Discuss with reference to psychological theory and evidence, the extent to which the various forms of media may influence aggression or violence in an individual. 

There are many ways to influence aggression within an individual, whether it’s from social media or watching violent films. Aggression is defined as ‘feelings of anger and hate that may result in threatening or violent behaviour’ (Oxford Advanced Learner’s Dictionary, N.D). This essay will be specifically focusing on the extent to which the various forms of media may influence aggression or violence, whilst using psychological evidence to support the points made. 
Many psychologists and philosophers have a high interest in the research behind aggression, whether that is the human nature or evolutionary perspective. Hobbes (1651) states that ‘people are naturally competitive and hostile, interested only in their own power and gaining advantage over others’ (Gross,2020). Evidence supporting this pessimistic view would be both Freud’s psychoanalytic approach and Lorenz’s ethological approach, as they both saw aggression as instinct and a way of surviving. 
According to Freud's psychoanalytic theory, libido is the source of all psychic energy. ‘Freud suggested that our mental states were influenced by two competing forces; cathexis, meaning an investment of mental energy in a person, idea or object and anti-cathexis being the involvement of the ego blocking the socially unacceptable needs of the id’ (Cherry,2022). In Freud’s theory, aggression is always self-destructive, hatred in practice is primarily focused on other people, as the killing of war demonstrates. The Greek mythologist personification of death represents ‘an unborn destructiveness, directed primarily against the self’ (Gross,2020). According to Freud, aggression’s aim is to reduce the individual tension to a minimum and eventually terminate it. However, if this is not achieved, the only way an individual will succeed is through death. On the other hand, Lorenz’s ethological approach focuses on aggression being natural to all species to adapt to their environments, survive and reproduce. Aggressiveness is important when it comes to surviving as one must guard their territory and compete for food against others. Lorenz defines aggression as ‘the fighting instinct in beast and man which is directed against members of the same species’ (Gross,2020).
Berkowitz’s (1966) aggressive-cue theory (ACT), states that a learnt trigger is what initiates violence. Physical indicators like these are linked to either aggressive behaviour or an irritating object or person. It suggests that a learnt trigger functions as a stimulus to respond violently. This occurs either when the surroundings are connected to violence in the aggressor's thinking or when they somehow summon up particularly terrible memories for the aggressor. As stated by Berkowitz (1966) early exposure to any events or things, such as military toy weapons with visible damaging implications, will act as violent cues to raise the likelihood of aggressive behaviours in young children. Berkowitz and LePage’s (1967) decided to test the aggressive-cue theory through performing experimental tests. Their test involved the participants being shown the shock apparatus in a ‘controlled room’. Group A had a shotgun and a revolver next to the shock machine on the table, group B had a badminton racket with a shuttlecock, but group C did not have any planted objects. The participants were told that the objects must have been left by a previous experiment and were told to ignore them. As predicted, the group that delivered the most shocks to the confederate, did have the shotgun, objects associated with violence, on the table near them. This is known as the weapon effect. Therefore, the presence of violent weapons may increase the occurrence of aggression in an individual. Berkowitz (1968) quoted ‘guns not only permit violence, but they can also stimulate it as well. The finger pulls the trigger, but the trigger may also be pulling the finger’ (Gross,2020).
However, the social learning theory (SLT) suggests that social behaviour such as aggression, is learnt through reinforcement or observing the behaviour of others. The ‘Social learning theory, proposed by Albert Bandura (1977), emphasizes the importance of observing, modeling, and imitating the behaviours, attitudes, and emotional reactions of others’ (McLeod,2023). The interaction of environmental and cognitive influences on human cognition and behaviour is taken into account by the social learning hypothesis. The behaviourist learning theories of classical conditioning and operant conditioning is supported by Albert Bandura (1977). He does, however, add two crucial concepts: ‘mediating processes occur between stimuli and responses and that behaviour is learnt through the environment through the process of observational learning (McLeod,2023). Children see how those around them interact and behave. The well-known Bobo doll experiment (Bandura, 1961) serves as a good example of this. In society, children are surrounded by many models whether that is family members, teachers from school, peers from friendship group or even actors and characters from television and the internet. The child has not yet discovered who they are so instead they are more likely to observe and copy the act or behaviour that they witness. Children are more likely to imitate behaviour of people like them, such as those of the same gender. The people around the child then either reinforce or punish the behaviour that they have decided to copy. For example, if the child was to clean away their toys after playing with them without being asked, and the parent calls them a ‘good girl’ for that behaviour, the child is likely to behave that way again as children desire approval. 
