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1. Introduction 

Around the development of 

become a new offer of leisure for the citizens on

and the Internet irruption, along with a few more advanced consoles, have opened a new avenue of 

entertainment which becomes especially attractive due to the hyper

titles. Through this article, we will try to present some aspects arising from the relationship between 

violence and video games and the ideology that is implicit 

the issue of creation of reality, both concern to parents and consumers associations.

2. The video game, an expanding market industry

At the international meeting Edinburgh Interactive

financial company Avista Partners stated that "the video game industry generates annually about 105.000 

million dollars, excluding independent developers and small publishers not listed" (Meristation, 2010).

addition, to disaggregate by categories, the main beneficiaries are N

consoles and PC ($33.223 million), online games ($23.457 million) and games for mobile ($8.257 

million). These data refer to the consumption of all kinds of products related to the video game industry, 

but in the chart below we can see how, in just six years, the traditional sale of video games has doubled 

worldwide, growing at an average of 12% annual rate.

                                                          
1 “Edinburgh Interactive brings a mix of business, education and fun through a focused industry conference, a selection of free 
public screenings of new games and technology plus public sessions and information on how to get involved in interactive 
entertainment”, by Edinburgh Interactive webpage, available: 

Source: Raposo, Martín, Estructura y evolución reciente de la industria del
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Source: Education Database online, 2010, available:  

http://www.onlineeducation.net/videogame  

Source: ESRB ratings report 2010 

The age at which young people join this type of market is earliest ever, facilitated by the 

commitment of Governments in the introduction of the information technologies (ICT) in education 

spaces. Most of the players still oscillate between 18 and 

49 years old, as we can be seen in Figure 2, but the sector 

in development towards maturity phase already represents 

more than one quarter. 

On the other hand, it should be noted that the 

games in which it appears direct violence, which we are 

most interested for this brief analysis, only occupy 26% of 

the market (Teen and Mature games), according to data provided by the Entertainment Software Rating 

Board (ESRB)2, although it could discuss if jump on a tortoise and kill her as "innocent" in a game rated 

as everyone, the Mario, violence can be considered. 

However, the small spectrum of video game occupies a large portion of the market of video games, 

forming part of the lists of best-selling month after month. Taking into account the sale of video games 

for the four most important platforms 

of today (PlayStation 3, Nintendo 

Wii, Xbox and Computer), we can 

see that games like Call of Duty 

series, Uncharted series, World of 

Warcraft, Halo series, have crept into 

the top of the charts in a very short 

time (Wikipedia, 2011). With the 

                                                           
2 The Entertainment Software Rating Board (ESRB) is a self-regulatory organization that assigns age and content ratings. “The 
ratings are designed to provide concise and impartial information about the content in computer and video games so consumers, 
especially parents, can make an informed purchase decision”, ESRB webpage, Game Ratings & Descriptor Guide, available: 
http://www.esrb.org/ratings/ratings_guide.jsp (consulted on 30/01/2012). On Europe the rating used was created by Pan 
European Game Information (PEGI) and you can consult it at: http://www.pegi.info/es/ (consulted on 30/01/2012). 
   

Figure 2 

Figure 3 
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exception of Nintendo and Computer platform, where this type of game is not as successful, the rest of 

consoles profit from selling death explicitly. This data must add lot of games online, free of charge, that 

are not included in this count but which represent an important part of the market, as we have seen before. 

3. Violence at videogames 

Violence projecting through the game is intended to be a sample of the real world, so the player is 

transported to a violent scenario where he is going to be part on action. Similarly, the game creates a 

visual and temporal proximity to try that people can internalize that space as a unique life experience, to 

facilitate the replacement of the real world by the fiction or the drill and the objectification of the 

imaginary (Contreras, 2003). According to Virtual Online: “A Virtual World is a place you co-inhabit 

with hundreds of thousands of other people simultaneously (...) The fact that you exist with other real 

people from around the globe adds a level of immersion that must be experienced to be believed”. 

Also, these speeches have just directed not only to the mind but also to the body, through the 

experience of the movements that you have to do for moving the characters in the game. This situation is 

reinforced again with new game modes that enable consoles such as Wii or Xbox Kinect3 mode, in 

addition to the already traditional war artifacts that can plug into the console as commanders of game: 

pistols, shotguns, submachine guns… For this reason, Contreras defends that: "the viewer not only 

understands violence, but that his feels. Messages are catalyzed a transformation driven by bodies which 

at the end of the reaction remain unchanged. The use of violence is a reaction that eventually does not 

alter the viewer" (Contreras, 2003). 

