
Gain Attention/Interest:

Teens  i n  the  U.S.  spend  a s  much  a s  40  hour s  a
week  exposed  to  med i a ,  such  a s  TV,  r ad io,
in t e r ne t ,  v ideo  g ames,  and  mov ie s.   T ha t ’s  a s
much  t ime  a s  many  adu l t s  spend  a t  a  fu l l - t ime
job.

The  v ideo  games  deve loped  20  yea r s  ago  had
s imp le  g r aph i c s  and  we ren’t  ve r y  r e a l i s t i c .
However ,  new v ideo  games  a r e  qu i t e  complex ,
and  they  c an  de p i c t  r e a l i s t i c  v io l en t  s c enes.
Many  non-v io l en t  v ideo  games  ex i s t  ( such  a s
some  spor t s  games ) .   However ,  the  mos t
f r equen t l y  u sed  g ames  a r e  the  v io l en t  ones.

Effects of Violent Video Games:  Do
They  Doom  Kids  To Mor ta l  Komba t ?

Sources :   Anderson ,  C .  A . ,  & Bushman ,  B .  J .  ( 2001) .   Ef fec t s  o f  v io l en t  v ideo
g ames on ag g ress ive behavior,  ag g ress ive  cogni t ion,  ag g ress ive af fect ,  phys io logica l
arousa l ,  and prosoc ia l  behav ior :  A meta-ana ly t ic  rev iew of  the  sc ient i f i c  l i t e ra ture .
P s y c h o l o g i c a l  S c i e n c e ,  1 2 ,  3 5 3 - 3 5 9 .

Anderson ,  C .A. ,  Berkowi tz ,  L . ,  Donners te in ,  E . ,  Huesmann,  L .R . ,  Johnson ,  J .D. ,
L inz ,  D. ,  Ma l amuth ,  N.M. ,  &  War t e l l a ,  E .  ( 2003 ) .   T he  in f luence  o f  med i a  v io l ence
o n  y o u t h .   P s y c h o l o g i c a l  S c i e n c e  i n  t h e  P u b l i c  I n t e r e s t ,  4 ( 3 ) ,  8 1 - 1 1 0 .
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G o a l s :
Teach  the  impor t ance
o f  u s ing  r andom
s e l e c t i o n .

Teach  the  dang e r s  o f
b i a s ed  sou r ce s.

Teach  the  impor t ance
o f  r e l i a b i l i t y.

Basic  Idea :
Does  p l a y ing  v io l en t
v ideo  games  make  k id s
more  ag g r e s s ive ?   I f
so,  how much  mor e ,
and  fo r  how long?
Th i s  l e s son  exp lo r e s
the  s c i en t i f i c  r e s e a r ch
on  v ideo  games  and
the i r  l i nk  to  a g g r e s s ive
behav io r.   Does
p l a y ing  v io l en t  v ideo -
games  make  k id s  more
ag g re s s ive ?   I f  so,  how
much  more ,  and  fo r
how long?   Th i s  l e s son
exp lo r e s  the  s c i en t i f i c
r e s ea r ch  conce rn ing
v ideo -games  and
ag g re s s ive  behav io r.

Vignette
Ja v i e r  a n d  Ma rk  h a v e  s p e n t  t h e  l a s t  5  h o u r s  p l a y i n g
v i d e o  g am e s  i n  Ma rk ’s  b a s em en t .   Th e y  d e c i d e  t o  t ake  a
b r e ak  a nd  g o  g e t  s om e t h i n g  t o  e a t .   On  t h e  wa y  t o  t h e
p i z z a  p l a c e ,  t h e y  r u n  i n t o  G r e g ,  a  g u y  f r om  t h e i r
En g l i s h  c l a s s  wh om  t h e y  h a v e  n e v e r  l i k e d .   I n s t e a d  o f
g e t t i n g  p i z z a ,  t h e y  e n d  u p  s t a r t i n g  a n  a r g um en t  w i t h
Gr e g  t h a t  e v e n t u a l l y  l e a d s  t o  a  f i g h t ,  a n d  b o t h  Ja v i e r
a n d  Ma rk  e n d  u p  r u nn i n g  awa y  f r om  t h e  p o l i c e .
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Ask:
What

is
Science?

