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Demographic Characteristics of
Sample Population (n = 127)

After studying this article, participants

should be better able to do the following:

. Identify the extent to which children and young
adults are exposed to violent media.

. Have a deeper understanding of the adverse
nature of violent media in the sample provided.
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Correlations Among Aggression Measures
n the current research investigation,

an effort was made to determine PA VA A
whether there was a relationship be- 80** '57:: -82:’:
tween virtual aggression and actual A2 53(8),”
aggression in youth exposed to the
various forms of violent media. The LAQ
participants in the current study con- t?:;’
sisted of ene hundred and twenty-seven (127)
high school adolescents between the ages of 14 Note: *p <.05; % p <. 0,
and 17. They were interviewed about their ex-
posure to violence, beliefs about aspects of ag- PA: Physical Aggression
: o VA: Verbal Aggression
gression, frequency of participation in verbally A Anst
aggressive or physically aggressive acts and con- H: Hostility
structive extracurricular activities, and aspects LAQ: Legitimacy of Beliefs about Aggression Questionnaire
of their exposure to virtual aggression in the LHA: Lifetime History of Aggression Questionnaire

. ; S h - |
form of violent media. Findings revealed that L3+ Levenson Self-Report Bsyshopatly deale

Grand Theft Auto™ was positively correlated
with total aggression, physical aggression, and
verbal aggression. Results indicated thar a his-
tory of neglect was correlated positively with Correlations Among Demographics
aggression, and that the amount of videogame

play was correlated positively with verbal ag- il jl:LH (‘;9H*N
gression. Participation in constructive extra- CHN y
curricular activities was correlated negatively CHT

with lifetime totals of aggressive acts. Finally, CHA

multiple regression analyses indicated that ac- Eﬁ:

tive involvement in a religious activity, such as

church, explained significant variability in total

aggression. The findings suggest that there isa Note: *p <.05; ¥ p <, 01,
relationship between exposure to violent media S el T Bl

and aggression. These findings suggest thar fu- Bl - Bathar in Lisrma

ture research should artempt to address the eti- CHN: Childhood Experiences -Childhood History of Neglect

ology of the relationships identified and further CHT: Childhood History of Trauma
examine the predictive qualities of media type CHA: Childhood History of Abuse

e - ; CHB: Childhood History of Bullying
and of religious affiliation and aggression. LHAL Lifatima icth iy of Adaresion Qusstiohnalte
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Aggression is a form of behavior that involves
the intention of harming or intimidating
another individual (Anderson & Bushman,
2001). In essence, individuals learn aggressive
responses in much the same manner as they
learn other social behaviors, either by observa-
tion or through direct experience (Anderson
& Bushman, 2002; Bandura, 1978). This as-
sertion of social learning theorists was dem-
onstrated in Bandura, Ross, and Ross’s (1961;
1963) famous Bobo doll experiments where
children imitated aggression toward dolls
just after they had witnessed an adult being
aggressive toward the dolls, either in per-
son or on film (Hayes, Rincover, & Volosin,
1980). Children are exposed to ever-increasing
amounts of actual violence in their commu-
nities as well as virtual violence in the media
(Hill, Levermore, Twaite, & Jones, 1996). We
as a scientific community have moved away
from the parsimonious explanation of learned
behavior—to our detriment. We constantly
seek elaborate explanations to the reasons why
individuals commit violent and aggressive acts
when we should simply invest in the elegant
explanation that social learning theorists have
already provided.
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The children involved in the first of the fa-
mous experiments and who observed models in
person acting aggressively “later reproduced a
good deal of physical and verbal aggression (as
well as non-aggressive responses) substantially
idenrical to that of the model,” and chis was
“in contrast to the subjects who were exposed
to non-aggressive models, had no previous ex-
posure to any models, and who only rarely
performed such responses” (Bandura, Ross, &
Ross, 1961, p. 580). Moreover, Bandura and
colleagues’ (1963) subsequent scudy, which
elaborated on the first study by exploring the
effect models on film would have on observers,
showed that the effects found in the first study
generalize to human and cartoon models. The
effect was such that those individuals who wit-
nessed the aggressive behavior on film “exhib-
ited nearly twice as much aggression than did
subjects in the control group who were not ex-
posed to the aggressive film content” (Bandura,
Ross, & Ross, 1963, p. 9).

Moreover, “violent media increases aggression
by teaching observers how to aggress by prim-
ing aggressive cognitions, increasing arousal, or
creating an aggressive affective state” (Anderson
& Bushman, 2001, p. 355; Eron et al., 2003;
Panee & Ballard, 2002). This is a critical find-
ing; it implies that individuals are delivered a set
of norms to follow in the act of teaching some-
one to commit vircual violence and aggression.
Approximately 75% of programming aimed
toward children has been found to contain vio-
lence, and the majority of these programs do not
show the reality of the serious consequences that
would maost likely result if these events occurred
in real life, such as pain, physical harm, or even
death (Wilson et al., 2002). Anderson and Dill
(2000) conducted a study examining the rela-
tionship berween video games and aggression,
and their results indicated that individuals who
were allowed to play violent video games subse-
quently showed more heightened aggression in
a later laboratory task. After playing the game
Wolfenstein 30™, heightened aggression was
defined as the “intensity and duration of noise
blasts the participant chooses to deliver to their
opponent” (Anderson & Dill, 2000, p. 15).

