Script for presentation:
My name is Libby Grota and within this presentation I will be discussing media within psychology. I aim to explore the effect of media influence and interaction on human behaviour as well as consider psychological research investigating the pervasiveness of media and the impact it has on human's cognition, attitude and behaviour.

Media has been considered as a diverse area within psychology research, rapidly evolving over time according to psychological researchers such as Brewer, 2011. It has become a significant aspect of society particularly within the 21st century and central to a range of aspects within community life (Stever, 2021). The internet or otherwise known as mass media consists of a global system including interconnected computer networks using the same communications protocol in order to connect with others, this is referred to as the Transmission Control Protocol(Wallace, 2016). Media involves communication aside from face-to-face interactions, for example the use of telephones, text messages, email, video conferences which are referred as individual media where the communication takes place between a small group of individuals (Stever, 2021). Alternatively, mass media can include films, tv shows, radio shows, constructed for a larger audience of individuals (Stever, 2021). According to Gilleard et al., (2015), digital cell phones were first introduced in the 1990’s. It is estimated that 98% of the adult population within the UK own a mobile phone (Mobile UK, 2023). Early statistics from the 1990’s revealed that only 25% in 1998 owned a mobile phone in the UK revealed professor Linge of the University of Salford (Guardian, 2010). It is used daily by a substantial amount of the population within a range of activities such as interacting with peers, co-workers or clients during employment tasks, conducting research, discovering bargains regarding items, exchanging information, meeting unfamiliar individuals (e.g., dating apps becoming a popular example) or interacting with animals (Wallace, 2016).  

Aggression:
Aggression refers to behaviour containing the motivation and intention to commit harm to an innocent individual attempting to avoid such harm Anderson & Bushman, (2002); Bushman & Huesmann (2010, as cited in Warburton & Anderson, 2015). Aggression is a behaviour which is observable rather than a thought process or feeling (Allen & Anderson, 2017). Aggressive cognitions including hostile beliefs and thoughts and aggressive affects such as emotions of anger, fury and desire for revenge are unable to be considered as aggression although they may act as factors that generate aggressive behaviour (Allen & Anderson, 2017). Various types of aggression can include physical aggression through harming an individual through kicking, =, hitting or stabbing one another. Verbal aggression involves harm through the use of vocabulary and tone such as shouting, screaming or name calling (Warburton & Anderson, 2015). Alternatively, relational aggression involves hurting other individuals through manipulating friendship groups through actions of gossiping, spreading rumours or social group exclusion Voulgaridou & Kokkinos, (2015, as cited in Constantinos, 2016).  
A large number of social psychologists consider violence as a subset of aggression (Allen & Anderson, 2017). Violence involves the lack of aggressive impulse control which leads to a behaviour or action Shengold (1999, as cited in Motz 2016). Violence is a more extreme form of aggression containing additional severe physical harm as an intention to commit serious injury or death Anderson & Bushman, (2002); Bushman & Huesmann (2010); Huesmann & Taylor (2006 as cited in Allen & Anderson, 2017). Similarly to aggression, failing to murder or fatally wound an individual using a knife through missing the individual is still considered as violent behaviour (Allen & Anderson, 2017). 

History of it:
Media is constantly developing as well as becoming more prevalent within everyday human life where new developments of technologies such as mobile phones and computers encourage uncomplicated and instant access to social networking sites (Brewer, 2011). For example, developments within mobile phones allow footage to be filmed during major events, including the London Underground attack or the 7/7 bombing which enable content be uploaded suddenly within minutes of the incidents taking place, leading individuals to become exposed to “disaster marathons,” through access of the media which was not possible around forty years ago (Brewer, 2011). 
It is interesting to observe the rates of crime within England and Wales across centuries. For example, in 1990 the total of offences recorded of violence against a person included 184,665 according to the Governments publishment of criminal statistics in 2001. Furthermore, at the end of 2022 according to the Office of National Statistics April 2023, 2.1 million offences of violence were recorded by the police within Wales and England. These figures demonstrate the substantial increase in violent offences committed within England & Wales within a 30 year period. Recalling Brewer, 2011’s consideration of the media continuously developing and becoming more prevalent within life each day proposes media may influence some aggressive behaviour from taking place. For example, as supported by Gilleard et al., mobile phones were first introduced in the 1990’s and have developed hugely through time containing abilities to observe the news, events and films. It also recognisable through statistics that crime rates have increased also from this time. This, therefore, indicates the possible link between the media and increase in aggressive behaviour. 