1
Ask: What is Science?

Even  though  you  m igh t  no t  r e a l i z e  i t ,  s c i en t i s t s  don’t
s tud y  j u s t  chemi s t r y  and  phys i c s.   Man y  s c i en t i s t s
s tudy  peop l e  and  the i r  behav io r s.   In  f a c t ,  p s ycho log y
i s  the  s c i en t i f i c  s t udy  o f  the  human  b r a in  and
behav io r s ,  and  i t  i s  t he  mos t  popu l a r  ma jo r  a t  many
co l l e g e s.   A  nonsc i en t i s t  may  l ook  a t  v ideo  g ames  and
make  a  dec i s i on  ba sed  on l y  on  wha t  she  th inks  o r  on
wha t  some  o f  he r  f r i ends  th ink .   Howeve r ,  when
sc i en t i s t s  approach  a  que s t i on ,  they  come  up  w i th  a
hypo the s i s  ( a  gue s s  o r  p r ed i c t i on ) ,  g a the r  ev idence ,
ana l yz e  i t ,  and  then  make  conc lu s ions.   W hen  g a the r ing
in f o r ma t ion  and  coming  to  conc lu s ions,  s c i en t i s t s  s e ek
to  suppor t  the  answer  they  th ink  i s  co r r ec t  by  u s ing  a
me thod  c a l l ed  proof  by  d i sproo f .

Example :  P roo f  by  D i sp roo f

1

Imag ine  some  s c i en t i s t s  deve lop  the  hypo thes i s  tha t  p l a y ing  v io l en t
v ideo  games  makes  t e ens  more  v io l en t  i n  r e a l  l i f e .   The  s c i en t i s t s
g a the r  some  in f o r mat ion .   P r e t end  the  s c i en t i s t s  f i nd  tha t  t e ens  who
p l ay  v io l en t  v ideo  games  ge t  i n to  more  f i gh t s  than  t e ens  who  do  no t
p l ay  v io l en t  v ideo  g ames.   T h i s  f i nd ing  does  NOT au toma t i c a l l y  mean
tha t  p l a y ing  v io l en t  v ideo  games  c ause s  v io l ence .   S c i en t i s t s  f i r s t  have
to  e l im ina t e  a l l  o the r  pos s ib l e  answe r s  be fo r e  they  c an  conc lude  th i s .
I t  may  be  tha t  t e ens  who  a r e  i n t e r e s t ed  in  p l a y ing  v io l en t  v ideo  games
wou ld  ge t  i n  more  f i gh t s  r ega rd l e s s  o f  whe the r  o r  no t  they  a c tua l l y
p l a y  the  v ideo  games  –  they  a r e  a t t r a c t ed  to  v io l en t  g ames  because
the y  a r e  more  v io l en t  to  beg in  w i th .   Mor e  on  th i s  l a t e r .

    Do  you  th ink  p lay ing  v io lent  v ideo
games  makes  people  more  aggress ive?

Think & Wri te  #1

D o e s  s p e n d i n g  a l l  t h i s  t i m e  e x p o s e d  t o  v i o l e n c e  i n f l u e n c e  t h e  b e h a v i o r  o f  t h e  p e r s o n
p l ay i n g  t h e  g a m e s ?   D o  t h e s e  g a m e s  m a ke  t e e n s  m o r e  v i o l e n t  a n d  a g g r e s s i ve  i n  r e a l  l i f e
o r  i s  t h e i r  v i o l e n c e  l i m i t e d  t o  j u s t  t h e  v i d e o  g a m e - p l a y i n g  w o r l d ?   B o t h  a r e  i m p o r t a n t
q u e s t i o n s ,  q u e s t i o n s  t h a t  c o n c e r n  t h e  g o v e r n m e n t  a n d  p a r e n t s  a l i k e .   P a r e n t s  a n d
p o l i c y - m a ke r s  ( t h e  g ove r n m e n t )  t u r n  t o  s c i e n t i s t s  t o  a n swe r  t h e s e  q u e s t i o n s .



Define the Problem: See Many Sides
W ha t  does  the  word  ag g r e s s i ve  mean  to  you?
So l i c i t  r e sponse s.