Aggression viewed on television also tends
to be associated with an increase in aggression
on the part of the viewer, and this increase is
thought to have a much greater effect on chil-
dren (Hogben, 1998). Additionally, this effect
is shown more strongly in “societies with ready
access to lethal weaponry” (Hogben, 1998, p.
239). Hogben’s (1998) findings also showed that
individuals who stopped viewing television, and
as a result stopped being exposed to televised ag-
gression, showed a 10% decrease in aggressive
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behaviors. This finding suggests that continu-
ous expostre or chronic exposure, such as the
type documented in video game play, produces
a different and stronger result than occasion-
al exposure. As a result of this study, Hogben
(1998) concluded that exposure to televised
violent media seems to play a “consistent and
practically significant role in predicting viewer
aggression” (p. 239). The findings regarding ag-
gression, which have been reported in the lit-
erature, have led others to assert that exposure
to violent media serves to increase aggression
through cueing cognitive effects (Anderson &
Bushman, 2002). These cues, or scripts as they
are sometimes referred, are stored and may
be enacted when an individual is presented
with a situation they feel may merit aggression
(Shanifar & Kupersmidt, 2001; Zelli, Dodge,
Lochman, & Laird, 1999).

Viewer’s motives may also play a role in the
relationship between exposure to violent me-
dia and aggression. Haridakis (2002) exam-
ined this pessibility and noted that when an
individual was exposed to violent media for
the sole purpose of entertainment, they tend-
ed to behave more aggressively. In addition,
in college-aged individuals with a mean age of
20 years, Haridakis (2002) declared that the
amount of exposure to violent media had a
positive correlation with aggression, including
aggressive behavior and verbal aggression. As
a result, he concluded that it would be neces-
sary to determine specific viewer characteris-
tics that are associated with exposure to vio-
lent media and aggressive behavior, something
that should be addressed in future research
(Haridakis, 2002).

Viewer motivation is also proven to be a
factor in social learning from violent media.
This is further evidenced by the fact that the
Department of Defense, and specifically the
United States Army, has developed video games
that train individuals to become soldiers, with
an emphasis on using a variety of violent weap-
onry (Kennedy, 2002). These videogame tools
are user friendly and are even available for free
download off the Internet. Anyone with access
to a computer with Interner service can down-
load the game called Americas Army™, rated
“IIM for Teen, free of charge from various
Web sites. Even more interesting is how the
player essentially becomes the soldier appearing
in the game, and subsequently has to pass basic
training and marksmanship courses before they
are permitted to go out on virtual maneuvers.
This requires the player to inherently become
the virtual image they see in the game, further
blurring boundaries and contributing to the re-
alistic nature of the exercise.
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Correlations Among Direct Exposure to Violence and the Aggression Measures

VVA
AQ

LAQ
LHA
LSRP

AQ
A0
21%

Note: *p <.05; % p <. 0.

DEV: Direct Exposure to Violence
VVA: Being a Victim of a Violent Acts
AQ: Aggression Questionnaire
LAQ: Legitimacy of Beliefs about Aggression Questionnaire
LHA: Lifetime History of Aggression Questionnaire

LSRP: Levenson Self-Report Psychopathy Scale

Correlations Among Videogames

MTK
REV
FPS
GTA
AVP
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Note: *p <.05; % p < 0l

MTK: Mortal Kombat™
REV: Resident Evil™
FPS: First Person Shooter Games
GTA: Grand Theft Auto™

AVP: Amount of Videogame Play
Aggression Measures (LAQ, LHA, and LSRP)

Correlations Among Videogames
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Virtual Training

Other areas of industry in the United States
have found that video games are useful
tools for training individuals to perform
their jobs more effectively and to practice
in ways not previously possible. Pilots and
astronauts are often trained using games
or virtual simulators in order to gain the
required knowledge and expertise before
they are permitted to conduct their jobs
with the general public. In these virtual
training simulations, individuals are faced
with equipment malfunctions in order to be
prepared for these situations if they were to
happen to them in real life. Gopher, Wiel,
and Bareket (1994) conducted a study to
determine whether or not skills obtained
through a computer game trainer would
transfer to flight. They acknowledged that
“although the elements and the parame-
ters of the computer game were physically
remote from those of the flight situation,
the game provides a useful training context
for developing flight-relevant skills.” The
results of this study indicated thart skills
do transfer from computer simulations
to real life: the pilots who were trained
through computer games showed signifi-
cantly better performance on their first
flights than those not trained using video
games (Gopher, Wiel, & Bareket, 1994). In
fact, their skill level was superior. Studies
show that we readily accept the notion that
positive skill attribution from virtual train-
ing is possible, but doubt negative skill ac-
tribution from negative interactive games.
The belief that aggression is a legitimate
behavior choice has led individuals to be-
have aggressively, while at the same time
misinterpreting the benefits they will gain
from their aggressive actions (Zelli, Dodge,
Lochman, & Laird 1999).