Early studies:
The social learning theory developed by Bandura in the 1960’s focused on how individuals learn behaviour through observing behaviours demonstrated by other individuals (Cosme, 2021). This social learning theory of behaviour has later influenced researchers to investigate the influence of the media on behaviour Paik & Comstock (1994, as cited in Cosme., 2021).
For example, Liebert & Baron, 1972 used a sample of 136 children and found that children allocated to a group exposed to a 3-minute clip from a film containing violence had an increased like hood of portraying aggressive behaviour during free playtime in comparison to children in another group that watched the non-violent video. It was also stated that children exposed to the violent film clip were more likely to wish to administer electric shocks to other children rather than helping them, suggesting that aggressive scenes and behaviour demonstrated in the film generated greater level of aggressive behaviour. 
Yokota & Thompson, 2000 reviewed 74 films suitable for children and adults The main finding during the review included all 74 films reviewed included 1 or more scene containing an act of violence. The study also discovered that 125 injuries were present. 
Contrasting to these studies Feshbach & Singer (1971), randomly assigned the sample of children from boarding schools to either watch non-violent films or violent films. It was found that the non-violent film group demonstrated greater levels of aggression Feshbach & Singer, (1971, as cited in Eaton-Thomas, 2024). 
Eron et al (1972) examined whether there was a relationship between violent TV programmes and violent behaviour over a period of 10 years. 211 males & 216 females were stated to prefer watching violent television and were rated by peers as more aggressive in school. During the follow up, males who 10 years previously preferred violent tv programmes had a stronger relation to aggression 10 years later. Cross-lagged correlations took place which suggested that the influence of violent TV exposure during early childhood was a probable causative influence for the later aggressive behaviour recorded. 
Boyatzis et al (1995) The children who were exposed to a televised episode of Power Rangers appeared to be seven times more aggressive within a 2-minute period of free play shortly after watching the TV which contrasted from the control group. According to Boyatzis et al (1995) the boys demonstrated greater aggressive behavior than the girls. 
However, Milavsky (1982) conducted a survey involving 3,200 young individuals within elementary school and high school over a three-year time period where some findings contrasted with much experimental literature based on exposure to violent television and aggressive behaviour. Milavsky (1982) reported that no significant association was identified between violent exposure within television and later change in aggression, where they stated that previous literature emphasised that exposure to particular film segments influence a number of variants of aggression. It was noted that short-term impacts did take place among the participants but did not identify these effects to generalise to daily behaviour suggesting that the short-term effects did not influence and lead to long-term patterns of aggressive behaviour. 
Another form of media which has been studied along with aggressive behaviour includes music. For example, Armstrong 2001 conducted a content analysis exploring how women are portrayed within rap music released from 1987-1993. According to Armstrong the main finding included that 22% of the rap songs included misogynistic and violent lyrics. A large number of the songs included reference to violence but also criminality within the lyric content such as assault, rape and murder. An example Armstrong showcased included Eminem’s ‘Slim Shady’, where women are killed are murdered through attack of knives and guns as well as poison within the lyric content. The content within this music could potentially be considered as concerning as around 65% of individuals aged 8–18-year-olds listen to rap or hip-hop Roberts (2005, as cited in Eaton-Thomas, 2024). 
Within the early 2000’s an increase of studies was being carried out investigating the impact of video games on behaviour and aggression. Thompson & Haninger (2001) assessed the content of 55 video games (E) that were appropriate for all ages according to the companies of the games. It was identified that 64% of the games involved intentional violence lasting for 30.7% on average during the game. It was noted that players were rewarded when causing harm and injuring additional characters within 33 of the games. The content analysis carried out suggested that a significant amount of violence was present in a large amount of video games that were deemed appropriate for children, risking exposure and reinforcement for young individuals regarding aggressive behaviour. During a typical day, 83% of children of 6 years and below engage in a type of media (Monke, 2001). Those aged between 4-6 years spend over an hour engaging in video gaming which is approximately almost the same amount as older adolescents Rideout & Hammel (2006, as cited in Monke, 2001). 