An  impor t an t  pa r t  o f  s c i ence  i s  c l e a r l y  de f in ing  the
p rob l em and  the  t e r ms  invo lved .   Wi thou t  a  c l e a r
de f in i t i on  o f  the  p rob l em ,  peop l e  c an  was t e  a  l o t  o f
t ime  a rgu ing  abou t  t r iv i a l  i s sue s.   Fo r  e xamp le ,  w ha t  i s
ag g r e s s ion?   One  g roup  may  c l a im  tha t  ag g r e s s ion  i s
“ th r ea t en ing  ano the r  pe r son”  wh i l e  ano the r  g roup  may
be l i eve  tha t  an  ag g r e s s ive  a c t  r equ i r e s  a c tua l  i n j u r y  to
ano the r  pe r son .   In  some  con tex t s,  a g g r e s s ion  may  be
cons ide r ed  a  pos i t ive  behav io r  ( e . g. ,  i n  spo r t s ) ,  wh i l e  i n
o the r s ,  i t  i s  v i e wed  neg a t ive l y  ( e . g. ,  g e t t i ng  i n  f i gh t s ) .
Us ing  d i f f e r i ng  de f in i t i ons  w i l l  y i e l d  v a s t l y  d i f f e r en t
compar i sons  and  r e su l t s  abou t  the  c ause s  and
consequence s  o f  ag g r e s s ion .   C l e a r l y  exp re s s ing  how you
in t end  to  de f ine  a  t e r m i s  c a l l ed  c r e a t i ng  a  wor k ing  de f in i t ion .   A  work ing
de f in i t i on  i s  t he  pa r t i cu l a r  way  i n  wh i ch  you  de f ine  and  measu re  wha t  you
a re  i nve s t i g a t i ng.   Fo r  examp le ,  a  work ing  de f in i t i on  o f  a g g r e s s ion  cou ld
requ i r e  phys i c a l  con t ac t .   Ano the r  work ing  de f in i t i on  o f  ag g r e s s ion  may
on l y  r equ i r e  tha t  a  pe r son’s  f e e l i ng s  g e t  hu r t .   Once  wor k ing  de f in i t i ons  a re
e s t ab l i shed ,  s c i en t i s t s  c an  commun ica t e  the i r  que s t i ons.
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Define

the
Problem:

See
Many
Sides.

A c t i v i t y
Di v i d e  s t u d e n t s  i n t o  g r o u p s  (G r oup  A :  V i d e o  Game  Co r p o r a t i o n ,  G r o up  B :
As s o c i a t i o n  o f  Pa r e n t s  w i t h  Te e n s ,  G r oup  C :  Te e n  V i d e o -Game r s )  Ask  t h e
s t u d e n t s  i n  e a c h  g r o u p  t o  r o l e - p l a y  a s  t h o u g h  t h e y  a c t u a l l y  b e l o n g  t o  t h e  g r o u p .
Hav e  e a c h  g r o u p  c om e  u p  w i t h  a  b r i e f  s t a t em e n t  d e s c r i b i n g  i t s  o p i n i o n  o n  “ y o u t h
p l a y i n g  v i o l e n t  v i d e o  g am e s . ”   Nex t ,  h a v e  e a c h  g r o u p  a s s um e  t h a t  s c i e n t i s t s  h a v e
j u s t  a nn oun c e d  t h a t  p l a y i n g  v i o l e n t  v i d e o  g am e s  l e a d s  t o  i n c r e a s e d  v i o l e n t
b e h a v i o r .   A f t e r  t h e  s t a t em e n t s  a r e  c omp o s e d ,  a sk  a  s p ok e s p e r s o n  t o  s h a r e  t h e
g r o u p ’s  s t a t em e n t  w i t h  t h e  c l a s s  a n d  a l l ow  m emb e r s  o f  t h e  o t h e r  g r o u p s  t o  a sk
qu e s t i o n s  a n d  d e b a t e  t h e  s t a t em e n t .



The  g roups  tha t  a r e  i n t e r e s t ed  i n  th i s  top i c  a r e  no t  l im i t ed  to  the se  th r ee .
Many  o the r s  a r e  i n t e r e s t ed  a s  we l l .

Video-game Mar ke te r :   Peop l e  who  marke t  v ideo  g ames  s tudy  the  w i she s
and  de s i r e s  o f  v ideo -g ame  p l aye r s  and  t r y  to  mee t  the se  de s i r e s  w i th  new
produc t s.   Many  a t t end  fou r- y ea r  co l l e g e s  and  s tudy  bus ine s s  and
m a r k e t i n g .

Pol icy  Ana l ys t :   Po l i c y  ana l y s t s  a r e  conce r ned  w i th  how dec i s i ons  abou t
p roduc t s  peop l e  u se  w i l l  i n f l uence  the  l aw  and  g over nment .   Po l i c y  ana l y s t s
a t t end  fou r- yea r  co l l e g e s.

Lobby is t :   Lob by i s t s  advoca t e  c e r t a in  pos i t i ons  to  g ove r nment  o f f i c i a l s .
Lobby i s t s  t yp i c a l l y  a t t end  fou r- yea r  co l l e g e s.

Sof tware  Des igner :  So f twa re  de s i gne r s  wr i t e  compute r  code  and  de s i gn
v ideo  g ames  and  o the r  compute r  p rog r ams.   Typ i c a l l y,  so f twa re  de s i gne r s
a t t end  fou r- yea r  co l l e g e s  and  s tud y  compute r  p rog r amming.   T hey  c an
wor k  fo r  p r iva t e  compan i e s,  pub l i c  o rg an i z a t i ons ,  sma l l  b us ine s s e s,  o r  the
g o v e r n m e n t .

