sales that only reflect changes in quality, thus generally avoiding changes resulting from potential threats.

Our main explanation is the balance between current and lagged weekly sales of non-violent and violent films. Video games seem to lose value very
quickly. This may be because new games are played heavily within a few weeks of purchase until they reach a certain level of wear and tear before
being replaced with a new game, or it may be an indication that companies often stagger game release dates. We measure the results of games using the
current week's sales as well as various merchandising sales from previous weeks, with the aim of increasing the number of games that result in crime at
an unknown point in time. Based on the design in Part 2, the key features are:

In(Ce) = BuipIn(VG™) + By In(VGY) + By trend, + By, month, + .
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VIDEO GAME SALES ANALYTICS:

Our video game modifiers are sourced from VVGChartz's video game sales department. The website provides weekly sales data for the 50 best- selling
video games since 2005. Sales are reported in multiple regions, including international publications as well as sales in specific countries such as the
United States, Japan, Europe, the Middle East, Africa or Asia. Additionally, VGChartz provides information about all game versions and consoles.
During the sample period from 2005 to 2008, the VGChartz dataset contained 1,091 different games played over 208 weeks in the United States; Some
of these were the same game on different consoles. In total, the games were offered by 47 different publishers and developed for nine different
consoles.

U.S. Video Game Sales
Shine Amid Pandemic
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We expect the game's good rating to be proportional to its sales because the higher the game, the greater the demand will be. Some games may be
related if the game is based on a popular title in a video game, such as. G. For example, Harry Potter or its sequels.

CRIME DATA:

We use the National Incident Reporting System (NIBRS) to measure crime on a weekly basis. NIBRS is a federal data collection system created by the
Ministry of Justice in 1991 to collect detailed information about crime and report it to institutions and organizations. Participating agencies and states
provide details of crime incidents not included in other documents such as the Crime Report.

Crime follows seasonal patterns. A similar pattern of gradual increases in violent and nonviolent crime is seen from winter to summer. Our approach is
designed to account for the seasonality of our two main variables: crime and play. While seasonality in crime is thought to be mainly due to weather
conditions, seasonality in sports may be due to holiday gifts (Lefgren, Jacobs, and Moretti 2007). If this problem is not resolved, the relationship will
suffer. As we mentioned above, we solve this problem in two ways. First, the monthly dummy variable should capture most of the seasonality. Second,
using Game Spot scores as 1Vs allows isolating changes in sales based on game quality.

RESULTS :

Video games are divided into two by the ESRB: those rated as "extremely violent" and those that are not. Note that the low rating of "Crime" alone
does not warrant an ESRB "M" rating. Control variables include month dummies that capture seasonality and time variables that capture any long-term
trends.


https://shorturl.at/avJT9

International Journal of Research Publication and Reviews, Vol (5), Issue (6), June (2024), Page — 3329-3337 3334

BASIC RESULTS:

The impact of video game sales should be at least weekly. Most individual estimates are negative but rarely different from zero. A five-week boom in
video game sales appears to be linked to the current crime spree. It is not clear from this table whether violent games have more impact than non-
violent games. For ease of comparison, we report the number of various market coefficients for both in the top panel of Table 6 to calculate the
cumulative effect.

Changes in video games over time. From here it is clear that for specific instructions involving one to five delays the video game must show the full
impact of the crime. So both violent and non-violent games are associated with reduced crime rates. However, the effect is small. Since our
specification is log-log, these estimates can be interpreted as elasticities with values of —0.025 for nonviolent games and —0.010 for violent games.

AGE OF OFFENDER RESULTS:

A potential test would be to examine the effects of video games on offenders by age of offense. Although the age structure of video game players
continues to increase, the main audience for video games is still children, teenagers, and young adults. For most crimes, NIBRS records information
about the offender's age at the time of the incident. We examined separately the impact of video game sales on 15- to 30-year-olds (who are the main
audience for video games) and 35- to 50-year-olds (who are less popular for video games). If our results were negative and did not reflect a direct link
between video game use and criminal behavior, then we would have no reason to expect a difference in age disadvantages. On the contrary, we think
that the younger group will be more affected.