Demographic Variables

Related to Aggression

The following factors have also been noted
as contributors to adolescent delinquency:
divorced or single parents who leave the
child alone a great deal, in addition to a
father’s prolonged absence; lack of male
role models; and lack of emotional support
(Baer, 1999). These factors lead to a lack
of attachment to parents on the part of the
children, as well as parental lack of control
and supervision over their children (Scholre,
1999). Many of these adolescents have a
peer group that includes deviant individu-
als. Also, Anderson and Bushman (2002)

noted that “aggression-related beliefs sig-
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nificantly predict future levels of aggressive
behavior and the source of such beliefs in
children is often the family”(p. 36). Scholte
(1999) noted that it is important for further
investigation of “risk factors involved in the
development of serious problem behavior
in order for mental health professionals to
provide effective treatment”(p. 17).

Although there are a great deal of debartes
related to aggression, one aspect about ag-
gression is certain: Once an individual de-
velops aggressive tendencies, he/she is prone
to keep these tendencies for the rest of his/
her life. This is the reason why early and
chronic exposure can be so detrimental.
Huesmann, Eron, Lefkowirz, and Walder
(1984) conducted a longitudinal study that
involved over 600 subjects who were evalu-
ated for aggressiveness at age 8 and subse-
quently at age 30. They found that aggres-
sion is a stable construct; over 22 years, “the
stability of aggression as a construct is about
.50 for boys and .35 for girls” (Huesmann
et al., 1984, p. 1131). They also noted that
“it is easy for a youngster to justify aggres-
sive solutions to problems by referring to
norms for such behavior promulgated by
the media and others” (Huesman et al.,
1984, p. 1133). Futhermore, “the notion
that violence in the media contributes to
the development of aggression has been
supported by recent meta-analyses of the
data” (Paik & Cornstock, 1994, as cited
in Browne & Hamilton-Giachritsis, 2005,
p. 702). This is important to note due to
the current nature of television program-
ming.

Results from this study have implica-
tions for understanding the relationship
between exposure to violent media and ag-
gression. This is important because “knowl-
edge about possible influences in the devel-
opment of adolescent aggressive behavior
eventually might prove useful in curbing ag-
gression and more dangerous antisocial be-
havior” (Simons, Paternite, & Shore, 2001;
Weisner & Silbereisen, 2003). Based on this
review of the existing literature concerning
exposure to violent media and aggression,
it was hypothesized that there would be a
relationship between exposure to violent
media and aggression. It was hypothesized
that the constructs of aggression, lifetime
history of aggression, and psychopathy and
legitimacy of beliefs about aggression would
be interrelated constructs. We were most
interested in whether exposure to violent
media such as videogames increased our
ability to predict aggression.

Participants

The sample for this study consisted of 127
participants from a local high school within
the public school system in Central Florida,
which included 50 males and 77 females.
All participants were adolescents aged be-
tween 14 and 18 and were required to com-
plete the six self-report instruments in the
battery. Derailed characteristies of the ob-
tained sample are reported in the Results
section.

Measures

Six instruments were utilized in the cur-
rent research investigation: the Exposure to
Violent Media Questionnaire (Levermore,
2003); the Legitimacy of Aggression
Questionnaire (Erdley & Asher, 1998);
Levenson Self-Report Psychopathy Scale
(Levenson, Kiehl, & Fitzpatrick, 1995); the
Aggression Questionnaire (Buss & Perry,
1992); the Lifetime History of Aggression
Questionnaire (Coccaro, Berman, Kavoussi,
& Hauger, 1996); and the Children’s
Interview on Community Violence (Hill,
1991).

Exposure to Violent Media Questionnaire:
The Exposure to Violent Media
Questionnaire is a 30-item questionnaire
designed by Levermore (2003) to assess an
adolescent’s amount and type of exposure
to violent media.

Aggression Questionnaire: The Aggression
Questionnaire (AQ) (Buss & Perry, 1992)
assesses personality traits and beliefs related
to different aspects of aggression including
physical aggression, verbal aggression, an-
ger, and hostility.

Legitimacy of Aggression Questionnaire:
The Legitimacy of Aggression Questionnaire
(LAQ) is a 16-item questionnaire original-
ly designed by Erdley and Asher (1998) to
measure children’s beliefs about the legiti-
macy of aggression.

