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Media is a part of day-to-day life today. Whether this be through television, films, music, video games or social media. The debate of what extent the media effects a person's aggression and violent behaviour is a highly researched topic. Media violence includes all forms of communication that show the threat to use force and the act of using force against another. This includes cartoon characters and other species as well as humans. There are also different types of aggression. Indirect aggression (Archer & Coyne, 2005) includes malicious damage, property damage and hostile gestures that are typically portrayed in media aimed at teenagers. Relational aggression (Ostrov et al., 2006) includes the exploitation of relationships for aggressive results such as gossip, slander and ostrism. Females are more likely to choose programmes that contain relational aggression while males tend to choose indirect aggression. There have been many studies done over the years with researchers trying to find answers to this question. There have also been many types of research methods that tried to answer the debate of whether media effects aggression and behaviour of an individual. This essay will look at the research done on several different types of media and will include studies that used different methods of research.

Albert Bandura (Nolen, 2015) was one of the first researchers to link media violence with childhood aggression. His researched suggested that children learn behaviour through copying what they see. The Bobo doll study showed that children who watched a blow-up doll being hit by adults, were more likely to be aggressive with other children during playtime.
Television and movies are two of the most influential types of media. A 2007 Kaiser Family Foundation study found that 47 percent of parents with kids between 2 and 4 reported that their children have imitated aggressive behaviours seen on TV. (Rideout, 2007) 
Data taken by Touchpoints (2017) showed that people are spending on average nearly 8 hours a day consuming media in some form. It showed that television and films was the most influential types of media. (IPA | Adults spend almost 8 hours each day consuming media, n.d.-b) The National Television Violence Survey found that two thirds of programmes contained violence, with the majority being shown on entertainment programmes. It showed that 90% of movies contained violence, drama contained 70%, comedies 35% and reality series 35%. (Smith 1998) It showed that violence is often glamourised and that the participants of the violence go unpunished. The violence was often graphic and realistic with victims mainly being women and children. Muscari (Media Violence and Aggression (SOCIAL PSYCHOLOGY) IResearchNet, 2016) said “Aggressive acts lead to a heightened arousal of the viewers aggressive tendencies, bringing feelings, thoughts and memories to consciousness and can cause outwardly aggressive behaviour”
There have been different research methods used to study the effects of Television violence. A multi method longitudinal study by (Ostrov et al 2006) was designed to seek the role of media exposure on current and future aggression and behaviour. Specifically, the amount of media exposure and the nature of the violent acts was used to predict current and future physical and verbal aggression. It was conducted over a two-year period. It did find that media exposure did predict a variety of types of aggression and prosocial behaviour.
A natural research method was used in an experiment called The St Helena Study (Charlton et al (2000) St Helena study, n.d.). St Helena was a remote island in South Atlantic Ocean that had no connection to any television media. They began their study of children's behaviour two years prior to any television connection being introduced to the island. Data regarding the children's behaviour was collected in various methods. Questionnaires were given to parents and teachers of the children asking them about their child's behaviour. The children were observed in the school playground, particularly paying attention to the level of aggression displayed. Researchers analysed what and how much the children watched television and how much violence had been seen. Video cameras were placed in classrooms and playgrounds to watch the children and measure aggression. However, the results of this study showed slight difference in the children's behaviour before and after the introduction of television. A study by Jeffrey Johnson of the University of New York City, was published in Science Magazine (Does TV Make Us Violent, 2002). This study found that there was a high association between time spent watching television programmes during adolescence and aggressive behaviour 17 years later. It used information on the television habits of 707 14–22-year-old individuals. This study made statistical allowances for factors such as psychiatric disorders, Economic status, earlier aggressive behaviour, and family income. This study found that those who watched 1-3 hours of television per day were 60% more likely to get into a violent fight, threaten somebody or use a weapon to commit a crime as adults. Even with the statistical allowances, the association was still substantially high. However, Jonathan Freedman of the University of Toronto does not agree with Johnson's statement of the connection between television and violence being “Ironclad” Freedman argues that the study cannot rule out the possibility that television is just a marker for unmeasured influences on television viewing habits and aggression. (Media Violence and Aggression (SOCIAL PSYCHOLOGY) IResearchNet, 2016) A similar study by L.R.Huesmann (2003) showed that early childhood exposure to television violence can predict aggressive behaviour in adulthood. The study was on participants that had been part of a study on media violence in 1977. They were reinterviewed and results showed that adults that were exposed to television violence as children were more likely to engage in verbal aggression and psychical aggression. This study also had criticism stating that the studies were too small and limited to prove a connection.