ON CAMPUS RESULTS:

Another effective test is to distinguish between crimes committed in schools and colleges and crimes committed elsewhere. Schools and colleges love
to bring together people of the video game age. The NIBRS database records the location of each event as a variable; The eleventh option is “school or
college”. One of the advantages of this difference beyond the age of the criminal is that it records all events, if no one sees the events presented, the age
of the criminal will disappear. One of the disadvantages is that although most crimes are committed by boys and girls video gamers, crimes in schools
and colleges are not necessarily committed by teenage video game players. Perhaps the bigger problem is the dedication of many young video
game players.

Stay away from school violence. Finally, because the number of crimes occurring in schools is so small, we will lose the power of the data in this
sample and the school sample will be similar to all models.

INSTRUMENTAL VARIABLE RESULTS:

We support our analysis using the 2SLS estimator, which uses average game quality and market timing as tools to try to answer this question. In this
way, changes in video sales will be related to the features of these products and will not need to be applied to the products. After four operations on
two variables, we examine eight endogenous variables. Table 6 reports preliminary results for video game sales lagged by 1 week. Average age and
increase in age appear to increase and decrease sales respectively, although some lags are seen for both violent and non-violent sports.

RESULTS BY COUNTY YOUTH POPULATION:
A potential test would be to assess differences in crime-related video game performance based on age characteristics in the area. Although the age

structure of videographers continues to increase, the audience for videos is still children, teenagers, and young adults, not older adults. If teens spend
more time playing video games, there will be more places to play video games.

VARIATION IN THE MARGINAL EFFECT IN THE CROSS-SECTION

The second experiment attempted to measure differences in effects across geographic regions representing areas with high video game demand.
However, only NIBRS crime data can be broken down by city by geographic region at a weekly level. Video game sales data is only available on a
timely basis. Because video games were released simultaneously in the United States, consistent data is not available.

Therefore, the panel does not find differences in freedom in handling video games between regions. However, we expect the impact of video games to
increase in regions where the demand for video games is higher. If violent games have a positive (negative) effect on crime, this effect should be larger
(smaller) in areas with high video game use. We record video game demand based on the share of the population aged 10- 29, which we label as young.
This is the age group most associated with playing video games. Our estimate is derived from:

In C,=f"In (G )+["In (G" )+ fyy, Yih,+
Bl (GY) < Ph+ I8 (GI ) X Vih+ By X +e,
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By calculating the percentage of the population aged 15-25 in each city, we distinguish areas with high or low numbers of potential filmmakers. We
distinguish cities with a share of 14.1% above the average from cities with a percentage The limit is higher than the average. If we assume that this age
group plays more video games, our model should show that the impact index is larger for cities with a larger youth population. However, for every
crime that increases the demand for movie theaters, the crime rate drops by nearly 40 percent in cities with high youth crime rates. Therefore, this
stability test may produce different results.

By testing whether our bv and bnv estimates differ from zero, we test whether main effects are stronger in regions requiring video games. Hypothesis
testing uses the difference in the effect of the effect unaffected by the genetic issue at the time of publication. The control variable includes year X and
last year. The log-log specification was retained for consistency with the previous analysis.

DIFFERENTIAL
MARGINAL EFFECTS:

Interrupting the video game will increase the need for the desired effect. Ward (2011) applied this concept by correlating annual changes in various
crime rates in cities with changes in video game stores. As we mentioned before, we do not have a partition.

Changes in video game sales. Instead, our strategy focuses on different playing patterns depending on age. Video games are more popular among
teenagers and young adults. As explained in the second part of the methodology, we use this empirical rule to test whether there is a greater impact on
video game sales in regions with more “young people.” We measure youth participation in the population aged 10-29; The mean is

0.261 and the standard deviation is 0.042. To measure the marginal effect difference, we focus on the estimation of the interaction terms bv and bnv.

