
IMPACT OF TELEVISION VIOLENCE IN RELATION

Finally, the size of the â€œmedia violence effectâ€• is compared with some other well This definition has evolved as
theories about the effects of media violence.

Iowa Sen. Still, research has shown that a significant proportion of aggressive children are likely to grow up to
be aggressive adults, and that seriously violent adolescents and adults often were highly aggressive and even
violent as children [ 2 ]. Rather, only about two hundred studies confirmed by meta-analyses such as Paik and
Comstock, have been conducted in peer-reviewed scientific journals on television, film, music and video game
violence effects. Summary This review marshals evidence that compelling points to the conclusion that media
violence increases the risk significantly that a viewer or game player will behave more violently in the short
run and in the long run. Although measurement of psychological variables is always tricky at best, it is
generally accepted that measurement techniques should be standardized, reliable and valid, as demonstrated
empirically. However, the same can not be said for correlational studies, and failure to control for such
variables in correlational studies limits the interpretation of such studies. Cross-sectional and longitudinal
studies Empirical cross-sectional and longitudinal studies of youth behaving and watching or playing violent
media in their natural environments do not test causation as well as experiments do, but they provide strong
evidence that the causal processes demonstrated in experiments generalize to violence observed in the real
world and have significant effects on real world violent behavior. Long term effects due appear to be stronger
for younger children [ 3 , 14 ], but short term affects appear, if anything, stronger for older children [ 3 ]
perhaps because one needs to have already learned aggressive scripts to have them primed by violent displays.
For example, in the US Surgeon General testified to congress that "the overwhelming consensus and the
unanimous Scientific Advisory Committee's report indicates that televised violence, indeed, does have an
adverse effect on certain members of our society. Social comparison processes also lead children to seek out
others who behave similarly aggressively in the media or in real life leading to a downward spiral process that
increases risk for violent behavior. The external stimulus can be inherently linked to a cognition, e. To a large
degree, this is because European and Australian scholars, in particular, recognise that the relationship between
media and culture is a great deal more complex than is often conceded by psychological and communications
research in North America. Failure to adequately define "aggression. Hard copies of Facts sheets may be
reproduced for personal or educational use without written permission, but cannot be included in material
presented for sale or profit. One of the notable changes in our social environment in the 20th and 21st
centuries has been the saturation of our culture and daily lives by the mass media. Video game use peaks
during middle childhood with an average of 65 minutes per day for 8â€”10 year-olds, and declines to 33
minutes per day for 15â€”18 year-olds [ 16 ]. Some previous research linked boxing matches to homicides
[19] although other researchers consider such linkages to be reminiscent of ecological fallacies e. Freedman, 
Research has shown that the effects of media violence on children are moderated by situational characteristics
of the presentation including how well it attracts and sustains attention, personal characteristics of the viewer
including their aggressive predispositions, and characteristics of the physical and human context in which the
children are exposed to violence. The catalyst model is a new theory and has not been tested extensively.
Effects can vary according to their size for example the effects of eating bananas on your mood could very
well be "statistically significant" but would be tiny, almost imperceptible, whereas the effect of a death in the
immediate family would also be "statistically significant" but obviously much larger. The interpretation of
effect size in both medical and social science remains in its infancy. In the research world, the meaning of "
statistical significance " can be ambiguous. Dodge , a professor of psychology and neuroscience at Duke
University, told us by email. Media violence studies usually produce very small, transient effects that do not
translate into large effects in the real world. Overall, for both males and females the effect of
middle-childhood violence viewing on young adult aggression was significant even when controlling for their
initial aggression. Children in such experiments who see the violent film clip or play the violent game
typically behave more aggressively immediately afterwards than those viewing or playing nonviolence 20, 21, 
The Key Empirical Studies Given this theoretical back ground, let us now examine the empirical research that
indicates that childhood exposure to media violence has both short term and long term effects in stimulating
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aggression and violence in the viewer. These effects, including effects of selection and involvement, need to
be explored. Theoretical Explanations for Media Violence Effects In order to understand the empirical
research implicating violence in electronic media as a threat to society, an understanding of why and how
violent media cause aggression is vital. However, some scholars argue that the measurement tools involved are
often unstandardized, sloppily employed and fail to report reliability coefficients. The amount of time children
watch TV, regardless of content, should be moderated because it decreases time spent on more beneficial
activities such as reading, playing with friends, and developing hobbies. Children who identified with the
portrayed aggressor and those who perceived the violence as realistic were especially likely to show these
observational learning effects. The Paik and Comstock meta-analysis focused on violent TV and films while
the Anderson and Bushman meta-analysis focused on violent video games. In terms of plot characteristics,
portraying violence as justified and showing rewards or at least not showing punishments for violence increase
the effects that media violence has in stimulating aggression, particularly in the long run [ 27 , 36 , 37 ]. The
validity of the concept of aggression itself, however, is rarely questioned. As for viewer characteristics that
depend on perceptions of the plot, those viewers who perceive the violence as telling about life more like it
really is and who identify more with the perpetrator of the violence are also stimulated more toward violent
behavior in the long run [ 27 , 30 , 33 , 38 ]. Within theoretical models explaining the influence of violent
video game exposure on aggressive attitudes and behaviour, no acknowledgement is made towards
understanding the influence of social gaming experiences and contexts on these outcomes. Many experimental
measures of aggression are rather questionable i. For example, immediately following an exciting media
presentation, such excitation transfer could cause more aggressive responses to provocation. Meta-analyses
that average the effects observed in many studies provide the best overall estimates of the effects of media
violence. According to the catalyst model, violence arises from a combination of genetic and early social
influences family and peers in particular.


