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Violence and Video Games

Today on Amazon.com, one of the most popular video games being
sold is titled "Call of Duty 4: Modern Warfare." In this game, players
can take on the role of either a U.S. or British soldier who is sentto
military "hot spots” to defeat the world's most dangerous enemies.
Like other games in its genre, the images are near lifelike and the
violence is graphic.

Why Wilderness
Works

If your teen Is obsassively playing
games getting them in a wildemess
envirenment helps them clear their
heads and get a new perspective on
what's important. Leam_more about

the value of the wildemess >>

As the level of violence in video games has increased, so has
concern for the effects on those who play - especially those who play
a lot. Many are quick to point out that most school shootings in recent
years have been carried out by avid gamers, and their games of
choice were always dark and violent.

Butit begs the question: Which comes first? Can aggressive and
violent behavior be aftributed to violence in video games? Or do
thase who play already have violent tendencies which draw them to
violent games? It's a type of "chicken or the egg" debate that has
strong advocates on both sides.

Though video games made their appearance in the 1970s, it wasn't
until systems like the Sony PlayStation were released in the 1980s
that violence became an issue, Along with these more sephisticated
systems came the abllity to make graphics more lifelike. The more
lifelike they've become, the more interest there has been in the
correlation between violent games and violent behavior.

One of the primary concemns with viclence in video games is that
gaming is not passive. In order to play and win, the player has to be
the aggressor. Rather than watching violence, as he might do on
television, he's committing the violent acts. Most researchers
acknowledge that this kind of active participation affects a person's
thought patterns, at least in the short term.

Another faclor that concerns both researchers and parents is that
violence in video games is often rewarded rather than punished. In
army and sniper games, players "level up" based in part on how
many people they kill. If played frequently enough, games like this
can skew a young person's perceplion of violence and its
consequences.

in 2002, researchers Anderson and Bushman developed the General
Aggression Model (GAM}. Often considered one of the greatest
contributions fo the study of viclence and video games, the GAM
helps explain the complex relationship between violent video games
and aggressive gamers. The GAM takes some {though not zll) of the
heat off video games by acknowledging that a gamer's personality
plays into how he is affected by violence. Anderson and Bushman
refer to three internal facets - thoughts, feelings, and physiological
responses - that determine how a person interprets aggressive
behavior. Some people's responses are naturally more hostile,
rmaking them predisposed fo respond more aggressively to violent
video games,

Short-lerm effects were easily identified in the GAM; the most
prominent being that violent games change the way gamaers interpret
and respond to aggressive acts. Even those who aren't predisposed
to aggression respond with increased hostility after playing a violent
video game. The game becomes what's called a "situational variable"
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which changes the perception of and reaction to aggressive
behavior.

Long-ierm effects of violant video games are still uncertain and are
fiercely debated. No long-term studies have been conducted to date,
so there are only hypotheses. Anderson and Bushman theorized that
excessive exposure to violent video games causes the formation of
aggressive beliefs and attitudes, while also desensitizing gamers to
violent behaviors.

Though long-term effects haven't been clinically documented, one
need only look at the way video game violence has progressively
increased over the past two decadss to get a sense of polential long-
term effects. Parents would be wise to menitor the amount of time
their kids spend gaming and watch closely for any negafive effects.

Share I
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AMERICAN PSYCHOLOGICAL ASSOCIATION

August 13, 2015

APA Review Confirms Link Between Playing Violent Video Games and
Aggression

Finds insufficient research to link violent video game play to criminal violence

WASHINGTON — Violent video game play is linked iv increased aggression in players but insufiicient evidence exists abiouit
whether the link extends to criminal violence or delinquency, according o a new American Psychological Association task force
report,

“The research demonstrates a consistent relation between violent video game use and increases in aggressive behavior,
aggressive cognitions and aggressive affect, and decreases in prosocial behavior, empathy and sensitivity to aggression,” says
the report of the APA Task Force on Violent Media. The task force's review is the firstin this field to examine the breadth of studies
inciuded and to undertake multiple approaches to reviewing the literature.

“Scientists have investigated the use of violent video games for more than two decades but o date, there is very limited research
addressing whether violent video games cause people to commit acts of ctiminal viclence,” said Mark Appelbaum, PhD, task
force chair. “However, the link between violence in video games and increased aggression in players is one of the most studied
and best established in the field.”