Levenson Self-Report Psychopathy Scale:
The Levenson Self-Report Psychopathy
Scale (LSRP) (Levenson, Kiehl, &
Fitzpatrick, 1995) is a 26-item self-report
inventory that provides statements that de-
scribe people’s likes and actitudes.
Lifetime History of Aggression: Lifetime
History of Aggression (LHA) (Coccaro,
Berman, Kavoussi, & Hauger, 1996) is a
nine-item scale designed to assess the fre-
quency with which an individual is engaged
in a number of verbally or physically ag-
gressive acts.

The Children’s Interview on Community
Violence: Children’s Interview on
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Community Violence (Hill, 1991) is a mea-
sure consisting of 27 items that assess the level
of exposure to violence that children have ob-
served or experienced, as well as how violence
was responded to by the child in his/her envi-
ronment.

Procedure

Upon meeting the participants, the researcher
briefly described what was involved in the study
and obtained informed consent. The consent
forms were filed separately from the question-
naire responses and demographic information,
and thereafter each questionnaire was only
identified by a participant number. These ac-
tions were taken in order to ensure complete
anonymity.

Analyzing the data for the purpose of this
study, which was to look at the relation between
amount of exposure to violent media and self-
reported aggression, was accomplished through
correlational analyses between certain variables
on the exposure to violent media question-
naire and the other measures utilized in this
study. The researchers sought to determine the
relationship between childhood experience of
violence and aggression, demographics and ag-
gression, violent video game play and aggres-
sion, and extracurricular activity and aggression.
Finally, an examination of whether or not ex-
posure or demographic variables could predict
aggression was also conducted.

Results

Demographic Characteristics of the Sample
Of the 127 participants who took part in this
study, all 127 provided answers to all of the
questions regarding demographic information.
Demographic characteristics of the obrained
sample can be found in Table 1. The average age
of the students sampled was 17 years, with the
sample consisting of 1.6% of individuals aged
14, 0.8% of individuals aged 15, 15.0% of in-
dividuals aged 16, 44.1% of individuals aged
17, and 38.6% of individuals aged 18.

Of the students who participated in this study,
0.8% were in the ninth grade, 13.4% were in
the tenth grade, 36.2% were in the eleventh
grade, and 49.6% were in che twelfth grade.
The ethnic backgrounds of the students were
comprised of Caucasians (74.8%), African-
Americans (9.4%), Hispanic Americans (9.4%),
Asian Americans (5.5%), and Native Americans
(0.8%).

Findings revealed that 2.4% of the partici-
pants reported a history of commitment place-
ment, either in a juvenile detention facility or in
an inpatient psychiatric hospital setting, while
97.6% did not report any such history. Only
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Correlations Among Extracurricular Activities and Videogames

Note: *p <.05; % p < 0l

RA: Religious Affiliation

AIC: Active Involvement in Church
MTK: Mortal Kombat™

REV: Resident Evil™

FPS: First Person Shooter Games
GTA: Grand Theft Auto™

Correlations Among Extracurricular Activities and the Aggression Questionnaire

RA AlC AQ PA VA A
RA A5 A7 =08 =12 -.18%* .07
AlC 56+ - 29%F - 31F -20% -.20%
AQ - 23%F =25 - 24%% -.08
PA BO** ST Q2L
VA 28t 58
A L30%* .18%
H

Note: *p <.05; **p < 0.
RA: Religious Affiliation

AIC: Active Involvement in Church
AQ and its subscales PA, VA, A, and H: Aggression Questionnaire

Regression Analysis for Aggression by Active [nvolvement in Church and Direct Exposure to Violence

Aggression

Predictor r2part

Active Involvement in Church 05% = QI
Direct Exposure to Violence .08% 8%

Note: The r2part is the proportion of variance accounted for when controlling for
all other predictors. Betas represent unique effects in each step of analyses.
*p<.05 *p<.0l N= 127




4.8% of the study population reported having
violent charges listed on their respective juvenile

justice face sheets, while 95.2 % did not report
any such charges. Of the 4.8% of individuals
who did have violent charges listed on their re-
spective juvenile justice fact sheets, 1.6% were
for assault, 0.8% were for resisting arrest with
violence, 0.8% were for battery, 0.8% were for
unlawful use of a weapon, and 0.8% were for
violation of probation through violent means.
A majority (85.8%) of the scudy population
reported having a mother living in the home,
while 14.2% reported not having a mother liv-
ing in the home. This is compared to 70.9%
who reported having a father living in the home,
while 29.1% reported not having a father living
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in the home. Only 5.5% reported having a par-
ent with a history of incarceration, while 94.5%
did not report any parental history of incarcera-
tion. Only 2.4% reported having a parent with
a history of mental illness, while 97.6% did
not report any parental history of mental ill-
ness. While 3.1% reported being neglected as a
child, 96.9% did not report any history of ne-
glect. Only 8.7% reported suffering some type of
trauma during childhood, while 91.3% did not
report any childhood history of trauma. While
6.3% reported being abused as a child, 93.7%
did not report any childhood history of abuse.
Finally, 9.4% reported having a childhood his-
tory of bullying, while 90.6% did not report any
childhood history of bullying.