Although the social learning theory includes positive reinforcement, it also has a negative aspect to it. The observational learning could also lead to children watching aggressive behaviours which then strengthens their aggressive tendencies, as others are being rewarded for behaving aggressively. An example of this would be fighting or war video games such as Call of Duty. In this video game, you are seen as a hero for killing the most players. The game is set in the first world war, and your duty is to fight and protect your team and each player is rewarded for killing the opposite team. This game does strengthen an individual's aggressive tendencies as they are violently murdering other players to receive a higher score in order to reach higher levels in the game. Video games are seen as competitive hobbies, which can make the player frustrated if they do not win their game or if their team members are not pulling their weight to win the game. 
It is difficult to specifically point out the cause of aggression within humans, however, there is a reasonable amount of evidence supporting media violence through watching violent films and tv shows. Most films that are available to view often include swearing, the use of weapons such as guns and graphic scenes. These are all tendencies of violence. Films that include these threatening acts are age restricted. Even though the films are age restricted, it does not always prevent children from viewing these violent scenes. Children who rebel against these types of rules are likely to be influenced by them, as it is seen as disobedient behaviour. Taylor and Huesmann (2014) quoted, ‘violent video games, tv shows and movies are often singled out as the ‘the cause of the tragedy’ (Gross,2020). An example of this mass violence behaviour would be the Colombine High School shooting in 1999. ‘The shootings were carried out by Eric Harris, age eighteen, and Dylan Klebold, age seventeen’, they entered the building with semiautomatic rifles, pistols, and several explosives’ (The Editors of Encyclopedia Britannica, 2019). This demonstrates young individuals casually misusing dangerous equipment and they do not see the wrong in it. This shows that guns, which are used as weapons to kill others, are seen as normal toys that can be used every day as they do on computer games. Therefore, those individuals casually using guns in video games, will make them feel impowered, which will encourage violence. 
The American Psychological Association article on violence in the media, discussed the psychologists studying the potential harmful effects on individuals, especially children, watching violent tv shows and games. In the article it states that the National Institute of Mental health suggested the potential damage to children from watching these programmes could cause. They stated that ‘children may become less sensitive to the pain and suffering of others, may be fearful of the world around them and may be more likely to behave aggressively or harmful to others’ (American Psychological Association,2013). Children who watch a significant amount of violent television, including gun scenes, are more likely to show aggression tendencies in their teenage years, according to psychologists L. Rowell Huesmann, Leonard Eron. Huesmann and Eron followed up with these individuals into adulthood and discovered that those who had been exposed to a lot of TV violence as children were ‘more likely to be arrested and charged with crimes as adults’ (American Psychological Association,2013). Additional research however, conducted by psychologists Douglas Gentile and Brad Bushman, revealed that media violence exposure is only one of many variables that may influence aggressive behaviour. Other studies have shown that viewing violent content in the media can make people less sensitive to physical harm in the real world. They have also shown that some people find watching violent content in the media to be enjoyable and do not experience the stress that would be expected from viewing this kind of content. 
According to a review published in 2010 by psychologist Craig A. Anderson, ‘the evidence strongly suggests that exposure to violent video games is a causal risk factor for increased aggressive behaviour, aggressive cognition, and decreased empathy and proactive behaviour’ (American Psychological Association,2013). According to past studies by Anderson, playing violent video games can make people more likely to think, feel, and act aggressively both in controlled environments and in everyday life. On the other hand, the article ‘Are There Perceptual and Cognitive Benefits to Playing Action Video Games?’ states that there are in fact some benefits from playing video games.