“No single risk factor consistently leads a person to act aggressively or viclently,” the report states. “Rather, it is the accumulation
of risk factors that tends to lead to aggressive or violent behavior. The research reviewed here demonstrates that viclent video
game use is one such risk facfor.”

In light of the task force’s conclusions, APA has called on the industry to design video games that include increased parental
control over the amount of viclence the games contain. APA's Council of Representatives adopted a resclution at its meeting Aug.
7 in Toronto encouraging the Entertainment Software Rating Board to refine its video game rating system “to reflect the levels and
characteristics of violence in games, in addition to the current glebal ratings.” In addition, the resolution urges developers to
design games that are appropriate 1o users’ age and psychological development, and voices APA's support for more research to
address gaps in the knowledge about the effects of violent video game use.

The resolution replaces a 2005 resolution on the same topic.

The task force identified a number of limitations in the research that require further study. These include a general failure to look
for any differences in outcomes between boys and girls who play violent video games; a dearth of studies that have examined the
effects of vialent video game play on children younger than 10; and a lack of research that has examined the games’ effects over
the course of children’s development.

“We know that there are numerous risk factors for aggressive behavior,” Appelbaum said. “What researchers need to do now is
conduct studies that look at the effects of video game play in people at risk for aggression or violence due to a combination of risk
factors. For example, how do depression or delinquency interact with violent video game use?”

The task force conducted a comprehensive review of the research literature published between 2005 and 2013 focused on
violent video game use. This included four meta-analyses that reviewed more than 150 research reports published before 2009.
Task force members then conducted both a systematic evidence review and a quantitative review of the literature published
between 2009 and 2013. (A systematic evidence review synthesizes alf empirical evidence that meets pre-specified criteria to
answer specific research questions — a standard approach o summarizing large bodies of research to explore a field of
research.) This resulted in 170 arlicles, 31 of which met all of the most stringent screening criteria.

“While there is some variation among the individual studies, a strong and consistent general pattern has emerged from many
years of research that provides confidence in our general conclusions,” Appelbaum said. “As with most areas of science, the
picture presented by this research is mare complex than is usually inciuded in news coverage and other information prepared for
the general public.”

In addition to Appelbaum, members of the APA Task Force on Violent Media were: Sandra Calvert, PhD; Kenneth Dodge, PhD;
Sandra Graham, PhD; Gordon N, Hall, PhD; Sherry Hamby, PhD; and Larry Hedges, PhDD.

hitp:/frww.apa.org/orint-this.aspx 12
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See the report (/pifamilies/review-video-games.pdf} (PDF, 265KB) and policy {/news/press/releases/2015/08Molent-video-games.pdf) (PDF,
308KB) here,

The American Psychological Association, in Washington, D.C., is the largest scienlific and professional organization representing
psychology in the Unifed States. APA's membership includes more than 122,500 researchers, educafors, clinicians, consultants
and students. Through its divisions in 54 subfields of psychology and affiliations with 60 state, terriforial and Canadian provincial
associations, APA works to advance the creation, communication and application of psychological knowledge fo benefit societly
and improve people’s lives.

Find this article at:
hitp:/Avww.apa.org/news/pressireleases/2015/08N iolent-video-games.aspx
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Abstract

Background

In recent years the video game industry has surpassed both the music and video industries in sales. Currently viclent video games
are among the most popular video games played by consumers, most specifically First-Person Shooters (FPS). Technological
advancements in game play experience including the ability to play online has accounted for this increase in popularity. Previous
research, utilising the General Aggression Model (GAM), has identified that viclent video games increase levels of aggression. Little
is known, however, as to the effect of playing a violent video game online.

Meathods/Principal Findings

Participants (N=101) were randomly assigned to one of four experimental conditions; neutral video game—offline, neutral video
game—online, violent video game—offline and violent video game—online, Following this they completed questionnaires to assess
their attitudes towards the game and engaged in a chilli sauce paradigm to measure behavioural aggression. The results identified
that participants who played a violent video game exhibited more aggression than those who played a neutral video game.
Furthermore, this main effect was not particularly pronocunced when the game was played online.