Group  A :  Th e r e  i s  a
v i d e o - g am e  r a t i n g
s y s t em  i n  p l a c e  t h a t
i n f o rm s  a l l  c o n s um e r s
a b o u t  t h e  c o n t e n t  o f
e a c h  g am e ,  a n d  i t  i s  u p
t o  p a r e n t s  t o  mon i t o r
t h e i r  c h i l d r e n ’s
b e h a v i o r .

G r oup  B :  I t  i s  t h e
r e s p o n s i b i l i t y  o f  v i d e o  g am e
c ompan i e s  t o  p r o du c e  s o c i a l l y
r e s p o n s i b l e  p r o du c t s .   B y
p r omo t i n g  s u c h  v i o l e n t  g am e s ,
t h e y  a r e  e n c o u r a g i n g  o u r
y o u t h  t o  b e c om e  mo r e
a g g r e s s i v e  a n d  v i o l e n t .

G r oup  C :  Th e r e  a r e
t h o u s and s  o f  t e e n s  wh o
e n j o y  p l a y i n g  v i d e o  g am e s
wh o  n e v e r  g e t  i n  f i g h t s  o r
g e t  i n  t r o u b l e  w i t h  t h e
l aw.   W hy  s h o u l d  t h e y  b e
p un i s h e d  b e c a u s e  o f  t h e
b e h a v i o r  o f  a  f ew  p e o p l e ?

Think & Wri te  #2
Be f o r e  t h e  g r o u p s  d e b a t e ,  h a v e  t h em  p r e d i c t  wha t  t h e  o t h e r  g r o u p s  w i l l  s a y .
Po t e n t i a l  a r g um en t s :



Distinguish Fact From Opinion:
Learn What Constitutes Scientific Evidence

With  man y  s c i en t i f i c  i s sue s ,  t he r e  a r e  many  peop l e  w i th  s t r ong  op in ions.
Op in ions,  howeve r ,  do  no t  r e p l a ce  f a c t s.   Many  pa r en t  g roups  a r e  s t rong l y
opposed  to  v io l en t  v ideo  g ames,  bu t  v ideo -g ame  compan i e s  be l i e ve  they
shou ld  be  ab l e  to  p roduce  and  s e l l  t he i r  p r oduc t s.   Because  v ideo -g ame
compan i e s  p ro f i t  when  v ideo  games  a r e  so ld ,  t hey  a r e  a  biased  source  on
an y  top i c  r e l a t ed  to  v ideo  g ames.   However ,  s c i en t i s t s  do  no t  g ive  much
we igh t  to  op in ions  (b i a s ed  o r  no t )  when  they  a r e  i nve s t i g a t i ng  a  que s t i on .
Sc i en t i s t s  l ook  a t  f a c t s.
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Fact Versus

Opinion:
What

 Constitutes
Evidence?

I s  the  f a c t  tha t  Er i c  Har r i s
and  Dy l an  K lebo ld ,  the
Co lumb ine  s choo l  shoo te r s,
p l a yed  the  v io l en t  v ideo
game  Doom ev idence  tha t
v io l en t  v ideo  games  c ause
ag g r e s s ive  behav io r ?   A
sc i en t i s t  wou ld  r ep l y  to  th i s
que s t i on  w i th  a  r e sound ing
“No.”   F i r s t ,  j u s t  because
they  p l a yed  v ideo  games  does
no t  mean  tha t  v ideo  games
caused  them to  commi t  the i r
t e r r i b l e  c r ime .   S econd ,  even  i f  t he r e  was  a  l i nk
showing  the  v ideo  game  had  c aused  them to  a c t ,
i t  wou ld  no t  show tha t  v ideo  games  wou ld  do  the
s ame  to  o the r  peop l e .   To  make  a  j udgment  o f

th i s  t ype ,  s c i en t i s t s  wan t  ev idence .   In  o rde r  to  f i nd  ev idence ,  s c i en t i s t s
g a the r  f a c t s.   Connec t ing  ag g r e s s ion  and  v ideo  g ames  by  s tudy ing  on l y  two
peop l e  does  no t  p rov ide  su f f i c i en t  ev idence  to  g ene r a l i z e  to  a l l  t e ens.