This situation occurs especially in war games since, taking ideas from Zyzek:  

“there is an intimate connection between the virtualization of reality and the emergence of 

an infinite and infinitized bodily pain […] do not biogenetics and Virtual Reality combined 

open up new ‘enhanced’ possibilities of torture, new and unheard-of horizons of extending 

our ability to endure pain (through widening our sensory capacity to sustain pain, through 

inventing new forms of inflicting it)?”. (Zyzek, 2002: 91) 

                                                           
3 “Play without command means play with the entire body. Kinect responds to your movements. So if you have to give a kick, it 
gives a kick. If you have to jump, jump. You know how to play. You only have to get off the couch”, Xbox webpage, available: 
http://www.xbox.com/es-es/kinect (consulted on 30/01/2012) 
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Through processes of improvement of virtual reality it is being a great closeness between 

videogames and the real world, which is why the simulacrum of reality, video games, is becoming "to 

simulate a real more real than the real, the simulation of hyperreal" (Baudrillard, 2002). However, these 

images are not linked to the truth, they are representations of reality. In this case, the image is a fragment 

of the hologram in the world participating in the metamorphosis of the apparitions (Baudrillard, 2002). 

However, images are not related to the truth, they are representations of reality. In this case, the image is a 

fragment of the hologram in the world participating in the metamorphosis of the apparitions (Baudrillard, 

2002). 

From the relationship between experiences, the projection of reality and the violence derives a 

culture of violence and simulation (Levis, 2003), where the player is part of the micro world created by 

the video game in which killing (in the case of violent games) becomes the only way to achieve the 

objectives and progress. Somehow, this situation becomes a symbolic representation of which is the 

player character and who did not suffer physical real consequences, showing violence as something banal 

and fun. What about the psychological effects? 

There are many studies that have been made in this regard, so we will try to point out some 

elements. On the one hand, we find that video games broadcast a series of values based on the objectives 

Over these lines: FEAR 2 (2009) – Figure 4 

Right: Call of Duty , Black Ops (2010) – Figure 5 
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to achieve. For violent games, the player can develop impulsive attitudes (the factor time obliges us to act 

without reflection), of hatred towards other groups through the creation of the image of the enemy (Iraqi, 

Nazis, Vietnamese, Arabs…), overly competitive (against each other), where the aim justifies any means 

to achieve this and, usually, in a Manichean view of the reality in which there are winners and losers, 

good and bad people, where you have to learn how to crush each other to survive (Gomez Del Castillo, 

2007).  

In this situation, Frederick Tong developed a manual (Video games and violence: guide for the 

action, 2008), within the framework of the promotion of youth development and violence prevention, for 

the proper use of video games in which presents risks to which children are exposed if they play violent 

video games: 

 

• Risk of desensitization: long term frequent exposure to scenes of violence contributes 
to a desensitization of the spectator, accustomed to this behavior. 

• Risk to understand the violence as a solution: many times, video games, television 
and films present violence as a resource which has succeeded. It takes the risk of 
children to end up understanding that it is reasonable and feasible to resort to 
violence. The representation of violence becomes problematic when the aggressive 
behaviors lead to a positive result or they are presented as normal and obvious, and can 
reach these models of behavior be considered adequate. 

• Risk to "naturalize" of violence:  video games, violence is often presented as 
something absolutely natural, fruit of a passion that is not possible to resist. The violent 
instincts, as a sort of invasion that affects genes, to which the individual can oppose any 
resistance and which feel true pleasure, are presented in some video games. 

• Risk always associated with the violence of the winner without any moral 
discernment: violence is presented as a path to success and this is, in many cases, the 
only objective pursued, appearing as a justifiable end. 

 
Psychologically, many studies point out that there is a relationship between the use of violent 

games and the increase in aggressive attitudes, something that is already studying for a long time in the 

field of television and film. Now, with the advent of video games and interactivity, the picture is different 

(Estallo, 1997): 
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According to the study of Craig A. Anderson and Brad J. Bushman: “Each violent-media episode is 

essentially one more learning trial. As these knowledge structures are rehearsed, they become more 

complex, differentiated, and difficult to change”. Figure 7 illustrates long-term learning processes, 

identifies five types of relevant knowledge structures changed by repeated exposure to violent media, and 

links these long-term changes in aggressive personality to aggressive behavior in the immediate situation 

through both personological and situational 

variables (Anderson and Bushman, 2001). 