Conclusicns/Significancs

These findings suggest that both playing violant videc games online and offline compared to playing neutral video games increases
aggression.
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Introduction

The video game industry is now the largest entertainment industry in the UK. 2011 industry figures have identified that game sales,
including platform and digital, have exceeded both music and video sales [1]. Viclent video games have previously been identified
to be the most popular videc games played by consumers [2]. Research into the effect of violent video games on levels of
aggression has led to concemns that they may pose a public health risk [3]. Indeed, cross-sectional studies have found positive
correlations betwsen violent video game play and reallife aggression [4H6]. Longitudinal studies showed that habitual violent
video game play predicts later aggression even after contrelling for initial levels of aggressiveness [7]-{9]. Finally, experimental
studies have revealed that playing violent video games is a causal risk factor for increased aggression [101-[12]. It should be noted,
however, that there is other research showing no evidence that engagement with viclent video games leads to increases in
aggression or reductions in prosccial behaviour [13]{16], warranting the need for further research in this area. On balance
however, evidence from meta-analyses confirm that exposure to violent video games increases aggressive cognitions, aggressive
affect and aggressive behaviour, and decreases empathy and prosccial behaviour [17], [18].

http:/fjournals.plos.org/plosone/article?id=10.1371%2Fjournal.pone.0 111790 177
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Much of the research that has provided evidence to indicate the negative effects of violent video games has utilised the General
Aggression Model| {(GAM) [19]. A widely accepted model for understanding media effects, the GAM posits that cognition, affect and
arousal mediate an individual's perception of a situation. Thus, in the short term a violent video game may temporarily increase
aggression through the activation of one or more of these domains. In the long term aggressive scripts can develop and become
more readily available [4]. Therefore the GAM can explain how properties of a video game can affect players' thoughts, feelings,
physiological arousal and subsequent behaviour. Technoiogical developments have aiforded such games, and subsequent gaming
experience, to expand beyond the realms of the console, and computer programmed opponents (offline gaming), and now allow
players to engage in video game piay with multiple piayers from all over the world via the intemet {online gaming). Schubeit,
Regenbrecht and Friedmann [20] found that players who interact with other human players experience a heightened sense of being
part of the action. Significant differences in physiclogical arousal and evaluations of game experience, including presence and
likability, have also been found when video game opponents are controlled by other humans [21]. In regards to the negative effects,
increases in aggressive thoughts and hostile expectations have been found when playing human opponents in a violent video
game [22]. [23]. Further to this, Wei [24] found, from a survey of 312 Chinese adolescents, that those who played violent video
games online against human opponents expressed a greater folerance of violence, a lower empathetic attitude and mors
aggressive behaviour than those who played against computer opponents. Based on previous studies, engagement with/against
human opponents may strengthen garning experiences and therefore, in accordance with the GAM, heighten their effects on
players' thoughts, feslings and benhaviour.

As noted above, violent content within violent video games has also been identified to increase levels of aggression. Within specific
violent video games, progression through gaming levels achieved by engaging in violence poses an additional risk of increasing
levels of aggression. Camagey and Anderson [25] found that rewarding violence increased in-game violence and that rewards for
killing other racing drivers and pedestrians, in the race-car video game Carmageddon 2, increased levels of hostile emotion,
aggressive thinking and aggressive behaviour. Sherry [26] identified that video games that portray human viclence were assoclated
with increases in levels of aggression, potentially due to higher rates of action, and subsequent heightened nonspecific arousal.
More specifically, increases in experience of perceived difficulty, enjoyment and action have yielded significant game effects on
aggressive thoughts [27]. These findings lend support to the processes involved in the GAM.

One of the most popular viclent gaming formats to date is the First Person Shooter (FPS), in which the gamer experiences the
action through the eyes of the main protagonist, cenired on a projectile weapen. Reports indicate that a specific franchise, utilising
the FPS format, Call of Dufy, a military war game, has broken all previous sales records. Calf of Duty: Modern Warfare 2, made
$550 m (£350 m) in the first five days of sale. This was surpassed by Call of Duly: Black Ops and Call of Duty: Modern Watfare 3,
which made $650 m (£412 m) and $775 m (£490 m) in sales respectively [28]. FPSs have been found to significantly increase
hostility and aggression from base line levels [29]. Based on anecdotal evidence much of the success of this franchise has been
attributed to features of online game play.

Despite the popularity of the genre, fo date, there is a lack of research that has attempted fo investigate the effect of playing violent
video games, specifically FPSs, online on levels of aggression.