In contrast, Ivory & Kalyanaraman (2007) examined the effects of videogames through exposing participants to either a newer or older version of a non-violent or violent game, measuring whether there was an impact on the player’s involvement, affective & cognitive aggression, physiological arousal & self-reported arousal. It was found that newer and more violent games had a lack of statistical significance on the accessibility of the players aggressive thought processes. Instead, an increase was identified within excitement levels as well as physiological arousal. 
Early research also indicated that various factors may potentially lead an individual to become more susceptible to developing aggressive behaviour when exposed to media which demonstrates aggression or violence.  For example, Berry et al (1997) suggested during an analysis that when violent scenes are cut from films, males reported less enjoyment. Berry et al (1997) revealed that cutting the violent films significantly led to much greater enjoyment levels within female watchers. This, therefore, suggests that male individuals prefer media such as films which contain scenes of violence and aggression, meaning they are more likely to choose these types of films and become exposed to violent scenes than females. This can further be supported by additional studies previously discussed such as Boyatzis et al (1995) (who stated boys become more aggressive after watching the Power Ranges than girls). This maybe because the male viewers enjoyed the media more and therefore, due to the joy experienced during the exposure they wish to imitate similar behaviour to which was demonstrated within the programme. 
It was recognized during the 1970’s that a lack of longitudinal research took place examining the influence of exposure of violent media on behaviour from childhood to later adolescence and adulthood, where studies of children growing up mainly reported significant relations for males only (Huesmann et al., 2003). In contrast, Huesmann et al and researchers stated that within a 15-year longitudinal study both males and females' behaviour were influenced by violent media equally where one of the main reasons being explained included greater violent female characters being present. The researchers aimed to discover tv preferences within children and whether these preferences could help predict future TV preferences within adulthood, through detecting media usage as well as levels of aggression over a 15-year period for a sample of 500 children, where the follow up took place when the children were in their twenties. It was established exposure to the media during childhood was a reliable predictor for aggressive behaviour within young adulthood in both genders. An additional predictor for later aggression included exposure to violent TV characters and the realism of the violence portrayed. The researchers later concluded to this study that early childhood experiences and exposure of violence within TV is a factor which can influence a child’s future behaviour. 
Another factor associated with early childhood experiences includes parenting styles. According to Canter & Wilson, 2003, this factor can also impact a child’s exposure and engagement with types of media. Researchers have demonstrated that commentary of adults such as caregivers soon after a scene or type of violent media can lead to changes in a child’s interpretation of the media Canter & Wilson, (2003, as cited in Eaton-Thomas, 2024). This suggests that for example, a character in a TV programme shooting another character where a caregiver then laughs at the scene and watches with enjoyment while with a child could lead a child to think that this media is entertaining and acceptable to watch. This can be supported by Bandura's Social Cognitive theory; symbolizing children learn through observation of individuals they admire and view as fortunate such as a parent and the behavior and attitudes in which they model in which the child will likely then later imitate due to the admiration (Robinson, 2018).
Furthermore, screentime regarding television viewing has been an additional factor associated with aggressive behavior such as bullying through name-calling and rumor spreading within adolescents across various countries (Kuntsche et al., 2006). Observations were completed in 8 countries consisting of an overall sample of 31,177 where verbal bullying remained significant across all countries (Kuntsche et al., 2006). Individuals who regularly watched TV in all countries had a greater like hood of calling other students mean names, teasing in a harmful way and attempting to persuade others to dislike a particular individual or group (Kuntsche et al., 2006). The findings emphasized the significance of reducing the time in which adolescents spend watching television in order to reduce aggressive behaviour and bullying towards others. 

