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	Media violence is the aggression developed due to constant exposure to violent behavior in mass media hence human suffering, anxiety, and fear. In the book VIOLENCE IN MASS MEDIA by AMERICAN PSYCHOLOGICAL ASSOCIATION states that violence in media has brought human suffering, lost lives, and economic hardships have been realized as well as fear, anxiety, and mistrust. It states that the level of violence in American society and that portrayed in the media has been on the rising side. This is due to the non-regulation of the content aired on the television channels. Media violence is harmful to society and has led to the loss of lives. A good example is the shooting at a Batman movie screening in Colorado was due to much exposure to violent media. Another scenario of loss of lives due to violent media is the killing of the 12 classmates and a teacher and 21 injured people at Columbine High School in Colorado. The victims who were teenagers stated that he did so because his life was centered on violent movie games and the pathological environment, they were living in. In the book violence in mass media, it states the resolutions amended on television violence by the Board of Directors. In these resolutions, parents are urged to monitor and supervise television, video, and film viewing by children. There is also a (Slater et al 2003)suggestion to support the development of technologies that empower viewers to prevent the broadcast of violent material in their homes.
	Contrary to the opinion that violence in media is harmful JESSICA ROBBINS in her book DON'T WITHHOLD VIOLENT GAMES suggests that violence in media is not harmful. In this book, she argues that currently there is no evidence that supports violent video games are harmful and are a major contributor to criminal and violent behavior. She argues that instead there are a lot of benefits in playing video games stating that; they are a way of letting out aggression and frustration and it increases attention level and co-ordination skills. She also views this anti-social behavior as short term and hence children need time since most children are competent and digitized, hence they know(Anderson et al 2003) the consequences of using deadly weapons. She goes ahead and urges software companies to protest against the laws on the non-existent correlation between violence and video games. The law should be modified not to restrict these video games to a particular age group so that the products can be fairly singled out.  In the imaginary friends of understanding your context, Lou who is a 24years old single and a peace corps volunteer is also against the notion that video games are harmful. This is clearly stated in his context that he enjoys playing video games. 
   In conclusion, there should be measures put in place to avoid loss of lives as a result of violent media. examples are; media industry and the government should develop and implement programs that enhance the critical viewing skills of teachers, parents, and children regarding media violence and how to prevent the negative effects. 
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