 

urko 

Television Video games 

- Real and fictional violence - Fictional violence 

- Look real violence - Stylized and symbolic violence 

- Passive attitude - Active attitude 

- Little or no control over the images on 
screen 

- Complete control over all the action 

- There is no control over the pace and the 
choice of images 

- Control over the choice of images 

- Little or no interaction during the 
viewing 

- Frequent interaction with thirds during the 
game 

Source: Juan Alberto Estallo Martí, Psicopatología y videojuegos (2007)              FIGURE 6 

Fig. 7. Multiple-episode General Aggression Model of the long-
term effects of video-game violence. Adapted from Anderson an 
Bushman (in press) 

Fig. 8.  Single-episode General Aggression Model. 
Adepted from Anderson an Bushman (in press) 

General Aggression Model, as in Figure 8 
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On this line, the study of Bruce Bartholow and colleagues, from the University of Missouri-

Columbia, have found that “people who play violent video games show diminished brain responses to 

images of real-life violence, such as gun attacks, but not to other emotionally disturbing pictures, such as 

those of dead animals, or sick children. And the reduction in response is correlated with aggressive 

behavior” (New Scientist, Phillips, 2005). John Murray (1994) says “be sure, there are many factors that 

influence the relationship between viewing violence and aggressive behavior”. However, this Outlook 

have been answering different studies, arguing that violence in video games has a causal relationship with 

the real violence. Daniel Jimenez is one of these detractors and he presents some studies4 in his article: 

“Estudios Psicológicos: Los videojuegos no causan violencia real”5 (Infoconsolas, 2009). To clarify and 

reply the criticisms, the American Psychological Association (APA) Resolution on Violence in Video 

Games and Interactive Media stated:  

“There was an increase in aggressive behavior as a result of playing violent video games. The 
Resolution did not state that there was a direct causal link to an increase in teen violence as a result 
of playing video games, rather an increase in aggressive behavior, aggressive thoughts, angry 
feelings, and a decrease in helpful behavior as a result of playing violent video games" (Game 
Politics, 2006). 

However, it is interesting to see why people like video games or why started in them. There is a documentary 

project on the Internet, called The Gamer Inside6, which through interviews asks the players how they feel. 

 

 

                                                           
4 Williams, D. & Skoric, M . “Internet Fantasy Violence: A Test of Aggression in an Online Games.” 2005 / Olson, C. “Media 
Violence Research and Youth Violence Data: Why Do They Conflict?” Academic Psychiatry, 28:2. 2004 / Bensley, L. & Van 
Eeenwyk, J. “Video Games and Real-Life Aggression: Review of the Literature.” Olympia, WA: Washington State Department 
of Health. 2002 / Egenfeldt-Nielsen, S., et al. “Playing With Fire: How Do Computer Games Influence the Player?” 
Commissioned by the Danish Government and published by the Unesco Clearinghouse on Children, Youth and Media. 2004 / 
Baldaro, B., et al. “Aggressive and Non-Violent Videogames: Short-Term Psychological and Cardiovascular Effects on Habitual 
Players.” Stress and Health, Vol. 20, pp. 203-208. 2004 / Vastag, B. “Does Video Game Violence Show Aggression?” Journal of 
the American Medical Association. 2004. 

5 Psychological studies: Videogames don't cause real violence, available: http://www.infoconsolas.com/secciones/videojuegos-y-
sociedad/estudios-psicologicos-los-videojuegos-no-causan-violencia-real (consulted on 30/01/2012) 

6 Official webpage of the project: http://www.youtube.com/thegamerinsideTUBE (consulted on 01/02/2012) 
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4. War games and ideology 

War industry and video games are becoming more intertwined, so it is difficult to think that it will 

be a reduction, in the short or medium term, of violence in the contents of these products. The result is the 

promotion of violence to the resolution of conflicts, which responds to specific interests of those who 

advocate a warmongering vision of social relations (Levis, 2003). 

In addition, war games, thanks to technological advances7, have reached a level of extreme realism 

and are even used for campaigns for recruitment and allocation of seats within the army in countries as 

United States. There is no longer enough to model the last screw of war machines, but also create a 

conflict, a justification, an enabling environment for a politically correct armed intervention (Gómez 

Cañete 2001).  