W hen  s c i en t i s t s  l ook  a t  i n fo r ma t ion ,  they  wan t  to  s e e  a  connec t ion
be tween  two  f a c to r s  ( e . g. ,  v io l ence  and  v ideo -g ame  p l ay ) ,  a s  we l l  a s  an
ind i c a t i on  tha t  the  connec t ion  w i l l  ho ld  fo r  many  peop l e ,  no t  j u s t  t hose  i n
the  spec i f i c  examp le .   S im i l a r l y,  s c i en t i s t s  wan t  to  make  su r e  w ha t  they
measu re  occu r s  cons i s t en t l y  f rom t ime  to  t ime .   I f  some th ing  occu r s
r e pea t ed l y,  i t  i s  c a l l ed  r e l i ab le .   I f  a  pe r son  p l ay ing  v io l en t  v ideo  g ames  i s
more  ag g r e s s ive  eve r y  t ime  he  p l ay s  v io l en t  v ideo  g ames,  a  s c i en t i s t  cou ld
s ay  tha t  the  f i nd ing  o f  v io l en t  v ideo  g ames  l e ad ing  to  i nc r e a s ed  ag g r e s s ion
i s  r e l i a b l e .   I f  i t  on l y  happens  occa s iona l l y,  o r  w i th  no  pa t t e r n ,  then  i t
wou ld  be  un re l i ab l e .   I f  nea r l y  e ve r yone  who  p l ay s  v io l en t  v ideo  g ames
shows  more  ag g r e s s ion  a f t e rwa r ds,  t hen  v io l en t  v ideo  g ames  a r e  l i ke l y  a
r e l i ab l e  p r ed i c to r  o f  i nc r e a s ed  ag g r e s s ion .

BIASED SOURCE

T h e  g o a l  o f  a  s c i e n t i s t  i s  t o
a n s w e r  q u e s t i o n s  b a s e d  o n
s o l i d  e v i d e n c e  a n d  f i n d  o u t
h o w  t h i n g s  w o r k .
S c i e n t i s t s  d o n ’ t  r e l y  o n
b i a s e d  s o u r c e s  b e c a u s e
d i f f e r e n t  g r o u p s  o f t e n
have  d i f f e r e n t  g o a l s  ( e . g. ,
t o  m a k e  a  p r o f i t  o r  t o
p e r s u a d e  p e o p l e  h o w  t o
t h i n k ) .   B e c a u s e  o f  t h e s e
s t a k e s ,  i t  i s  d i f f i c u l t  t o
k n o w  t h e  r e a s o n i n g  b e h i n d
t h e i r  c o n c l u s i o n s.



Weigh Evidence and Make Decisions
As  we  a l r e ady  d i s cu s s ed ,  a  nonsc i en t i s t  may  t ake  examp le s  o f  v ideo -game-
p l ay ing  k id s  w ho  commi t  ag g r e s s ive  a c t s  a s  a  r e a sona b l e  connec t ion  l i nk ing
v ideo  games  and  v io l ence .  An  examp le  o f  how v ideo -game  v io l ence  c an  be
examined  s c i en t i f i c a l l y  i s  t o  randomly  se lec t  p eop l e  to  pa r t i c i pa t e  i n  a
s tud y.  S c i en t i s t s  r andomly  s e l e c t  peop l e ,  c a l l ed  pa r t i c i pan t s,  t o  be  i n
expe r imen t s.  T he  peop l e  mus t  be  a l i ke  i n  the  way s  tha t  ma t t e r  to  the
expe r imen t .  I f  t he  pa r t i c i pan t s  a r e  no t  a l i k e ,  t he  s c i en t i s t s  c anno t  t e l l  i f
t he  i n t e r ven t ion  (mean ing  w ha t  was  done  to  the  peop l e  i n  the  expe r imen t )
i s  w ha t  c aused  chang es  i n  the  peop l e ’s  behav io r.

Here  i s  a  b r i e f  summar y  o f  the i r  conc lu s ions.

90% o f  t e ens  r epor t  tha t  the i r  pa r en t s
neve r  check  the  r a t i ng s  on  v ideo  g ames.

1% say  tha t  the i r  pa r en t s  p r even t ed  a  pu rcha se  o f  a  g ame
because  o f  i t s  r a t i ng.

4
Weigh

Evidence
and

Make
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In  one  s tudy  i n  wh i ch  th i s  i d ea  was
t r i ed ,  some  o f  the  peop l e  p l a yed
v ideo  g ames,  bu t  o the r s  d id  no t .
La t e r ,  s c i en t i s t s  measu red  the
ag g r e s s ion  l eve l s  o f  a l l
p a r t i c i pan t s.  I f  p l ay ing  v io l en t
v ideo  games  makes  peop l e  more
ag g r e s s ive ,  then  the  pa r t i c ipan t s

Sc i en t i s t s  have  conduc t ed  many  s tud i e s  tha t  compare
the  ag g r e s s ion  l e ve l s  o f  pa r t i c i pan t s  who  p l ay  v io l en t
v ideo  g ames  ( e . g. ,  g ames  i nvo lv ing  u se  o f  a  weapon )
to  pa r t i c i pan t s  who  p l a y  non -v io l en t  v ideo  games
( e . g. ,  a  ba ske tba l l  v i deo  g ame ) .

who  p l a yed  the  v io l en t  v ideo  games  shou ld ,  i n  g ene r a l ,
have  h i ghe r  ag g r e s s ion  s co re s  than  those  who  d id  no t .