The next I am going to discuss more recent, contemporary research. Starting with Anderson et al., (2010) who conducted 6 independent meta-analyses establishing an increase in aggressive behaviour and strong emotions such as anger being observed within the participants in groups exposed to video games containing violence. It was also noted that these participants demonstrated reduced empathy towards others and lack of pro-social behaviour e.g., demonstration of kindness. Anderson et al., (2010) overall concluded that violent video game play was a causal risk factor in determining aggressive behaviour. However, Anderson et al., (2010) did highlight that greater longitudinal studies with larger intervals are required to further assess aggressive behaviour and whether it continues to be present long-term after video gaming.
However, in contrast to Anderson et al’s., 2010 conclusions, more recently, Drummond et al., 2020 completed a meta-analysis consisting of 28 independent samples where approximately 21,000 youth participants were involved (Drummond et al., 2020). The researchers believed that the longitudinal studies analysed did not support the long-term relationship of aggressive video game content and aggression within young individuals (Drummond et al., 2020). They believed that previous correlations within literature between aggressive game content and aggression in young individuals were explained through weaknesses in methodology as well as researcher expectancy effects. For example, the researchers highlighted the issue with fixed effect analyses which according to Prescott et al, (as cited in Drummond et al., 2020), leads to a positive association between longitudinal time and effect size. Therefore, researchers argued it could be beneficial and appropriate to provide random effects enhancing realism and representation to the target population (Drummond et al., 2020). 
Rai et al., (2016) investigated the effects of cartoon programmes on the behaviour and communication on a sample of 200 children through random sampling recruitment over a period of 4 months. It was reported that 33% of children demonstrated an increase in behaviour which was violent and 64% avoided instructions told by parents during the cartoon. It was also revealed that 45% of children throw objects or become aggressive when parents attempt to turn the TV off and that 61% attempted to imitate actions since starting a cartoon (Rai et al., 2016). This figure also links to Bandurra’s Social Cognitive theory, where the child has become to admire the characters and programme and therefore, has observed their actions and behaviour and since imitated them during the period of time (Robinson, 2018). Rai et al., (2016), finally concluded that cartoon programmes did have a strong impact on the behaviour of children leading them to display aggressive characteristics and violent behaviour.
Alternatively, (de Leeuw & de Laan., 2017), conducted an experiment with 113 Dutch children. Some children were allocated to an experimental condition where they watched a Disney clip involving a character helping another, whereas children within the control condition were exposed to a clip with no helping behaviour. Subsequently, children’s behaviour was assessed during a puzzle activity which revealed that children exposed to the helping Disney character included greater like hood of helping friends during the activity, also at times when their friends did not ask for help, in comparison to the children who did not watch the helping clip (de Leeuw & de Laan., 2017). The findings from this study suggest that media can have beneficial effects for behaviour of children where the children were inspired by the positive actions of the main character modelled, further leading them to imitate similar actions helping tailor the children’s social development through learning cooperation and kindness. 
Coyne & Walker., 2015 explored longitudinal associations between listening to music containing lyric content on aggression, sex and prosocial behaviour and the influence on outcomes of behaviour over a one-year time period within adolescence through self-reports of questionnaires regarding their music preferences, use of media, aggression, sexual outcomes as well as their prosocial behaviour twice in a year at two contrasting time periods. The outcomes revealed that individuals that listened to music containing aggressive lyric content had an association with greater aggression levels and a decrease within prosocial behaviour. It was identified that pro-social behaviour within music had a lack of association with outcomes of behaviour longitudinally. The researchers considered the findings suggested listening to particular types of content within music can have an impact longitudinally on aggressive behaviour during adolescence (Coyne & Walker., 2015). 
Yende (2024) analysis supported Coyne & Walkers., 2015’s findings, where the findings recognised that rap music and the videos of the music significantly influence the behaviour of young individuals within South Africa, where presence of profanity, drug use references, violence and sexual language and behaviour was common. Yende (2024) concluded similarly, establishing that the large number of auditory but also visual portrayals significantly influence attitudes and behaviour of young individuals who consume this media. 