In two recent studies, (van Ravenzwaaij et al., 2014, Journal of Experimental Psychology: General) and (Blacker et al., 2014, Journal of Experimental Psychology: Human Perception and Performance) were questioning whether playing action video games can improve perception or cognition by using training exercises with individuals who had little to no prior gaming experience. One group of participants in each study played a first-person shooter action video game such as Call of Duty, while the other played The Sims as a control. In the study by van Ravenzwaaij et al., participants completed a test task to assess their ability to consume simple visual information quickly before and after five two-hour sessions of playing video games. Participants in the test task observed moving dot displays with only one-third of the dots moving clearly and the other two-thirds moving randomly. These visuals provide the impression that the entire dot collection is constantly moving in one direction. Participants were required to respond as rapidly as possible, indicating the general direction of noticed motion. Participants in Blacker et al.'s study spent 30 hours over roughly thirty days playing either the action or control video game. Using a test where participants had to indicate whether two progressively presented bundles of coloured squares were the same or different (on "different" tests, one of the squares was shown in a different colour), working memory was evaluated before and after training. These studies combined demonstrate that playing action video games enhances working memory but not perceptual processing speed.
[bookmark: _Int_PEplU2gE]Another aspect to aggression would be the term ‘deindividuation’. In the 1950’s, the social psychologist Leon Festinger defined this word as ‘people engaging in seemingly impulsive, deviant, and sometimes violent acts in situations in which they believe they cannot be personally identified, either in groups, in crowds or on the Internet’ (Douglas, 2019). When individuals are anonymous to the world by blending into the crowd or are not physically seen, they are likely to behave in ways they would not alone or in person. ‘When an individual's identity is lost in a mass of people, and when the markers of identity are reduced, the individual is said to be deindividuated’ (Gross,2020). An example of deindividualization would be cyber or group bullying, as bullying is an aggressive behaviour. When people make an anonymous social media account saying aggressive and negative words targeting an individual, they feel that they can say and do anything as their identity is unknown. Similarly, bullies in the school yard are often in groups, where they gang up on one individual and encourage each other to be violent as it allows the ‘individual to merge with the group to forego individuality and become anonymous’ (Gross,2020).
An empirical study of deindividuation would be Diener et Al's (1976) ‘field experiment which involved over 700 Halloween trick-or-treaters visiting local houses in their Halloween costumes’ (Gross,2020). The households who supplied bowls of sweets and coins strictly quoted on the bowl to ‘only take one’ and the experiment was to see if individuals alone or in groups would rebel against this rule. There were four categories that the children came under: anonymous groups, anonymous and alone, non-anonymous and alone and non-anonymous groups. The category with the highest percentage of stealing, taking more than one, was the anonymous group and the category with the lowest percentage was the non-anonymous and alone. This demonstrates that not being identifiable and, in a group, made these children show more antisocial behaviour. Zimbardo (2007) describes the data as ‘striking testimony to the power of anonymity. Aggression among the young schoolchildren increased significantly as soon as they put the costumes on’ (Gross,2020). 
To conclude, it is clear to see that there is a significant amount of evidence pointing towards the media for the reason behind aggression within people. The American Psychological Association article on violence in the media and the social learning theory support this statement. The social learning theory suggests that behaviour is influenced by reinforcement and children playing violent video games, such as call of duty, are rewarded for killing others by earning a higher score. This is teaching the child that killing people will result with a reward. On the other hand, both Freud’s psychoanalytic approach and Lorenz’s ethological approach saw aggression as instinct and a way of surviving. I do not think that violent video games should be normalized as it allows people to use guns and kill people as a way of entertainment, which will give some people the incorrect idea and create aggressive tendencies. 
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