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The penetration of technology in society has diversified the activities that individuals may engage in for leisure or entertainment purposes. The various options are available depending on the age and social status of an individual. While the old generation may remain conservative about the old ways of engaging in various activities, the young generation is open-minded to opportunities and technological innovations. One of the activities that have been embraced by many young people is gaming in specific video gaming, which provides a higher level of entertainment and satisfaction. However, video games have raised different opinions about its impact on young people who have become even addicted to the practice. One of the biggest concerns about video gaming is that it may increase violent behaviors among young people. Behavior is acquired through experience and observation of various issues in society. Therefore, it is true that there are video games that may cause violent behaviors among users.
According to Phillips, (2017) argues that there are different and extreme acts of violence depicted in video games, which may normalize and engage in violence since it has become common in video games. Participants in video games embark on some missions, which may involve killing random people to attain a certain level of expertise in the game. This experience normalizes violence in the conscious of an individual and will have no fear to practice such scenes in real life. Making it a habit to kill people or fight them for no reason in games may be replicated in real life as one interacts with others. According to behaviorists, repetition of the same one activity moves into the long-term memory and may influence decisions that take in life. There are events of a mass shooting in America that involved the mass killing of twenty-two in El Paso, where the gunman claimed to have been influenced by a video game that he engaged in. violent scenes in video games may cause an individual to develop violent behaviors. 
There are video games that reflect a specific violent event that is re-enacted in the format of a video game. Therefore, some of these games are deliberately created to provoke violent behavior from the individuals participating in them. The game is designed to harm different groups of people with the option of choosing whether to kill or rape African Americans. This affects an individual's cognitive development by creating some stereotypes about different races that are used as a basis for racial discrimination in real life. With a background of racial violence in video games, one may easily engage in it first hand. The expression of race as targets to be killed while others promote racial violence in society. There is the development of the behavior developed by most video gamers when they interact with minority races in society. Video games that portray violence and portray other races as victims and others as heroes propagate violence.
There are video games that are educative and entertaining and cannot lead to the development of violent behaviors. There is, therefore, a need to understand that while video games can be used to cause violence, they are a good source of entertainment for young people where they can interact and have discussions about various challenges they may be facing in society. Peers always need to exchange information and interact for different reasons, which can be easily realized through the gaming platform (Gallar & Ferguson, 2020). The government and parents should take precautionary steps to ensure that children do not engage in games that expose them to violence and other vices in society. The gaming industry should be regulated to ensure sanity in the sector. Young people are prone more to exposure to violence, and therefore there is a need to protect them by speaking and calling out against extreme violent games.
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