Of the individuals sampled, 42.5% reported
playing videogames at home, while the other
57.5% did not. While 29.9% of individuals re-
ported playing videogames alone, 52% reported
playing videogames with friends, and 18.1% of
the sample reported they did not play videog-
ames at all. Of those who did report playing
videogames, 54.3% reported playing videog-
ames at someone else’s home, while 45.7% did
not. Twenty-six percent of the sample reported
playing Mortal Kombat™, 11% reported play-
ing Resident Evil™, 19.7% endorsed playing any
number of first-person shooter games, 47.2%
endorsed playing Grand Theft Auto™ (either
Grand Theft Auto III'™, Grand Theft Auto: Vice
City™, or Grand Theft Auto: San Andreas™),
and 45.7% endorsed playing any number of
sports-related video games. Of those individuals
who endorsed playing video games, they played
an average of 1.9 hours per day, with a range of
1 hour to 20 hours. A total of anywhere from
693.5 to 7,300 hours of video game play were
reported per year.

Of the individuals involved in this study,
53.5% reported a violent movie as the lasc movie
they saw in the theater, and 33.1% reported a
violent movie as the last movie they saw at home.
A percentage of 24.4 of the individuals surveyed
reported playing laser tag, and 14.2% reported
playing paintball. Those individuals who en-
dorsed playing paintball reported a range of
playing the game one to four times per month,
with an average of paintball play two times per
month. Individuals also reported 4.2 hours of
music listening per day, with a range of zero to
18 hours per day.

Relationships Between

Aggression Measures

Correlational analyses were conducted to in-
vestigate the nature of the relationship between
aggression as measured by the Aggression
Questionnaire by Buss and Perry, and the
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other measures utilized in this study includ-
ing the Lifetime History of Aggression
Questionnaire (LHA), Legitimacy of
Beliefs about Aggression Questionnaire
(LAQ), and the Levenson Self-Report
Psychopathy Scale (LSRP). The Aggression
Questionnaire was significantly correlated
with totals from the LHA, LAQ, and LSRP
at r = .64, .53, and -.62, p <.01, respec-
tively. Further correlation analyses were
conducted to determine the relationship
between the other measures in the study,
including the LHA, LAQ, and LSRP. The
LHA was significantly correlated with the
LAQ and the LSRP at = .47 and -.57 re-
spectively, p<.01. The LAQ was also signifi-
cantly negatively correlated with the LSRP
at 7= -.53, p<.01. All of these values can be
found in Table 2.

Correlational analyses were also utilized
to examine the nature of the relationships
between the different aggression scales pro-
duced by the Aggression Questionnaire,
including physical aggression, verbal ag-
gression, anger, and hostility, and the dif-
ferent measures used in this study. Physical
aggression showed a significant positive re-
lationship with total aggression (» = .80),
the LAQ ( = .67), and the LHA (r = .67),
and a significant negative relationship with
the LSRP (r = -.54), p<.01. Verbal aggres-
sion showed a significant positive relation-
ship with total aggression (= .57) and the
LHA (r=.33), as well as a significant nega-
tive relationship with the LSRP (r = -.32),
p<.01. Total anger showed a significant
positive relationship with total aggression
(#=.82), the LAQ (r = .30), and the LHA
(r =.50), as well as a significant negative
relationship with the LSRP (r = -.53), all
with p<.01. Hostility showed a significant
positive correlation with total aggression (r
=.67), the LAQ (r = .31), and the LHA (»
=.28), as well as a significant negative cor-
relation with the LRSP (r = -.35), all with
p<.01.

Demographics, Childhood
Experiences, and Aggression

While examining specific demographic
variables, childhood history of neglect was
found to be positively correlated with child-
hood history of trauma (r (df)= .43, p<.01),
childhood history of abuse (= .70, p<.01),
and childhood history of bullying (r = .49,
p<.01). Moreover, the individuals in this
study who reported experiencing trauma
in their childhood showed a significant
positive correlation with a childhood his-
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tory of abuse (r = .38, p<.01), but not with
a childhood history of bullying (r = .16,
p<.01). In addition, those who reported
being abused as children showed a signifi-
cant positive correlation with a childhood
history of bullying (+ = .31, p<.01). These
values can be found in Table 3.

Examination of the race of the subjects in
this study and rotal aggression did not re-
veal any significant findings (r= .14, p<.05).
There was, however, a negative correlation
between school dropouts and a mother
living in the home (r = -.22, p<.05), while
there was no significant correlation be-
tween school dropouts and a father living
in the home (r =-.14, p<.05). Furthermore,
there was a significant negative correlation
berween a father living in the home and
a childhood history of trauma (r = -.30,
p<.01).