On this way, the elements that we have been discussing throughout the article are used for 

transmitting certain ideologies and ways to proceed. Some examples8: 

 

 

 

 

 

 

 

                                                           
7 Unlimited Detail Real-Time Rendering Technology, Preview 2011, available: 
http://www.youtube.com/watch?v=00gAbgBu8R4&feature=player_embedded / Future of Game Graphics: VFX Tech Demo, 
available: http://www.youtube.com/watch?v=fBR4cT-0sKY&feature=related (consulted on 31/01/2012) 
8 The descriptions have been prepared based on the information given by Wikipedia, my own game experience and video games 
main pages.  

Grand Theft Auto is a series of games in which the 
action takes place through the stories of various 
criminals. Sex, prostitution, car theft, murder, love 
of money, hatred to justice and many other 
elements come together in this game where 
violence is present everywhere. Former 
lawyer Jack Thompson has been involved in a 
number of attempts to get families of murder 
victims to hold the Grand Theft Auto series 
accountable for the death of their loved ones. 
Video available: Killing people at Grand Thef 
Auto IV 
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Counter-Strike is a first-person shooter in which 
players join either the terrorist team, the counter-
terrorist team, or becomes a spectator. Each team 
attempts to complete their mission objective 
and/or eliminate the opposing team. Each round is 
won by either completing the mission objective or 
eliminating the opposing force. It presents the 
dichotomy of two sides where players have to kill 
the enemy anyway, thus creating one very 
negative image of the other. Video available: 
Counter Strike violence. 

The story of Siren Blood begins on August 3, 2007 
and focuses on an American television crew that 
arrives in Japan to investigate and document the 
legend of Hanuda, a "vanished village" where 
human sacrifices are said to have taken place 
thirty years prior. Murders, blood and much 
violence mingle in a game that had to be adapted 
to the laws of several countries to enter the 
market, and which was banned in others. The 
realism of this game makes a unique experience of 
fear and suffering. Video available: Siren Blood 
Course review 

"A tyrannical power hungry uses oil reserves of 
Venezuela to overthrow the Government and turn 
the country into a war zone".  This is the 
introduction of Mercenaries 2, a game whose 
objective is to make money in the context of a war 
for oil in the Latin American country. The first 
part of this game took place in Korea in the North, 
but the increasing tension of the major powers has 
diverted the attention against Chavez. It will be 
the future? Video available: Mercenaries2: 
Venezuela invasion. Fiction or reality? 
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Mortal Kombat, commonly abbreviated MK, is 
a science fantasy series of fighting games. The 
series is especially noted for its realistic digitized 
sprites and its high levels of bloody graphic 
violence, including, most notably, its Fatalities: 
finishing moves. In all his years of history, this 
saga has sold more than 25 million copies, that has 
been transmitted creativity in the ways of killing 
the other causing the player with phrases such as: 
Finish him! Video available: Mortal Kombat 9 All 
Fatalities / Finishing Moves 

In The Suffering the player controls Torque, a man 
who has been sent to Abbott State Penitentiary on 
Carnate Island, Maryland. In the game, the player 
is presented several opportunities to test their 
morality, usually in the form of a person who is 
trying to survive the horrors of the island. In most 
cases, the player is presented with three options: 
help the person (good), kill them (evil), or remain 
indifferent to their plight (neutral). Video 
available: The Suffering: Prison Is Hell gameplay 

Battlefield 3 is a first-person shooter video game 
about war around the world. In this last game of the 
Battlefield series we find up to six maps related to 
alleged war in Iran and two more in the vicinity of 
the Caspian Sea. These games have already been 
used for recruitment and the positioning of troops 
according to the score. Can bed this game for 
training future military forces in future war 
scenarios? Video available: The Controller: 
Battlefield 3 Finale 
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Another example of differences between titles may be found in the Call of Duty and Battlefield 

series and how they use the experience of war. Both games seek to capture the rawness of the war, from hope to 

pain, as realistically as possible. Call of Duty is a burst of adrenaline and testosterone, the players have to kill people 

immediate but following a story, like they were the main character on a film's action. Battlefield, on the other hand, 

poses a conflict large scale that turns the player into a piece over one huge gear. Here is designing strategies and feel 

solidarity among comrades in arms, betting on team play to escape alive from the hell of combat (Ivan de Moneo, 

2011). 