Recent research has also examined the effects of cyberbullying.  Cyberbullying is a form of bullying which takes place through virtual methods including social media, texting or online gaming Hinduja & Patchin 2007; Thomas et al., (2015 as cited in Parris et al., 2020). This form of bullying is intentional, can take place 24 hours a day where the aggression can be repeated against an individual who is unable to defend themselves easily Thomas et al., (2015 as cited in Parris et al., 2020). Examples of cyberbullying can include revealing images of another individual in order to embarrass and harm them, creating harmful comments on a post or making fun of someone publicly online Hinduja & Patchin, 2007; Thomas et al., (2015 as cited in Parris et al, 2020). Cyberbullying can also include online harassment, cyberstalking and flaming which often takes place within the media through video games for example, where the use of intimidating language and profanity can be repeatedly used that can be harmful and insulting to other users of social media (Watts et al., 2017). 
According to the office of National Statistics, within 2023 around 57% of young individuals had experienced a form bullying such as flaming when playing an online video game. Furthermore, the Office of National Statistics report stated that, 1 in 5 children from ages 10 and 15 had experienced a form of cyberbullying from the beginning of 2022 to the beginning of 2023 (Quotezone.co.uk, 2023). These statistics indicate that a number of young individuals are victims of this form of media aggression while engaging and using various types of media which maybe potentially harmful to the child’s social and psychological well-being and development Bessière et al., 2010, Kraut et al., 1998, Kraut et al., (2002, as cited in Watts et al., 2016). Watts et al., 2016 conducted a literature review regarding cyberbullying. They studied that earlier research on cyberbullying focused on adolescent samples, where reduced studies focused on college and undergraduate students (Watts et al., 2016). In 2008, the United Press International reported that 40% of teenagers had experiences of being cyberbullied, however only 10% reported these experiences to their parents (Watts et al., 2016) It was suggested that the victims who did not report the experiences of harassment included feelings of fear and felt powerless to stop the harassment (Watts et al., 2016). 
Watts et al., 2016 considered that the social dominance theory was a significant factor in influencing cyberbullying within the media. The theory proposes that some individuals either belong within a dominant group located at the top of the social hierarchy or alternatively a subordinate (disadvantaged) group located at the bottom of the social hierarchy. Previous research indicated with reference to the SD theory that particular characteristics of individuals propose cyberbullies to commit cyberbullying such as older individuals dominating over younger individuals, men demonstrating more aggressiveness than females Walker et al., (2011 as cited in Watts et al., 2016).  
Additionally, Kraft & Wang (2000, as cited in Watts et al., 2016) reported a statistically significant finding where participants that engaged with social media sites and content more than 14 occasions each week had greater like hood of becoming susceptible to cyberbullying (p<0.001). Likewise, Celik et al., (2012 as cited in Watts et al., 2016) reported that college students who spent greater time online, particularly social media forums, the greater like hood in which cyberbullying experiences would take place. 
Furthermore, Dilmac, (2009) reported within a study of 666 undergraduates' students that male regulated greater cyberbullying behaviour than females. Dilmac, (2009) also recognised that individuals that possessed aggressive characteristics of personality were more likely to engage in cyberbullying and was a future predictor of the form of media aggression. In contrast, individuals with greater empathy and nurturance were less likely to engage in cyberbullying and were instead more likely to become victims of bullying within the media. This suggests that individuals who share characteristics of kindness and care appear as easier targets to cyberbully by cyberbullies, indicating that they may be less likely to defend themselves and be considered as more vulnerable due to their lack of aggressive personality characteristics. 