A significant positive correlation was
found between toral lifetime history of ag-
gressive behavior and a childhood histo-
ry of neglect (r= .18 p<.05). A significant
negative correlation was found between a
mother living in the home and a childhood
history of neglect, with a correlation of r =
-.19, p<.05. Additionally, a mother living in
the home was also significantly negatively
correlated wich a childhood history of abuse
(r = -.36, p<.01).

Direct Exposure fo Violence
and Aggression
Many subjects reported observing violent
acts in their neighborhoods, including wit-
nessing someone being shot who subse-
quently died, someone being shot who
subsequently did not die, someone being
stabbed, gang violence, someone getting
beat up, and a robbery that involved some-
one getting beat up. Direct exposure to
these violent acts showed a significant pos-
itive relacionship with total aggression, as
measured by the Aggression questionnaire
(r=.30), total positive beliefs about aggres-
sion, as measured by the LAQ (r = .25), and
total history of aggression, as measured by
the LHA (r = .40), with all having p<.01.
It also showed a significant negative corre-
lation with the LSRP in the psychopathic
direction (r = -.19, p<.01). Furthermore, the
total number of violent acts witnessed was
significantly positively correlated with the
Aggression Questionnaire (r = .20, p<.05)
and the LAQ (r = .24, p<.01) and the LHA
(r= .40, p<.01).

Individuals who reported having had vio-
lent acts committed against them, such as

being stabbed, a group of children beating
them up, someone beating them up, some-
one stealing something from them and then
beating them up, as well as someone raping
them, showed a significant positive correla-
tion with total aggression (i =.21, p<.05),
and tortal lifetime history of aggression (r
=.36, p<.01). All of these findings can be
found in Table 4.

Videogames and Aggression

The specific types of videogames these
adolescents reported playing, which in-
cluded Mortal Kombat™, Resident Evil™,
any number of first-person shooter games,
Grand Theft Auto™ (including Grand Theft
Auto [II'™, Grand Theft Auto™: Vice City,
and Grand Thefi Auto™: San Andreas),
as well as any number of sports-related
games, were examined for relationships.
Correlation analyses were run to determine
the nature of the relationship between the
different types of games surveyed. It was
found that individuals who reported play-
ing Mortal Kombat ™showed a significant
positive correlation with Resident Evil™ (r
=.31, p<.01), first-person shooter games (r
=.29, p<.01), and Grand Theft Auto™ (r
=.52, p<.01). They also had a positive cor-
relation with total amount of video game
play in hours (r =.19, p<.05).

Those adolescents who endorsed play-
ing Resident Fyil™ also showed a signifi-
cant positive relationship with first-person
shooter games (r = .52, p<.01) and Grand
Theft Auto™ (r=.32, p<.01), but not with
the amount of video game play (r=.15).
Those adolescents who endorsed playing
first-person shooter games showed a sig-
nificant positive correlation with Grand
Theft Auro™ (r =.25, p<.01) and with the
amount of video game play (r =.20, p<.05).
Individuals who endorsed playing Grand
Theft Auto™ also showed a significant
positive relationship with amount of video
game play (r =.18, p<.05).

Consequently, correlational analyses
were conducted and detailed in Table 5 to
determine the nature of the relationship
between the different types of videogames
sampled and the other measures of aggres-
sion included in this study. Grand Thefi
Auto™ was the sole videogame found to
be correlated with positive beliefs about
aggression (1 = .27, p<.01), lifetime acts of
aggression (r =.24, p<.01), and increased
psychopathy (r = -.27, p<.01).

Next, correlational analyses were con-
ducred berween the different video games
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PIVIIIIIIIIIIIIIFIPIIRANEY.

she vilen Game/ViOLENce CONGROVERSY

The relationship between video games and violence is a controversial,
highly debated issue. Numerous studies have been conducted on the sub-
ject, with varying results. A shocking 90% of U.S. children partake in video
game play, spending an average of 13 hours per week on this pastime. A
recent lowa State University study tried to answer the perplexing ques-
tion:Are more aggressive children attracted to violent games or do the
actual games make the children violent? The study focused on the video
game habits of children and teens and how these habits related to their
behavior 3 to 6 months later.

Researchers studied three groups of adolescents: 181 Japanese students
ages |12 to 15; 1,050 Japanese students ages |3 to [8;and 364 U.S. kids
ages 9 to |2. Researchers studied the types of games the children played
and how often they played them.They asked participants to rate their
own behavior in terms of physical aggression and also took into account
reports from their peers and teachers.

Because aggressiveness is a strong predictor of future bad behavior, re-
searchers took into consideration how aggressive the children were prior
to the start of the survey.The results of the study revealed that children
who were exposed to more video game violence became more aggres-
sive over time than their less-exposed counterparts, evidence that video
games quite possibly cause aggressive behavior.