John Santrock (2007) wrote in his book that there is a significant amount of evidence to show that violence on television can lead to aggression and anti-social behaviour. When adolescents watch television and films they are in an altered state of mind, this state leads to rational thoughts being suspended. This leads teenagers to learn the behaviour without attaching any rational thought to it. It is estimated that children in the United States view 20,000 hours of television by the time they leave school. Santrock (2007) says that one hour of children's television shows have an average of 25 violent acts and prime time shows have between 3-5 violent acts per hour. With children's television shows and prime time shows both being aimed at teenage viewers this study suggests that teenagers are exposed to a great deal of violence. The national school safety centre (NSSC) said that a great amount of the recent violence in school has been increased by violent and graphic films. Instead of learning about values in school, students are more likely to view movies to gain more information on morals to follow. This supports what Sasha Emmons wrote stating that children are more likely to follow in the footsteps of the heroes they see on screens, however these heroes are engaging more in violent behaviour in recent times.
In 1993 there was a link made in the media that there was a connection between violent films and murder. James Bulger was a two-year-old toddler that was tortured and murdered by two ten-year-old boys. It was a case that shocked and gripped the nation. It was highly publicised by the media. The trial judge, Mr Justice Morland made the remark that he suspected that exposure to violent films may be an explanation to what had happened. (House of Lords - Reg. v. Secretary of State for the Home Department, Ex parte V. and Reg. v. Secretary of State for the Home Department, Ex parte T., 2020) It was then reported that the two boys had had access to the film Childs play 3 in the weeks leading up to the murder. (Wikipedia contributors, 2020) This caught the attention of the media and the public and it was said that there were many similarities between the film and what had been inflicted on James. It was later said that there was no connection between the film and the murder. However, the idea of violent movie exposure was responsible for juvenile crime led to wider discussion within the media and even parliament. A media campaign led to a clampdown on VHS sales in the UK and making new legislation for violent video films. (James Bulger and the Video Recordings Act 1984, n.d.) It also led to research into the suitability of the videos. This research suggested a more complex relationship between on screen violence and real-life violence. Psychologists from Birmingham university performed a study looking at the reactions to violent videos by a group of 122 males aged between 15 and 21. This group of participants included violent offenders, nonviolent offenders, and a control group of non-offending students. The study found that exposure to violence on screen leads a pathway to becoming a violent offender. (Davis & Library Genesis, 2007)
Another story in the media that suggested that Childs play 3 had “inspired” an act of violence was the murder of Suzanne Capper (1992) Suzanne was a 16-year-old girl that was abducted and tortured for 7 days. She was subjected to a series of violent acts including having music, in particular the rave song Hi, I am chucky. Wanna play? And extracts of audio from the film, played at high volume through headphones. One of the perpetrators would start each torture session with the quote “Chucky's coming to play” Even though broadcaster David Elstein called the video connection a false connection, the fact that music, clips, and quotes from the film, it did lead to proving a link between violent media and real-life violence.
There have been many films that have been reported to have inspired real-life crime and inspired copycats.
