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T S T— the 1980s. The issue is especially relevant today, because
the games are more realistic and bloodier than ever, and
027 Introduction because most American boys play them at some point. Girls
o2r  Play at lower rates and are significantly less likely to play
violent games.
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Violence A burst of new research has begun to clarify what can and

cannot be said about the effects of violenl gaming. Playing
the games can and does stir hostile urges and mildly
i , ] aggressive behavior in the short term. Moreover,
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Dementia youngsters who develop a gaming habit can become slightly
more aggressive — as measured by clashes with peers, for
instance — at least over a period of a year or two.
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Conncet With Yet it is not at all clear whether, over longer periods, such a

Us on Sovial habit increases the likelihood that a person will commit a

l\'lle:l,ia‘_ o violent crime, like murder, rape, or assault, much less a

‘(l‘f\:i':t:rrflﬂum il Science Newtown-like massacre. (Such caleulated rampages are too
Svience Reparters rare to study in any rigorous way, researchers agree.)

and Fitors on Twiter

“I don’t know that a psychological study can ever answer
that question definitively,” said Michael R. Ward, an
economist at the University of Texas, Arlington. “We are
left to glean what we can from the data and research on
video game use that we have.”
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The research falls into three categories: short-term
laboratory experiments; longer-term studies, often based in
schools; and correlation studies — between playing time
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GLiaig A Anderson, director for the and aggression, 1or Instance, or between vi €0 game sales
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mass shaotngs Lab experiments confirm what any gamer knows in his gut:
playing games like “Call of Duty,” “Killzone 3" or
Readars’ Comments “Battlefield 3" stirs the blood. In one recent study,
Christopher Barlett, a psychologist at [owa State
Reuders shared their thoughts A
on this artide University, led a research team that had 47 undergraduates
Read All Comments (195) » play “Mortal Kombat: Deadly Alliance” for 15 minutes.

Afterward, the team took various measures of arousal, both

physical and psychological, It also tested whether the
students would behave more aggressively, by having them dole out hot sauce to a fellow
student who, they were told, did not like spicy food but had to swallow the sauce.

Sure enough, compared with a group who had played a nonviolent video game, those who
had been engaged in “Mortal Kombat” were more aggressive across the board. They gave
their fellow students significantly bigger portions of the hot sauce.

Many similar studies have found the same thing: A dose of violent gaming makes people
act a little more rudely than they would otherwise, at least for a few minutes after playing,

It is far harder to determine whether cumulative exposure leads to real-world hostility
over the long term. Some studies in schools have found that over time digital warriors get
into increasing numbers of scrapes with peers — fights in the schoolyard, for example. In a
report published last sumier, psychologists at Brock University in Ontario found that
longer periods of violent video game playing among high school students predicted a
slightly higher number of such incidents over time.

“None of these extreme acts, like a school shooting, occurs because of only one risk factor;
there are many factors, including feeling socially isolated, being bullied, and so on,” said
Craig A. Anderson, a psychologist at Iowa Stale University. “But if you look at the
literalure, I think it's clear that violent media is one factor; it's not the largest factor, but
it's also not the smallest.”

Most researchers in the field agree with Dr. Anderson, but not all of them. Some studies
done in schools or elsewhere have found that it is aggressive children who are the most
likely to be drawn to violent video games in the first place; they are self-selected to be in
more schoolyard conflicts. And some studies are not able to control for outside factors, like
family situation or mood problems.

“This is a pool of research that, so far, has not been very well done,” said Christopher J.
Ferguson, associate professor of psychology and criminal justice at Texas A&M

International University and a critic of the field whose own research has found no link. “1

look at it and I can't say what it means.”



Neither Dr. Ferguson, nor others interviewed in this article, receive money from the
gaming industry.
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A version of this article appeared in prny ain February 12, 2013, on page D1 of the New York adilion with the headline:
Shooting In the Dark
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LairBob Ann Arbor, MI

I think it's really important 1o note that there is one psychiatrist who really
helped to establish our cultural assumption that popular culture (in his case,
comic books) can provoke violent behavior -- Fredric Wertham. His work
became the subject of televised Senate hearings in the '50s that firmly
established the cultural assumption that kids could be warped into viclence by
the media they were exposed to.

The prablem is that he's now been proven to have fabricated his evidence out
of whole cloth:
http://news illinois edn/ news/13/0201c0mics_CarolTilley. html

That's nat to say that the people who are conducting studies now aren't doing
legitimate work, or that they wouldn't be doing them without Wertham. It's
just that this whele targer debate is, to some degree, shadow-boxing with a
fraudulent set of assumptions, We don't need to somehaw "disprove” the
association between cufture and violence, because it has never really been
established. All this rescarch would be taken in a very different light, today, if
Wertham bad not been given the chance to massively distort the debate.
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Read 2l Commants (195) » No one knows for sure what these findings mean. It may be
that playing video games for hours every day keeps people
off the streets who would otherwise be getting into trouble.

It could be that the games provide “an outlet” that satisfies violent urges in some players -
a theory that many psychologists dismiss but that many players believe,
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Or the two trends may be entirely unrelated.



“Al the very least, parents should be aware of what's in the games their kids are playing,”
Dr. Anderson said, “and think of it from a socialization point of view: what kind of values,
behavioral skills, and social scripts is the child learning?”
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I think it's really important to note that there is one psychiatrist who really
helped to establish our cultural assumption that popular eutture {in his case,
comic books) can proveke viclent behavior -~ Fredric Wertham. His work
became the subject of televised Senate hearings in the '50s that firmly
established the cultural assumption that kids could be warped into violence by
the media they were exposed ta,

"The problem is that he's now been proven to have fabricated his evidence out
of whole cloth:
bitp:/ /news.illinois.cdu/news/ 13/ o2comics_CarolTilley.htm)

That's not to say that the peaple who are conducting studies now aren't doing
legitimate work, or that they wouldn't be doing them without Wertham. It's
Just that this whole larger debate is, to some degree, shadow-boxing with a
fraudulent set of assumptions. We don't need to somehow "disprove” the
association between culture and violence, because it has never really been
established. All this research would be taken in a very different light, today, if
Wertham had not been given the chance to massively distort the debate.
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