Topic? 
No one can cast a shadow of doubt on the fact that the current century is the age of the emergence of video game giants. Politics of the business world are based on income clearly. By aids of the enormous amount of evidence which roots in the market, these companies have been designed and produced their products without considering the desired group age of their costumercustomers. As I mentioned formerearlier, more sales and its consequent profit are the stimuli of these companies to induce consumers to support video games by some justifications such as the stated instance in questions' question’s text/question/topic. Although some (numbers of) people are inclined to believe in the former one, I, personally, believe in the latter. In the following, I will delve into my point of view with two cogent reasons, which will clarify my statement. Have you restated the topic clearly? 
 First The first and the most significant reason which comes to mind is the nature of amusements, which are addictive drastically. In the deeper sight, it returns to human trends(tendency? Desire?) that like to follow the entertainment. By pursuing this thread, we will achieve the determinants of the time-consuming being of video games. By considering the most simplesimplest games, everyone can call up his childhood games memories and acknowledge the time they tended to spend on games. As my personal experience, when I was at young ages, which were under the regular age of schooling, my cherished hobby was playing games with my friends in the alley; . As long as my mom had not called me, I was fascinated, and I did not feel passing/passage of the time. Relatively, novel games which are produced with advanced technologies and the attempt of humans mind, are more appealing than past. They simulate our real games in modern appearance, which makes it more absorbing for children. And by imagining of the time they take on this these media, and the beneficial alternatives they can spend, everyone will confirm my idea.	Comment by Hamed Aalaee: What does it mean? 
Detriments of spending a long time on video games? 	Comment by Hamed Aalaee: What does it mean? 
The other and the equally critical reason refers to the effects of these kinds of games on children's spritspirit. These video games possess various kinds of categories, such as actions, which have the most sale rate and are interesting enough to occupy a vast range of children. The impact of this classification on mental health is indisputable. I have a cousin who is addicted to video games, and if he be is allowed to play, he will spend his whole day on these games and devices; And also, most of his games are in the war scene. My aunt complains that his son's behavior changes in a violent manner when he plays these games. With passing the time, iIn the long term, it will destruct his intact, and Itit will remain lead to/result in some irrecoverable effects. It was only one example. Nowadays, the majority of children have this lifestyle, Andand the remarkable question is what will be the future of the world which this generation is itswith this generation of people will be.	Comment by Hamed Aalaee: ?
in‧tact / ɪnˈtækt / adjective [ not before noun ] 
not broken, damaged, or spoiled : 
Only the medieval tower had remained intact . 
His reputation survived intact . 

For the matter of conclusion, I imagine it became has become clear why it is not proper to allow children to use the video games a lot. In the end, I recommend a clue to parents if they decide to permit their children to play video games, limit their game time, and filter these games if they decide to permit their children to play video games.
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