Overview of the present h

In the present research, we examined whether playing a FPS online would exacerbate the negative effects of violent video game
play on aggression. Further to this we examined the effect of particular game experiences including perceived difficulty, enjoyment
and action, previausly identified to be associated with increases in aggressive thoughts [27], on levels of behavioural aggression. To
this end, participants played either a violent video game online or offline, or a neutral video game online or offine. Afterwards,
aggressive behaviour was assessed. |t was expected that playing a violent videc game would increase aggression. It was also
expected that participants who had played the violent video game online would show the highest levels of aggression (relative to
the remaining three experimental conditions) due to the previously identified experiences specific to online game play. Finally, we
examined whether these proposed effects would hold when controlling for perceived difficulty, enjoyment and action.

Ethical approval was given by the University of Sussex's School of Life Sciences Research Governance Committee {Ethical
Approval Reference: RBJH0510). All relevant data are within the paper and its Supporting Information files.

Method

Within this paper the authors report how we determined our sample size, all data exclusions (if any), all manipulations, and all
measures in the study. One hundred and one students (64 men and 37 women; ages range from 18 to 44: M=21.38, SD=4.00)
from a UK University participated in the study in exchange for course credits or payment. After being welcomed by the examiner all
participants were asked to complete a consent form. Participants were randomly assigned to ohe of four experimental conditions;
26 participants in a neutral video game offiine, 26 participants in a neutral video game online, 23 participants in a viclent video
game oflline and 26 participants in a violent video game online. Participants were advised that they would be undertaking two
unrelated marketing surveys that had been combined for the economy of fime. The first would ask for their visws about a popular
video game and the second would invelve a marketing survey for a new recipe of hot chilli sauce.

The first task involved playing a video game for thirty minutes [29] either offline or online. in the offline condition participants were
allowed to play against computer characters, subject fo the video game's narrative. In the online condition participants played
against human opponents via the internet, utilising randomly computer selected pre-existing levels, thus reducing the time spent
navigating menus. In the online conditions, when appropriate, participants were requested to wait patiently whilst the server
selected and loaded following levels. There was no opportunity for players to communicate with other human players via the
internet in the online conditicn. The audio was turned off in all conditions to prevent participants being exposed to other players'
attitudes or opinions in the online condition and to promote consistency. The gaming approach and engagement of online
oppanents was not recorded. All participants were initially infroduced to a Playstation 3 computer console. The type of video game
(violent and neutral) was identified using their Pan European Game Information (PEGI) ratings. Participants in the neutral video
game condition were intreduced to LittleBigPlanet 2, certificate 7, a game that would normally be rated suitable fer all age groups
but contains scenes that may be considered frightening for young children [30]. LittleBigPlanet 2 allows players to create, explore,

hitp:/journals.plos.org/plosonefarticle?id=10.1371%2Fjournal.pone.0111790
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solve puzzles, and interact with fantasy environments which they can enjoy or share online with other gamers. All participants in the
neutral condition played the initial training level and were then allocated to either the offline condition, subject to the game's
narrative, or online condition, able to engage freely with the game's online content, for the remainder of the experiment. Participants
in the violent video game cendition were introduced to Calf of Duty: Modern Warfare, certificate 18. Calf of Dufy: Modern Warfare is
a FPS that sets gamers as soldiers tasked te kill the enemy in various environments. Games with a certificate 18 depict extreme
violence including multiple, motiveiess killing and violence towards defenceless people that may make the viewer experience a
sense of revulsion [30]. All participants were asked to play the initlal level, that introduces players to the gaming controls, and then
were set up to play offline levels, foilowing the narrative of the game, or oniine levels, during which the player played against other
human operated opponents in free-for-all mode (Deathmatch). Having played for the allotted time participants were then asked to
complete a number of questions about the game they had just played. This survey investigated their attitudes towards the games,
including how violent they perceived the content and the graphics to be. Among some filler items, participants indicated how difficult
they perceived the game to be (using two items, a=,72}, fo what extent they enjoyed the game (using two items, a=.79), and how
fast the action of the game was (using one item). All items were assessed on a Likert scale from 1to 7.