Dr. L. Rowell Huesmann, director of the Research Center for Group
Dynamics at the University of Michigan's Institute for Social Research in
Ann Arbor, explains that there are two ways in which violent media can
trigger violent action, the first of which is imitation. Children exposed to
violence in the media often absorb the idea that the world is a hostile
place and that aggressive behavior is an acceptable method of action for
dealing with the hostility. The second trigger for violent action is that of
children becoming desensitized to violence."When you're exposed to
violence day in and day out, it loses its emotional impact on you,” says
Huesmann."Once you're emotionally numb to violence, it's much easier
to engage in violence.”

Dr. David Walsh, president of the National Institute on Media and the
Family, argues that the incorporation of violence in the media has left us
with a “culture of disrespect” in which children are taught that it is accept-
able to treat others in an impolite and even combative manner.“lt doesn’t
mean that because a kid plays a video game they're going to immediately
go out and beat somebody up,” Walsh says.“The real impact is in shaping
norms, shaping attitude. As those gradually shift, the differences start to
show up in behavior”

Information retrieved from: heep://www.cnn.com/2008/HEALTH/family/11/03/healthmag,
violent,video.kids/index.heml
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sampled in this study and the different scales of
aggression (physical aggression, verbal aggres-
sion, total aggression, anger, and hostility) that
are measured in the Aggression Questionnaire.
Grand Theft Auto™ was the sole videogame
to show a significant positive correlation with
otal aggression (r=.19, p<.05), as well as the
only one to show a significant positive correla-
tion with physical aggression (r =.26, p<.01).
Furthermore, Grand Thefi Auro™ also showed
a significant positive relationship with verbal ag-
gression (1 =.18, p<.01), as did Mortal Kombar™
(r=.18, p<.01). First-person shooter games also
showed a significant positive correlation with
verbal aggression (r =.24, p<.01). None of the
video games sampled showed any significant
relationship with anger or hostility. Verbal ag-
gression was the only one of the aggression sub-
scales to show a significant positive relationship
with amount of video game play (r=.21, p<.05).
These findings can be seen in Table 6. Moreover,
those individuals who endorsed frequent video
game play had a negative correlation with en-
dorsement of non-violent movies as their favor-

ite (r=-.26, p<.01).

Extracurricular Activities,

Videogames, and Aggression

After-school activities, as well as religious-related
activities, were examined in regards to their re-
lationship with violent video game play. These
findings can be found in Table 7. Individuals
who endorsed participating in after-school activ-
ities in their neighborhood showed a significant
positive relationship with the playing of first-per-
son shooter games (r=.21, p<.01). Individuals
who endorsed attending church showed a sig-
nificant negative correlation with Resident Evil/™
(r=-.19, p<.05) and first-person shooter games
(r=-.25, p<.01).

These after-school activities and religious-re-
lated activities were also examined in regard to
the nature of their relationship with total aggres-
sion, as well as the various scales of aggression
on the Aggression Questionnaire. It was found
that individuals who reported participating in
any extracurricular activities after school showed
a significant negative correlation with verbal ag-
gression (r = -.18, p<.05). Furthermore, those
individuals who endorsed participating in any
group activities in their neighborhood showed
a significant negative relationship with the LHA
(r=-.18, p<.05). Those who endorsed attend-
ing church showed a significant negative rela-
tionship with total aggression (r= -.29, p<.03)
and a significant positive relationship with the
LRSP (r= .27, p<.01). Finally, those individu-
als who endorsed participating in any activities
at their church showed a significant negative re-
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lationship with total aggression (r = -.23,
p<.01), the LAQ (r=-.29, p<.01), and the
LHA (r=-.19, p<.05), as well as a signifi-
cant positive relationship with the LSRP (r
= .24, p<.01). Also, those individuals who
endorsed playing laser tag showed a signifi-
cant positive correlation with paintball play
(r=.43, p<.01). These findings are summa-
rized in Table 8.

Influence of Demographic

Variables on Aggression

Finally, several simple multiple regression
analyses were performed in order to exam-
ine whether the amount of exposure to vi-
olent media or certain other demographic
variables, such as involvement in extracur-
ricular activities or active involvement in
church, would predict aggression. Scores on
the Aggression Questionnaire were regressed
onto the scores of several variables of the
Exposure to Violent Media Questionnaire
and the Children’s Perception of Exposure
questionnaire. These findings are docu-
mented in Table 9. Active involvement in
church, including any type of involvement
beyond simply attending church, account-
ed for 5% of the variance in AQ scores,
while total number of violent acts wit-
nessed in one’s neighborhood added anoth-
er 3%. The total variance on the Aggression
Questionnaire that was accounted for by ac-
rive involvement in church and number of
violent acts witnessed was 8%. Importantly,
each variable made statistically significant
contributions to the prediction, betas =
-21 and .18, s = -2.46 and 2.09, p<.05,

respectively.