To conclude, this area within psychology is vast, containing diverse empirical literature over decades while contemporary research continues to be conducted by researchers. For example, within this presentation literature based on films, tv programmes, gaming and music have been discussed in relation to influencing outcomes of human behaviour. It is evident that new and past literature has argued both sides of the theory, some providing support that engagement and exposure to forms of media do influence aggressive behaviour and violence. For example, Liebert & Baron (1972) supported violent films lead to aggressive behaviour outcomes in children, Eron et al (1972) identified violent TV programmes as a causative influence for children during early childhood for later aggressive behaviour over a ten year period, Anderson (2010) identified that violent video games led to aggressive behaviour, strong emotions of anger and a lack of empathy emphasised and Coyne & Walker (2015) found that rap music demonstrated a influenced longitudinal effect on aggressive behaviour of adolescents. In contrast, some evidence contemporary and early research do not support strong associations between media exposure and changes in behavioural outcomes. For example, Milavsky, 1982 failed to identify a significant association between violent TV exposure and later longitudinal developmental aggressive behaviour over a 3-year period, Ivory & Kalyanaraman (2007) identified a lack of aggressiveness portrayed and instead greater levels of excitability and increase in physiological arousal with samples of video gamers and Drummond et al., 2020 meta-analysis failed to support long-term relationship of aggressive video game content and aggression in young individuals. 
Many studies and analysis have supported that exposure to violent media can lead to and influence priming of aggressive behaviour to take place. This involves an improved pattern of processing taking place with greater probability if the media was recently presented or used (Bermeitinger, 2016). However, some studies have suggested that this influence is primarily short-term and is not significant in influencing long-term behaviour and actions (Milavsky, 1982 & Drummond et al., 2020). This can be explained by Berkowitz (1984), cognitive priming where shortly after the use of media, an individual remains within a state which is highly reactive where thoughts and behaviours are located at the forefront (Ewoldsen & Rhodes, 2019). The more in which the priming takes place, the more accessible reactive thoughts and behaviours become, which then can become more effectively triggered by exposure (Ewoldsen & Rhodes, 2019).This suggests that if an individual doesn’t continue to become exposed by the violent media then their demonstration of aggressive behaviour reduces due to a lack of reactive thoughts and behaviours In contrast, some studies have found that violent media exposure has had a longitudinal effect on aggressive behaviour, however, according to Prescott et al., weaknesses in methodology and researcher expectancy effects can often influence these claims within the literature (Drummond et al., 2020). It was highlighted that several researchers stage fixed effect analyses which according to Prescott et al, (as cited in Drummond et al., 2020), leads to a positive association between longitudinal time and effect size, however these conclusions may not actually be truly representative of target samples and therefore, can undermine the value of the findings within a study and act as misleading to the population. Longitudinal literature within media psychology is limited and considered as rare within the field (Ólafsson, Livingstone, & Haddon, 2013). Therefore, it could be beneficial for further longitudinal research to be carried out regarding the association of violent media exposure and development of aggressive behaviour in order to better the knowledge and understanding regarding the strength of the long-term effects of media exposure on human behaviour. 
It was also clear that large amounts of research within media contained samples consisting of children or adolescents e.g., Liebert & Baron, (1972), Boyatzis et al (1995), Rai et al (2016), Coyne & Walker, (2015). It could also be beneficial for future research within this area of psychology to include more adult samples (e.g., aged 40 or above) in exploring how their behaviour maybe effect by media exposure as research is limited for these age groups which means that the many of the findings from empirical literature are unable to be generalised to adult individuals and instead be limited to smaller groups of the population (children and adolescents only) which limits understanding and knowledge of adult behaviours in response to media exposure. 
Within this presentation, reference to meta-analyses were taken, for example, Drummond et al., 2020 and Berry et al., 2017. Meta-analyses are beneficial within research in this area as it helps to reduce the weaknesses of single studies and instead enhance reliability of findings and increase generalisability of the findings and evidence to a wider population (Salters, 2024).
Finally, it was also clear though empirical research that individual differences and situations can also act as additional factors which play a role in determining the association between exposure of violent media and aggressive and violent behaviour. For example, wide range of research has suggested that males report greater enjoyment to violent media such as films than females (Berry et al., 1997) which can lead them to become more susceptible to demonstrating aggressive behaviour which has been supported by studies such as Boyatzis et al., 1995, Eron et al., 1972 or Walker et al 2011 where males were more likely to be cyberbullies. Exposure of screentime is also another factor which has been highlighted within early and present research, for example by Ceik et al., 2012 within cyberbullying but more recently the influence of personality characteristics. This was supported by Dilmac (2009) where individuals with hostile personalities were more likely to act as cyberbullies within the media. 
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