However, the transmission of this ideology is not only through violent games. One of the most 

paradigmatic examples in the projection of a consumerist ideology is The Sims, a human simulation game 

in which the main goal is to make happy a family through consumption and social relations. In the case of 

the war games, I think that the reflection of Eduardo Galeano summarizes very well the current scene: 

 
“Video games speak a language consisting of the rattle of machine guns, the terrifying music, 
the screams of agony and categorical orders: Finish him! Beat'em up! Shoot'em up!  The war of 
the future, the future war: video games most widely offered battle fields where the player is 
forced to shoot first and return to shoot later, without doubt ever, against everything that 
moves” (Galeano, 1998: 72). 

 
 

5. Different videogames 
 

After this short tour of the panorama of the current game, it must been said that there are also other 

initiatives, related with the stark reality, which can serve to promote peace and understanding the conflicts: 

 
 
 
 
 
 
 
 
 
 
 

Food Force is a World Food Programs (WFP) 

video game made to teach children about the 

logistical challenges of delivering food aid in a 

major humanitarian crisis. Set on a fictitious island 

called Sheylan riven by drought and war, Food 

Force invites children to complete six virtual 

missions that reflect real-life obstacles faced by 

WFP in its emergency responses both to the 

tsunami and other hunger crises around the world. 

Video available: Food Force – Interview to World 

Food Program. 
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A unique interactive teaching tool in the field of 
nonviolent conflict, People Power was produced 
for The International Center on Nonviolent 
Conflict (ICNC). The game simulates nonviolent 
struggles to win freedom and secure human rights 
against a variety of adversaries, including 
dictators, occupiers, corrupt regimes, and to 
achieve political and human rights for minorities 
and women. The game models real-world 
experience, allowing players to devise strategies, 
apply tactics and see the results. Video available: 
Video Games Promote Peace and Democracy 

Second Life is an online virtual world where can 
explore the world (known as the grid), meet other 
residents, socialize, participate in individual and 
group activities, and create and trade virtual 
property and services with one another. One of the 
most interesting campaigns carried out in this 
game is the presentation of the Darfur crisis 
virtually, so the player can experience it in a way. 
At the same time, the player can get involved in 
campaigns for support Darfur crisis or to know 
better what is happening there. Video available: 
Save The Darfour On Second Life Event 

In Global Conflicts Palestine the player assumes 
the role of a freelance journalist who has just 
arrived in Jerusalem facing challenges. The goal is 
to create and get an article published for a 
newspaper by collecting quotes from the dialog in 
the game. The series allows students to explore 
and learn about different conflicts throughout the 
world and the underlying themes of democracy, 
human rights, globalization, terrorism, climate and 
poverty. Video available: The concept behind the 
award-winning Global Conflicts game series 
explained (You can consult all their videos on 
Yotube Channel 
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6. Conclussion 

We have seen the risks involved in the use of excessively violent games throughout the work. I 

invite the reader to perform a screening of the proposals made, and if you prefer to feel the experience 

itself, to play any of the games here presented as an example, or any of the many others that are on the 

market. 

Nevertheless, I think that video games offer a new communicative experience that goes beyond 

mere reception, as players experience the action, so it is easier to internalize these behaviors. That is why 

I believe that video games are a large laboratory that still the peace movements do not have benefited 

much. 

I think, like Gómez Cañete (2001), that video games should not abandon the creation of monolithic 

vision of reality, they can be useful tools in the discovery of new relationships between the environment, 

humans and their culture. Urgently needed game that proposed new policy options to facilitate the 

divergent thinking to end up not falling in line with the single thought and to, ultimately, help overcome a 

model, the current in many ways, that doesn't work. 

Virtual Iraq is a set of virtual reality environments 
created to treat post-traumatic stress disorder (PTSD) 
in Operation Iraqi Freedom/Operation Enduring 
Freedom (OIF/OEF) combat service men and women 
as well as those who have served in Afghanistan. 
From a clinical standpoint, Virtual Iraq is form of 
Virtual Reality Exposure Therapy (VRET), a virtual 
reality approach to conducting prolonged exposure 
(PE) therapy, one of the most evidence-based 
methods of psychotherapeutic treatment for post-
traumatic stress. PE is a cognitive-behavioral 
intervention in which the patient is virtually exposed 
(for 30-45 minutes per session) to a variety of stimuli 
(i.e., visual, auditory, kinesthetic, and olfactory) with 
the purpose of having the patient gradually face the 
fearful experiences that underlie his/her traumatic 
memories until habituation to the anxiety occurs. 
Videos available: Virtual Better videos 
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