Discussion

The present study sought to assess the na-
ture of the relationship between exposure
to violent media and aggression by analyz-
ing six self-report questionnaires designed
to assess exposure to violent media, aggres-
sive behavior, aggressive beliefs, psychopa-
thy, and direct exposure to violence. These
constructs of aggression, lifetime history
of aggression, psychopathy, and legitimacy
of beliefs about aggression are thought o
be interrelated and were hypothesized to
show such a relationship. In other words,
if a person is aggressive, he or she is also
likely to have a history of aggressive be-
havior, hold pesitive beliefs about aggres-
sion, and have a higher level of pyschopa-
thy than the normal population. Future

research musr assess the etiology of such
likelihoods.

(800) 592-1399

Exposure to violent media does appear
to have a significant relationship with ag-
gression, lending credence to the belief that
“viewers actually do pay attention to cues
embedded within programming” and as a
result adolescents are “learning from me-
dia programs.” Thus, programming policy
could be altered in an effort to promote
the concept that “television is influential
in promoting prosocial behavior” (Hogben,
1998, p. 242). If viewers do learn from
what they are exposed to on television or
through other forms of media, it would be
imperative to create more positive media
for children and adolescents in order to
teach them more constructive behaviors and
artitudes. Moreover, both Moral Kombai™
and other first-person shooter games did
also show a significant relationship with
verbal aggression, with first-person shoot-
er games showing the highest correlation
with this form of aggression. Additionally,
those individuals who engage in one type
of violent extracurricular activity, such as
paintball or laser tag, are likely to engage
in more than one of these activities.

The findings of this study also showed
a significant positive relationship between
those individuals who reported being ne-
glected in their childhood and also report-
ed having been traumatized, abused, and
bullied. If an adolescent reported being ne-
glected as a child, he or she tended to en-
dorse more aggressive behaviors. Therefore,
it seems there is a relationship between ne-
glect and aggression. Again, future research
must assess the ctiology of the relationship.

Furthermore, there was a relationship
between a mother being in the home and a
child not dropping out of school, as well as
a lower incidence of neglect and abuse. Also,
if a father was present in the home, there was
a lower reported history of trauma. These
findings were interesting and lend credence
to the argument of the importance of a two-
parent houschold, and how essential it is to
have both a mother and facher in a child’s
life. These findings are also consistent wich
previous research that suggests that when
children are left unsupervised for periods of
time, they are at a greater risk of delinquency
(Scholte, 1999).

Additionally, adolescents who reported
participating in group activities in their
neighborhood also showed a significant
negative relationship with total aggressive
acts in their lifetime. This would lead one
to predict that if a child is involved in ex-
tracurricular activities, he or she is less likely

to engage in aggression, quite possibly be-
cause he or she does not have the time to
do so, as time is filled with more socially
conforming activities.

One finding identified pertained to the
nature of the relationship between church
attendance, church involvement, and aggres-
sion. It was found that individuals who en-
dorsed attending church showed a negative
relationship with total aggression, includ-
ing physical aggression, verbal aggression,
and anger, as well as reportedly had engaged
in less aggressive behaviors throughout their
lifetime and were less psychopathic. Also,
those whose involvement in the church was
very active endorsed participating in other
activities beyond worship services. They also
showed a negative relationship with total ag-
gression, including physical and verbal ag-
gression. They also held fewer positive beliefs
about aggression and had reportedly engaged
in fewer aggressive behaviors throughout
their lifetime. They were also less psychopath-
ic. This could be due in part to the focus on
character-building often taught in religious
organizations, who teach children rules for
living and devalue violence and aggression as
a way to achieve goals. Future research must
address the causal nature of this finding, This
was a variable assessed by a measure used in
this study and was not a specific hypothesis
that was developed in the beginning of this
study; it was identified after the fact only as
a truly interesting effect.

We were able to determine that there
were significant relationships between the
two constructs of exposure to violent media
and aggression, but we could not attribute
any causation to either of them due to the
correlational nature of the study.

The significant findings of this study
have major implications for the video game
industry and media corporations in general.
Rockstar Games™ Grand Thefi Auto™ is a
widely popular game, but is also highly cor-
related with aggression, specifically physi-

al aggression. Individuals who have filed
lawsuits against Rockstar Games arguing
that the game has trained their children to
engage in violent acts may have some basis
for cheir argument. Further, violent chil-
dren appear to be drawn to violent media
as illustrated in the present research inves-
tigation. Much care must be taken in order
to account for this phenomenon. It is also
difficult to tease out the impact of expo-
sure to actual community violence in chis
sample. Future research may seek to con-
trol the variable of community violence in
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order to increase the robust nature of the
findings. However, until a true experiment
is conducted examining this relationship,
the causal nature of the argument cannot
be confirmed. In addition, this study indi-
cated religious affiliation and involvement
is significantly negatively correlated with
aggression and, as a result, has implications
for religious organizations around the world
and for further study.
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