·
·

RANDOM SELECTION

U s i n g  r a n d o m  s e l e c t i o n
w h e n  t h e y  d o  a n
e x p e r i m e n t  h e l p s  s c i e n t i s t s
k n ow  i t  i s  t h e  i n t e r ve n t i o n ,
a n d  n o t h i n g  e l s e ,  t h a t  l e a d s
t o  d i f f e r e n c e s  i n  p e o p l e ’s
t h o u g h t s  o r  b e h av i o r s .



P l ay ing  v io l en t  v ideo  games  i nc r e a s e s :

Gene r a l  a g g r e s s ion  ( i n  th i s  pa r t i cu l a r  c a s e ,  t he  work ing
de f in i t i on  u sed  fo r  ag g r e s s ion  i s  “behav io r  i n t ended  to
ha r m ano the r  pe r son” )

Ag g r e s s ive  though t s

Ag g r e s s ive  f e e l i ng s

Arousa l  ( hea r t  r a t e ,  b lood  p r e s su r e )

And  p l a y ing  v io l en t  v ideo  games  dec r e a s e s :

He lp ing  behav io r  (p l a y ing  v ideo  games  l e ad  t e ens  to  be  l e s s
he lp fu l  t o  o the r s ) .

Note :   Even  shor t - t e r m exposu r e  to  v io l en t  v ideo  g ames  ( i . e . ,  20  m inu t e s )
l e ads  to  an  i nc r e a s e  i n  ag g r e s s ion .

Howeve r ,  i t  i s  impor t an t  to  no t e  tha t  a l l  o f  the  above  f i nd ing s  r e f e r  on l y  to
a  shor t  t ime  pe r iod  a f t e r  p l ay ing  the  g ames.   P l ay ing  a  v io l en t  v ideo  g ame
fo r  20  m inu t e s  when  you  a r e  14  y e a r s  o ld  i s  no t  gua r an t eed  to  make  you  a
more  v io l en t  pe r son  when  you  a r e  70 .

·
·

·
·
·

·
·

Think & Wri te  #3

Have  s tuden t s  wr i t e  abou t  the i r  t hough t s  now tha t  they  have
l e a rned  wha t  s c i en t i s t s  have  found  r ega rd ing  v io l en t  v ideo
g ames  and  ag g r e s s ion .   Do  they  f e e l  t he  s ame  a s  they  d id
dur ing  T h ink  &  Wr i t e  1 ?

Think & Wri te  #3

 How about  now?



As  a  pe r son  beg in s  to  a c t  more  a g g r e s s ive l y,  t he  qua l i t y  and  t ype s  o f
in t e r a c t i ons  she  ha s  w i th  o the r  peop l e  change .   Imag ine  wha t  i t  wou ld  be
l i ke  i f  you r  be s t  f r i end  sudden l y  became  much  more  a g g r e s s ive .   How
wou ld  th i s  i n f l uence  you r  r e l a t i onsh ip ?   Wha t  wou ld  i t  be  l i k e  i f  you r  be s t
f r i end  a lway s  though t  abou t  v io l ence  and  neve r  he lped  you  when  you
needed  i t ?   How do  you  th ink  i t  wou ld  i n f l uence  h i s  r e l a t i onsh ip  w i th  h i s
p a r e n t s ?

Move From Science to Society
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Cur ren t  r e s e a r ch  shows  tha t  p l a y ing  v io l en t  v ideo
g ames  l e ads  to  i nc r e a s ed  ag g r e s s ion  i n  r e a l  l i f e .
Howeve r ,  imp l i c a t i ons  fo r  soc i e t y  a r e  unknown  and
rema in  con t rove r s i a l .   And  s c i ence  i s  f a r  f rom done
w i th  the  top i c  o f  v ideo  games  and  v io l ence .   S c i en t i s t s
cons t an t l y  r ev i s i t  p rob l ems,  and  r e f l e c t  on  whe the r
impor t an t  a spec t s  o f  the  p rob l em have  chang ed .   For
examp le ,  t he  number  o f  hour s  tha t  ch i l d r en  spend
p l a y ing  v ideo  games  ha s  i nc r e a s ed  d r ama t i c a l l y  ove r
the  pa s t  two  decade s,  a s  ha s  the  qua l i t y  o f  v ideo
g ames.   W ha t  was  cons ide r ed  v io l en t  twen ty  y ea r s  ag o
wou ld  now be  cons ide r ed  qu i t e  t ame .   T hus,  p l ay ing
such  games  may  have  d i f f e r en t  e f f e c t s  today
compar ed  to  twen ty  y ea r s  a g o.   S c i en t i s t s  con t inua l l y
r e - eva lua t e  the i r  work  to  make  su r e  they  a r e  mak ing

