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	Children are our future, and technology is becoming more and more accessible throughout the world. Using a computer or some form of technology has become part of our daily lives and has invaded the leisure time of many people. This shift has seen a rise in popularity for video games and is becoming a predominant past-time. Some individuals inscribe professional video game player as their occupation and actually can make a living off of it. The impact of the rise of play time associated to non-educational video games has become an issue which generates various views. 
References
Anderson, C. & Bushman, B. (2001) Effects of Violent Game on Aggressive Behavior, 	Aggressive Affect, Physiological Arousal, and Prosocial Behavior: A Meta-	Analytic Review of the Scientific Literature. American Psychological Society 	Vol. 2. No. 5. Iowa State University.
Anderson, C. & Carnagey, N. (2005) The Effects of Reward and Punishment in Violent 	Video Games on Aggressive Affect, Cognition, and Behavior. American 	Psychological Society. Vol. 16. No. 11. Iowa State University.
Anderson, C. & Ford, C. (1984)Affect of the Game Player: Short-Term Effects of Highly 	and Mildly Aggressive Video Games. Personality and Social Psychology Bulletin.  	Vol. 12. No. 4. Rice University.

Sherry, J. (2001) The effects of Violent Video Games on Aggression. Human 	Communication Research. Vol. 27. No.3. International Communication 	Association.

Ferguson, C. (2007) The Good, the Bad and the Ugly: A Meta- analytic Review of 	Positive and Negative Effects of Violent Video Games. Texas: Springer 	Science+Business Media.



