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Violent Video Games and Behavior Change
The rise of violent video games over the past years has raised questions regarding its impact on the development of negative behaviors, and especially among teenagers and adolescents. These games do not only contain violence, but also sexual content, drugs, crime, and weapons among others. As a result of this, there have been debates regarding the real impacts of continuous exposure to users. On one side, it has been indicated that continuous exposure leads to violent behavior and harm to users. On the other side, it is argued that exposure does not have any effect on behavior change. Despite the differing views, there is a need for measures to be put in place to limit exposure and possible behavior change. This literature review is aimed at identifying any existing gaps and giving suggestions for future research.   
Supporting Facts
	Many studies have provided evidence to prove that violent video games can lead to behavior change among users. In a study conducted by Shao & Wang (2018), it was indicated that the family environment plays an essential role in influencing behavior change and normative beliefs about it. For example, children who have witnessed conflicts among their family members can develop aggressive behavior when exposed to violent video games (Shao & Wang, 2018).  This is highly likely when these children do not get family support in dealing with aggression. One issue that is likely to happen, and which results from continuous playing of violent video games, is role-playing. Since video games are interactive encourages its users to role-play (Harvard Medical School, 2010). For the case of children, they do not only observe the scenes in these games, but they also imitate and adopt them.  Therefore, it is not unusual to find a child that has been exposed to violent video games bullying others in the school. 
	Apart from the family environment and normative beliefs, cognition is another factor that has been associated with playing violent video games. In one study, Zhang et al. (2021) indicated that continuous playing of violent video games among children contributes to the development of aggressive cognition. Apart from this, the inclusion of sex scenes in video games increases aggressiveness in boys more than girls (Zhang et al., 2021). The aggressive cognition argument can be supported by the experiences of individuals in playing video games. They are exposed to killings of animals and people, abuse of drugs, criminal behavior, gender stereotypes, and foul language among others (American Academy of Child and Adolescent Psychiatry, 2015). Such kinds of exposures trigger cognitive networks and lead to aggression. Children that are unable to comprehend such experiences can develop depressive symptoms that are associated with aggressive behavior. As these symptoms increase, the desire to play more video games that are violent also increases as a method of compensation (Tortolero et al., 2014). It leads to ultimate behavior change. 
	From the studies above, it can be stated that age determines the impact of violent video games on behavior change. These studies have shown that children, adolescents, and youths, are at a higher risk of developing aggressive behavior. In a study by Milani et al. (2015), it was indicated that children in primary and secondary schools are at a higher risk of developing aggressive behavior. Individuals in this age have poor coping strategies and require support to deal with their experiences. The failure of families to be involved in their children’s lives and daily exposure can lead to disinhibition, moral disengagement, hostility, and anger among others (Yao et al., 2019). It is not only families that have an important role to play, but also social networks (Greitemeyer, 2019). Peer pressure from the social networks will determine whether individuals develop aggressive behaviors or not. 
Gaps
	The study on the effect of violent video games on behavior change has still many gaps that need to be filled. Kuhn et al. (2019) indicate that continuous playing of violent video games leads to short-term changes in behavior. Such behaviors vanish after one stops playing the games. While this is a true argument, the authors of this study only focused on adults whose minds might be preoccupied with many other things. Therefore, more studies need to be conducted on the long and short-term effects of exposure to violent video games. Another study indicated that exposure to violent video games might lead to the development of prosocial behaviors (Przybylski & Weinstein, 2019). Therefore, further studies need to be conducted on the positive effects of exposure to violent video games. It will provide an opportunity for comparison and a clear determination of whether violent video games should be encouraged or controlled. Further, evidence has shown that the violence in video games cannot be compared to real-world violence (Harvard Medical School, 2010). As a matter of fact, there has been a reduction in violent crimes among the youths despite the increase in violent games. Therefore, further studies should also be conducted to determine whether real-world violence is caused by video games or other social, environmental, and mental health challenges. 
Conclusion
[bookmark: _GoBack]	The debate on the effect of violent video games on behavior is still ongoing. Most studies have shown that continuous exposure to violent video games, and especially among young people, can lead to the development of negative behaviors. However, there are still gaps that need to be filled to prove the efficacy of this argument. Such gaps are related to the long and short-term effects, comparison of positive and negative effects, and consideration of other real-world issues that influence behavior change. 
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