Society
Revisit, Review, Reflect, and Re-evaluate

P lay ing  v io l en t  v ideo  games  m igh t  l e ad  to  more
ag g r e s s ive  behav io r ,  b u t  wha t  shou ld  we  do  abou t  i t ?
Ban  a l l  v io l en t  v ideo  games ?   On l y  a l l ow  adu l t s  to  p l a y
them?   Make  k id s  g e t  a  spec i a l  l i c ense  to  p l a y  them?
Obv ious l y,  a l l  t he s e  sug g e s t i ons  wou ld  be  con t rove r s i a l .
Once  s c i ence  ha s  an swered  a  que s t i on ,  i t  doe s  no t  mean
tha t  the  p rob l em i s  so l ved .   Wha t  we  do  w i th  the
in fo r ma t ion  s c i ence  p r ov ide s  i s  up  to  u s.   W ha t  a r e  some
pos s ib l e  dec i s i ons  tha t  we  cou ld  make?   Wha t  wou ld  the
th r ee  g roups  f rom ea r l i e r  i n  the  l e s son  (V ideo  Game
Cor pora t ion ,  As soc i a t i on  o f  Pa r en t s  w i th  Teens,  Teen
V ideo -Gamer s )  th ink  abou t  the se  dec i s i ons ?   How
shou ld  ou r  soc i e t y  dea l  w i th  the  i n fo r ma t ion  s c i en t i s t s
have  uncove red  abou t  the  e f f e c t s  o f  p l a y ing  v io l en t
v ideo  games ?

va l i d  conc lu s ions  ba sed  on  the  be s t  ev idence .   D i f f e r ence s  l i k e  the  change
in  the  number  o f  hour s  spen t  p l a y ing  v ideo  games  cou ld  l e ad  to  d r a s t i c
change s  i n  the  r e l a t i onsh ip  be tween  v ideo  games  and  v io l ence .   Th i s  i s  why
sc i en t i s t s  cons t an t l y  check  and  r e check  the i r  f i nd ings.
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Based on what  they know now,  have s tudents  hypothes ize  about  fur ther  sc ient i f ic
s tud ies  that  cou ld  be  done to  he lp  sc ient i s t s  bet ter  unders tand the  re la t ionsh ip
between v io lent  v ideo games  and ag g ress ion .

Think & Wri te  #4

    What ' s  next?

Co r ne l l  Ins t i tu te  f o r
Resea rch  on  Ch i ld ren

Discussion Quest ions
1 .  Do  the se  f i nd ings  a f f e c t  one  g ende r  more  than  the  o the r ?   I f  so,  w hy?

2 .  How r e l i ab l e  ( r ev i ew  de f in i t i on )  does  the  r e l a t i onsh ip  be tween
    a g g r e s s ion  and  v ideo  g ames  have  to  be  be fo re  i t  i s  cons ide r ed  to  be
    s e r ious ?   Do  v ideo  g ames  have  to  make  eve r yone  mor e  ag g r e s s ive ?
    Wha t  abou t  50% o f  peop l e ?   Or  10%?

3 .  Imag ine  you  had  been  to ld  th i s  i n f o r ma t ion ,  bu t  i n s t e ad  o f  v io l en t
    v i deo  g ames  i t  wa s  do ing  homework  tha t  l ed  to  i nc r e a s ed  ag g r e s s ion .
    Wou ld  i t  chang e  your  though t s ?   W ha t  i f  t he  phenomenon  r e l a t ed  to
    v io l ence  was  p l a y ing  you r  f avo r i t e  spo r t ?   Do  any  o f  you r  an swer s  make
    you  th ink  tha t  you  cou ld  be  a  b i a s ed  sou rce ?

Homework Quest ions
1 .  On  wha t  o the r  top i c s  m igh t  v ideo -game  compan i e s  be  b i a s ed  sou rce s ?
    (Po t en t i a l  an swer :  qua l i t y  o f  the i r  p r oduc t s,  en joymen t  f e l t  f rom us ing
    t he i r  p roduc t s. )

2 .  Ask  your  pa r en t s  wha t  they  th ink  abou t  v io l en t  v ideo  g ames.   Do  the i r
    an swer s  s e em l i k e  they  have  a  b i a s ?    Why?