In Belgium, 24-year-old Thierry Jaradin (2001) brutally murdered 15-year-old Alisson Cambier in a real-life version of Wes Cravens slasher film, Scream. Alisson Cambier had rejected the advances of Jaradin when he propositioned her. This led him to leave the room, put on the iconic ghost face costume and retrieved two large knifes which he then used to stab Alisson over 30 times mimicking the opening scene of the slasher film. He later admitted to police that he had planned the murder to duplicate the film and said he was motivated by the violent film. There was nothing in Jaradin’s background to suggest that he could commit murder. (“Scream” movies are blamed by teenage girl’s copycat killer, 2001)
At least two school shootings have been linked to the film Natural born killers (1994). In 1997 at Heath High School in Kentucky, USA, 14-year-old Michael Carneal went to school armed with six riffles and two handguns. He opened fire killing three of his classmates and seriously wounding five others. Once he had finished his shooting spree, he surrender himself to the school principal. In 1999, an attorney for the victims' families filed a lawsuit against several entertainment/media companies, specifically mentioning Natural born killers. (Scribner, 2014)
In 1999 at Columbine High school two teenagers murdered 12 students, 1 teacher and seriously wounding 21 others. There was also gunfire exchange with the police. The perpetrators were Eric Harris and Dylan Klebold. They went on to also kill themselves putting an end to the massacre. There have been many theories as to the motive of this awful crime and what led them to murder. Theories include mental disorders, medication, bullying they had endured by students but also the types of media they were exposed to. Both perpetrators had written journals and made home videos in the lead up to the massacre. Detectives were able to retrieve these as evidence. (SUSPECT_TEXTS, n.d.) They had given the massacre a code name, NBK, which was an acronym of the film Natural born killers, which both Harris and Klebold were avid fans of. In 1998, Klebold had written that he imagined a massacre involving a girl like the film. He wrote “Soon...either ill commit suicide or I will get (girls name redacted) to and it will be NBK for us” (All Columbine Evidence Released, w Commentary | Harris & Dylan Klebold, n.d.). In Harris’s last journal entry before the massacre, he wrote “Everything I see and hear I incorporate it into NBK, somehow feels like a movie sometimes” (SUSPECTS-TEXTS, n.d.)
Video games was also a theory of why this massacre had occurred. Jerald Block believes that their immersion into a virtual reality world best explains the reasoning behind the massacre. However, author Brooks Brown (Brown & Merritt, 2002) disagreed that violent video games caused the massacre, but he did agree that many elements of their plan had in fact come from violent video games. Both perpetrators were avid fans of the violent shoot game, Doom. Harries had even predicted that the massacre was going to be like playing the game. (Masters of Doom, 2021) This video game was licensed by the US military to train soldiers how to kill.
Research that was published one year after Columbine High School massacre suggested that violent video games step up an individual's aggressive behaviour, especially in young males. A study conducted in 2000 (Anderson & Dill, 2000) questioned 227 college students about their aggressive attitudes and asked them to report on their own aggressive behaviour in the past. “They also asked the students about their video game playing habits.” (“Computer games linked to violence | UK news | The Guardian”) The results of this study suggested that the students that had reported playing violent video games in lower and higher school had engaged in more aggressive behaviour that the students who did not play violent video games or had little interaction with them.
Another study they conducted was on 210 students. One group of students played a nonviolent video game while another group of students played a violent one. After playing the game the students were told to “punish” their opponents with a blast of loud noise. The group that had played the violent video games spent longer “punishing” each other than those that had played the nonviolent game. This suggested that in the short term, playing violent video games appears to influence aggression. Long term effects are also likely to be long lasting, as the player learns new aggression related scripts that become more accessible for use in real life conflict occurs.

Through all the research that has been done to try and answer the common debate of how media violence effects aggression and violent behaviour, it is unlikely that the main and only cause of aggression and violent behaviour in children and adults is due to media. However, a significant amount of research has shown that there is evidence that suggests that media exposure does effect aggression and violent behaviour to some extent. Early childhood exposure does increase the risk of aggressive acts in later life. There are strengths and weaknesses in the methods of research which has led to debate about how true study findings are between researchers. There is certainly a gap in research on this topic and more research is needed not only directly at media as a whole, but also looking at the different types of media today. References
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