Following this, some affective measures were employed. There were no significant effects on these measures so this is not
considered further. Finally, participants completed a marketing survey investigating a new hot chilli sauce recipe. Participants were
informed that they were not required to taste the hot chilli sauce but to prepare an amount of chilli sauce for a taste tester. During
the instructions they were made aware that the taste tester ‘couldn’t stand hot chilli sauce’ but was taking part due fo good
payment. They were presented with a hot chilli sauce, depicting three out of three chillies for hotness, a spoon and a plastic
receptacle. The amount of chilli sauce was weighed in grams after the participant had left the experiment. The chilli sauce paradigm
has been successfully used in previous studies to measure behavioural aggression in the laboratory environment [31]. All
participants completed all parts of the experiment with none admitting to knowing the true purpose of the study, therefore all data
was included within the study. At the conclusion of the experiment all participants were offered a comprehensive debrief form which
included information as to the true purpose of the experiment.

Results

The manipulation check identified that participants in the violent video game condition reported that the violent video game Calf of
Duty: Modern Warfare 2 (M=4.08, SD=1.29) depicted a more violent content and more violent graphics compared to the neutral
video game LittieBigPlanet 2 (M=1.41, $D=0.89), F(1, 97)=146.97, p<.001, np2= 60.

A 2 (type of video game: violent vs. neutral) x 2 (setting: online vs. offine} analysis of variance (ANOVA) on the amount of chili
sauce (aggression measure) revealed a significant main effect of type of video game, F(1, 97)=8.63, p=.004, np"=.08. Participants
who had played the viclent video game were more aggressive (M=16.12, 5D=15.30) than participants who had played the neutral
video game (M=9.08, SD=7.65). The main effect of setting, F{1, 7)=0.35, p=.558, np2= .00, and the interaction were not
significant, F(1, 97)=1.44, p=.234, n,?=.02.

To test our specific prediction that aggressive behaviour, grams of chilli sauce dispensed by participants, would be particularly
pronounced after playing a violent video game online, planned contrasts were performed, which are particularly adequate to answer
such specific research questions [32], [33]. In fact, participants who had played the violent video game anline were more
aggressive {M=16.81, SD=16.57; contrast weight: 3} compared to participants who had played the violent video game offline (M=
15.38, SD=14.04; contrast weight: —1), participants who had played the neutral video game online (M=6.92, 8D=7.62; contrast
weight: —1), and participants who had played the neutral video game offline (M=11.19, SD=7.20; contrast weight: —1), §(97)=2.07,
p=.041 {Figure 1). Note, however, that the orthogonal contrast comparing the viclent video game offline condition (contrast weight:
2) with the neutral video game online {contrast weight: —1) and the neutral video game offiine (contrast weight: ~1) condition was
also significant, {(97)=2.09, p=.039. Finally, the orthogonal contrast comparing the neutral video game online (contrast weight: 1)
with the neutral video game offline (contrast weight: —1) condition was not significant, {97)=1.28, p=.202. This pattem of data
suggests that both playing viclent video games online and offline compared to playing neutral video games Increases aggression.
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Figure 1. Mean grams of chilll sauce by experimental conditlon.

http://dx.doi.org/10.1371/joumnal.pone.0111790.9001

The violent video game {M=4.11, SD=1,48) was perceived as being more difficult than the neutral game (M=2.71, SD=1.18}, F(1,
97y=27.11, p<.001, np2=.22. Participants also enjoyed the violent video game more (M=4.81, SD=1.48) than the neutral game (M
=3.76, SD=1.38), F(1, 87)=13.34, p<.001, np2= .12. The violent video game (M=5.00, SD=1.47) was also perceived as having
faster action than the neutral video game (M=2.94, SD=1.56), F(1, 97)=46.06, p<.001, np2=.32. Note, however, that in a multiple

http:/journals.plos.org/plosone/article?id=10.1371%2Fjournal pone.0111780
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regression the effect of type of video game {violent vs. neutral) was still significant when controlling for these video game ratings, B
= 27, {98)=2.15, p=.034. Moreaver, none of the video game ratings received a significant regression weight, all Bs<.15, all
ts<1.29, all ps>.202.

Discussion

The present study examined the effect of playing a violent video game online and the impact of game experience including
perceptions of difficulty, enjoyment and acticn onh levels of behavioural aggression. Supporting previous research, this study found
that playing a violent video game in comparison to a neutral video game significantly increased levels of aggression [3]6].
However, this main effect was not particularly pronounced when the game was played online. That is, both playing the violent video
game online and offline relative to playing a neutral video game increased levels of aggression.

it is important to note that the violent and the neuiral video game differed in terms of perceived difficulty, enjoyment and action, with
the violent game perceived as being more difficult, more enjoyable, and being faster. However, when contrelling for these video
game properties, there was still a significant influence of type of video game on aggressicn. To put it differently, the effect that
nlaying tha violent relative to the neutral video game increases aggression is nof due to differences in perceived difficulty,
enjoyment and action. It should be noted, however, that controlling for potential confounders within video game research should be
viewed with caution [34].