Quiz Quest ions

Version A

1 .   E r i c  Har r i s  and  Dy l an  K lebo ld  ( the  Co lumb ine  s choo l  shoo te r s )  p l a yed
the  v ideo  game  Doom.   I s  th i s  ev idence  tha t  v io l en t  v ideo  games  c ause
ag g r e s s ive  behav io r ?

a .  Yes ,  because  the y  p l ayed  the  g ame  be fo r e  they  sho t  peop l e .
b.  Yes,  because  i f  t he  v ideo  g ame  had  a  wa r n ing  l abe l  on  i t  t he y
    wou ldn’t  have  been  ab l e  to  p l ay  i t .
c .  No,  because  by  s tudy ing  on l y  two  peop l e  we  don’t  know whe the r
    t he i r  behav io r  i s  t yp i c a l  o f  a l l  t e ens.
d .  No,  because  s tudy ing  more  than  one  pe r son  means  tha t  the  r e su l t s
    w i l l  a lway s  be  unc l e a r.

2 .   Imag ine  s c i en t i s t s  have  j u s t  announced  tha t  p l a y ing  v io l en t  v ideo
g ames  l e ads  to  i nc r e a s ed  v io l en t  behav io r.   W h ich  o f  the  fo l l ow ing  be s t
exp l a in s  wha t  a  r ep re s en t a t i v e  o f  the  v ideo  game  company  m igh t  s a y ?

a .  T he re  i s  a  v ideo -g ame  r a t i ng  s y s t em in  p l a ce  tha t  i n fo r ms  a l l
    consumer s  o f  the  con t en t  o f  e a ch  game ,  and  i t  i s  up  to  pa r en t s  to
    mon i to r  the i r  ch i l d r en’s  behav io r.
b.  By  marke t ing  v io l en t  g ames,  compan i e s  a r e  encourag ing  you th  to
    b ecome  more  v io l en t  and  a g g re s s ive .
c .  The re  a r e  thousands  o f  t e ens  who  en joy  p l a y ing  v ideo  games  who
    neve r  g e t  i n  f i gh t s  o r  g e t  i n  t roub l e .   Why  shou ld  they  be  pun i shed
    f o r  the  a c t i ons  o f  a  f ew?
d .  V ideo -game  manufac tu r e r s  shou ld  dec r e a s e  the  cos t  o f  the i r
    g ames.

3 .   Random se l e c t i on  i s  impor t an t  because  i t :
a .  g ive s  e ve r yone  an  equa l  chance  to  be  s e l e c t ed .
b.  means  tha t  the  s ame  re su l t  w i l l  b e  found  t ime  a f t e r  t ime .
c .  l e t s  e ve r yone  g e t  i nvo lved .
d .  makes  su r e  tha t  no  one  knows  wha t  i s  go ing  on .



Quiz Quest ions

Vers ion  B

1 .    Fr equen t l y,  p a r en t s  and  t e ens  do  no t  ag r ee  on  the  i s sue s  su r round ing
v ideo  g ames.   Teens  t yp i c a l l y  wan t  to  p l ay  v ideo  g ames,  bu t  pa r en t s  o f t en
pre f e r  k id s  to  do  o the r  th ing s.   Because  e ach  g roup  ha s  i t s  own  g oa l ,  t hey
cou ld  be  cons ide r ed :

a .  op in iona t ed
b.  s e l f i sh
c .  un re l i ab l e
d .  a  b i a s ed  sou rce

2 .   Name  one  re a son  Er i c  Har r i s  and  Dy l an  K le bo ld ’s  ( the  Co lumb ine
schoo l  shoo te r s )  p l a y ing  the  v ideo  game  Doom i s  no t  ev idence  tha t
v io l en t  v ideo  g ames  c ause  ag g r e s s ive  behav io r.

3 .   Wha t  does  i t  mean  to  be  r e l i ab l e ?



Quiz Quest ions

Version C

1 .   The re  a r e  a t  l e a s t  fou r  g roups  o f  peop l e  who  have  conce rns  abou t
v ideo  g ames  and  ag g r e s s ion :   Pa r en t s,  v i deo  g ame-make r s ,  consumer s
( l e t ’s  f ocus  on  those  unde r  ag e  18 ) ,  and  r e s e a r che r s.   L i s t  t he  pe r spec t ive
each  g roup  t yp i c a l l y  t ake s  r eg a r d ing  v io l en t  v ideo  g ames  and  ag g re s s ion .
Then ,  l i s t  one  r e a son  why  th i s  pos i t i on  cou ld  be  cons ide r ed  b i a s ed .

2 .    Name  o the r  ev idence  you  wou ld  r equ i r e  be fo re  you  be ing  conv inced
tha t  one  r e a son  Er i c  Har r i s  and  Dy l an  K lebo ld  commi t t ed  the  Co lumb ine
schoo l  shoo t ing  i s  t ha t  they  p l a yed  the  v ideo  game  Doom.

3 .   Wha t  does  i t  mean  to  be  r e l i ab l e ?

4 .   De f ine  r andom se l e c t i on .   Wha t  i s  t he  pu rpose  o f  r andom se l e c t i on?


