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With the process of technological improvement, the majority of the factors regarding our everyday routine has become more comfortable and sufficient; however, the recent developments have also caused the growing number of risk factors in regard to humans’ mental and physical health. One of the threats to become more noticeable in the modern society is interwoven with the growing popularity of video games, especially among the youth, and the negative consequences caused by the process. There are a plethora of potential minor adjustments to reduce the negative effects of video games and thus, improve the overall state of mental health of the society. Despite the fact that the negative effects video games may have on the youth, including the development of addiction and behavior issues, such solutions as parental control over the children’s interests in gaming and implementation of outdoor activities in schools will influence the tendencies positively and result in the overall improvement of the youth’s behaviors. 
First of all, one of the most crucial issues caused by the growing popularity of video games is the developing addiction to them. According to the study conducted by Douglas Gentile, over 3 million Americans between the ages of 8 and 18 play video games (597). Thus, the fact that video games affect a vast audience of the modern youth is evident, and the possibility of the multiplicity of negative consequences occurring is apparent in case of not implementing any changes with the purpose of improving the current situation. One of the most evident results of video games being popular among the youth is the probability of the developed addiction to the activity among a certain number of individuals among the vast population involved in gaming. Despite the potential skepticism of certain people regarding the issue being fictitious and resulting from the older generation being overprotective of the youth and not understanding the modern tendencies, the World Health Organization has recognized gaming addiction to be a medical disorder and included it in the newest version of International Classification of Diseases (Wakefield, 2018). Such a step is crucial for the modern society as it acknowledges the fact of the apparition of mental health conditions, which are primarily caused by the development and popularization of technology. Admittedly, there is a drastic difference between the addiction disorder and a child’s interest in video games. With the official recognition of the condition, it would be easier for the parents to understand the issues their children are undergoing, for the troubled youth to seek and receive help, and for the doctors to be able to determine the disorder and cure it. 
Aside from the determined above the risk of youth becoming addicted to video games, there are multiple other negative consequences brought about by the popularization of gaming. The most evident for the general population issue is the increasing level of aggression and hostility among the gamers. Such a fact has been supported by multiple studies. For instance, Anderson and Bushman have conducted both experimental and non-experimental studies with different age groups in various setting to conclude that the violent behavior among children and young adults is increased by long-term involvement in video games (358). The study also determines the correlation between violence in video games and increase in aggressive thoughts, as well as acquired lack of social skills. More than that, the study to analyze the level of physiological demonstration of hostile tendencies related to video games has been conducted recently, and it concluded that aggression and heart rate levels increase drastically relatively to the time spent playing (Barlett, Harris, & Baldassaro, 495). Despite the fact that the above studies mostly focus on the influence video games have on children and young adults, the adverse effects gaming has on the elders have also been examined. For instance, one report suggests that though gaming itself does not directly influence the mood and behavior alterations in adults, those who experience states relatively close to addiction are more likely to struggle from depression, heavy episodic drinking, and degradation of educational skills (Brunborg, Mentzoni, & Frøyland, 30). All of the presented studies on the topic suggest the correlation between the redundant interest in video games and the negative consequences in multiple aspects of the humans’ lives. Thus, the necessity to influence the presence of video gaming in the routine is a crucial step in order to reduce the negative consequences. 
Among the possible ways to influence the negative tendencies of video games and their effects on the society and particular individuals are the steps to aim at children and youth, who are the most likely to become addicted to gaming. The steps should focus on providing the younger audience with the alternative ways of spending their spare time. For instance, in schools, it would be reasonable to organize a more significant number of outdoor activities, promote an active lifestyle, and focus on the encouragement of the students who are interested in participating in sports clubs or other types of after-school occupations provided. In such a way, the children who could potentially become negatively influenced by video games, experience their negative consequences, and struggle from addiction would be less likely to spend the majority of their time at home. However, it is natural that children communicate with their parents and usually view them as role models. Therefore, a great suggestion would be to address parents regarding the potential negative consequences of violent video games, so that they are interested in limiting their children’s involvement in the activity. In such a way, the youth would still be able to enjoy gaming during a limited time, and the adults would have control over the negative results. Overall, the responsibility of controlling and limiting the children’s interest and involvement in video games depends on adults, as they are able to analyze the potential risks and ways to decrease them. 
To conclude, the issue of video gaming is becoming more crucial nowadays as a result of technological development, its popularization, and easy access of teens to the activity. Among the multiplicity of the adverse effects, gaming may have on the youth are the increasing levels of hostility and aggression, degradation of socialization skills, and the risk of obtaining an addiction. More than that, access video games also may poorly affect adults and result in the higher chances of developing depression, drinking problems, and lack of learning skills. To prevent the potential spreading of the negative consequences, the society should mostly focus on teens who are the most likely to be affected. Among the ways of the issue’s solution are the increasing control of the children’s parents over their gaming interest and the implementation of a more significant number of outdoor activities in schools. 
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