Crimes Crimes
Ln video game sales -0.011" —0.005
(0.007) (0.008)
Ln video game sales X youth fraction —4.302%* =380+
(0.233) (0.298)
Ln intensely violent video game sales -0.004"
(0.002)
Ln intensely violent video game —0.342*
sales X youth fraction (0.160)
Youth fraction 85.199%* 80.138%*
(3.176) (3.686)
Christmas season No No
Year dummies Yes Yes
Week dummies Yes Yes
Observations 2570 2570
The panel was created by aggregating counties into deciles based on the [raction of the population aged 10-29 years.
Regressions also include year and week-of-year dummy variables. Standard errors clustered at the week level.

Robust standard errors in parentheses
*%p < 0.01.

< 0,03,

+p<(.1.

UNDERSTANDING CHALLENGES, the Effects of Violent Video Games on Violent Crime:

METHODOLOGICAL LIMITATIONS:

Researchers often face the challenge of developing methods to capture connections and connections between video game victims and real-world crimes.
Issues include reliance on self-assessment, experimental design, and potential variance.

CAUSATION VS. CORRELATION DEBATE:

Establishing a relationship between video game victimization and crime is difficult due to correlations across many existing studies. Establishing
causality is difficult, and alternative explanations for observed relationships should be carefully considered.

1. INDIVIDUAL DIFFERENCES AND HETEROGENEITY:

Individuals respond differently to violent video games depending on their age, personality, and prior exposure to violence. Heterogeneity in response
complicates the ability to generalize the study's results and identify effects.

2. ETHICAL CONSTRAINTS:
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Conducting controlled experiments that involve exposing participants to violent content raises ethical concerns. Researchers must balance the need for
rigorous experimentation with ethical considerations related to participant well-being and potential harm.

3. CHANGING GAMING LANDSCAPE:
The video game industry evolves rapidly, introducing new genres, technologies, and platforms. Studying the effects of video games requires keeping
pace with these changes to ensure relevance and applicability of findings.

4. MEASUREMENT OF AGGRESSION:
Defining and measuring aggression consistently across studies poses a challenge. Differing operationalizations of aggression, ranging from self-
reported measures to observed behaviors, make it challenging to compare and synthesize findings across literature.

5. PUBLICATION BIAS:
Studies with meaningful results are more likely to be published when there is a risk of publication bias. If non-significant results are not significant, this
bias could completely distort the view of the relationship between video game use and violent crime.

6. PUBLIC OPINIONAND MEDIA INFLUENCE:
Public perception and the media can influence interpretation of research. Debates about the impact of video games will be influenced by public opinion
and potentially influence policy decisions and cultural practices.

CONCLUSION:

Management of the video game industry is often based on the assumption that the industry has a large and negative impact on society through the
influence of games. Many researchers believe that these games can also lead to serious violence, such as school shootings, because laboratory evidence
shows significant evidence linking them to criminal behavior. However, until then, few studies had examined the impact of games on crime, other than
Ward (2011) and Dahl and Dellavegna (2009). Based on these studies, we found that the social costs of video games can be reduced or even eliminated
by using the effects included in the analysis.

These analyzes support the hypothesis that violent video games, like all video games, will reduce violence when they cause a person to feel threatened
by removing people from other activities where violence is higher, such as Can. Our findings suggest that it is the game itself, not the violence, that is
responsible for reducing crime from violent games, and that policies need to be carefully designed to avoid reducing meat or overlooking the demand
of the film.

and contents in the game may reduce players' resources in the long run, but they In case of violent attacks, it may also increase the crime rate in the
short term. . This may be too expensive to trade and may not pass any cost-benefit analysis. But another possibility is that people playing the game
could be regularly taught to recognize these errors in their own situations, which would reduce the investment and negative consequences determined
by the amount of violence the person accumulates as a result. The short-term benefits of reducing crime are not lost.
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