It should be acknowledged that the violent and the neutral video game chosen for this study may differ in properties other than
difficulty, pace of action, and enjoyment. For example, the first-person shooter game, even when played offline (alone), contains a
great deal of competitive content (competing in shooting battles for survival against other computer-generated characters), whereas
the neutral video game contains little fo no competitive content. Importantly, previous research has demonstrated an effect of
competitive video game content {i.e., competing against other computer-generated characters in a game) on aggressive behavior in
the short-term [35] and long-term [36]. Unfortunately, we did not control for competitive content so it may well be that our finding
that violent video games increase aggression can be (in part) accounted for by differences in how competitive the game is
perceived to be, This is certainly an important endeavor for future investigations.

With the growing popularity and prevalence of online video gaming, more specifically the engagement with viclent video games
online, and evidence to suggest that playing against human oppeonents can heighten the gaming experience, we thought it an
impottant endeavor to investigate whether violent video games played online would exacerbate any negative effects on aggression.
As expected, online violent video game play relative to the three remaining experimental increased aggression. However, inasmuch
as offline violent video game play relative to the neutral video game conditions alse significantly increased aggression, we have fo
conclude that the violent video game affected aggression but that this effect was not further strengthened by playing the game
online. Because this is the first study to have examined the effects of online viclent video game play on aggression, we hasten to
add that more research is needed before the conclusion is warranted that playing online vs. offline has no consequences on the
player's social behavior. For instance, future research may address the effects of online viclent video game play on behavioural
aggression In the long term. Differences in perceived competition when playing video games enline and offline should also be
explored. Further to this, future research should investigate the properties of violent video games experienced online that impact on
players' aggressive cognitions, affect, physiclogical arousal and behaviour.

Consideration could also be given to potential positive effects of playing prosocial videc games online. Previous research has
shown that playing a prosocial video game (where the main objective of the game is to benefit video game characters) increases
prosocial behaviour [37]-{39] and empathy [40] and decreases the accessibility of aggressive thoughts [41] and reduces aggressive
behaviour [42]. Likewise, playing cooperative team-player (relative to a single-player) video games increases cooperative behaviour
and empathy and decreases aggressive cognitions and angry feelings [431H49]. It may well be that prosecial and antisocial
outcomes are even more affected by prosocial and cooperative video games when played online.

It is important to acknowledge a limitation in regards to the video games selected in this study. The perspective of the FPS is
specific, and the authors are unaware of a neutral video game that utilises the first person perspective. It may be possible, in the
future, te identify a non-violent first person perspective video game and thus better match the characteristics of the violent and
neutral video games. As a result, LiftleBigPlanet 2 was selected for its low PEGI rating and ease of operating the controls
{unrelated to game difficulty). It should also be conceded that the two online conditions differed in that participants competed
against human opponents in the first-person shooter game, whereas the neutral video game allowed players to play competitively
and cooperatively, This possible confound might have led to increased aggression in the online/violent {relative to the offline/viclent)
video game condition and decreased aggression in the online/neutral {relative to the offline/neutral) video game condition (that is,
an interaction between type of video game and setting). Howaver, we did not find this interaction, but simply a main effect of type of
video game, In fact, it is compelling that despite these differences In online/offline shooter games that they did not differ in their
effect on aggression.

Further to this some concerns have been raised as to the suitability of the chilli sauce paradigm as an accurate measurement of
behavioural aggression within the laboratory envirenment [50]. In addition the current sample size was relatively small and
therefore limits the generalisability of the results. Future research should increase the experimental pepulation and may examine
the effects of viclent video games cnline on other measures of aggression.

In conclusion this study has identified that increases in aggression are not more pronounced when playing a viclent video game
online in comparison to playing a neutral video game online. This is an important finding in relation o the growing online community
and popularity of violent video games, specifically FPSs, and the potential for subsequent increases in aggression. We think there
should be concern about the harmful effects of playing violent video games but it appears that playing the game online does not
further exacerbate these effects.
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