Media influence on aggression
It is proved that media does influence behavior, but the answer to the question, if whether media causes aggression or violent behavior, will not be a straightforward yes or no. As this is a relatively new field, research is limited in this topic. Although people like to blame the media for their children’s aggressive behaviour or the violence that happens every day in the world, if it were the only cause, everybody who likes action movies or particular songs would be a murderer or rapist. And this is not the case. This essay will discuss how media affects our behaviour and how much influence it has on aggressive and violent behaviour focusing on children and adolescents.
Aggression can be a response to multiple factors. For example, Anderson et al. in 1998 (as cited in Kirsh 2012) stated that adults were likely to act aggressively to an insult if prior they've been in a hot room. In this situation, the uncomfortable temperature -too hot- became a risk factor for aggression. This means aggressive response occurs not because of one single factor but multiple risk factors together. Influences can be internal, like genes and hormones, and environmental, like parenting, peers, and media. (Kirsh, 2012).
As media is present in our everyday life, especially in these days when through the internet all kind of information, videos, songs stories are just a click away, it is something that future research should concentrate on. 
According to Rideout et al. (2010) 99% of families in US have at least one television, 71% of 8 to 18 years olds have TV in their own bedroom, 87% of families have a gaming console, 50% of youths have one in their bedroom, 60% of them can play video games on their handheld devices, 93% have access to a computer at home, 84% of families have Internet access, 33% of youth has access to the Internet in their bedroom and 66% carry their own cell phones.
There were similar findings in the UK by Childwise in 2010 (as cited in Kirsh, 2012) and stated that 95% of children have a computer at home, 43% of youths have access to the Internet in their bedroom, 71% have a TV in their bedroom and 73% have their own mobile phones.
Children and adolescents are the most vulnerable because of their not fully developed self-identity and also because they are the ones who use media the most. Young children, for example, cannot always make a difference between fantasy and reality. (Gillibrand, 2016)
Research shows that media does have a profound effect on antisocial and aggressive behavior (Murray, 2008) but there is no research that suggests media can be solely blamed for an aggressive or violent act. On average, children in the US aged between 8 and 18 years old spend a massive amount of 7 hours a day engaging with different media platforms. This led to parents, governments and paediatricians being increasingly worried about media exposure. (Anderson et al., 2015) Gentile (2011) conducted a study involving 430 children and collected data in a three-year period. They wanted to find out whether both physical and relational aggression were influenced by the media. Their findings supported their hypothesis.

According to Kirsh (2012), media consumption assessments usually do not record the content of the media but Wilson et al. (2002) stated that about 69% of the programs that were aimed at 12 years old and under contain violent acts or aggressive acts with an average of fourteen acts per hour. Even movies that were rated G (general audiences, all ages admitted) that are supposed to be free from any kind of violence contain some kind of violence or aggression. Yokota et al. in 2000, assessed 74 G-rated movies and found that with an average of nine and a half minutes per movie (ranging from 6 seconds to 24 minutes), every single one of them contained at least one violent act. In 64% of these was a character who celebrated their violent act (with laughing or cheering). Only 32% had some kind of verbal message about non-violence. Their study showed that “bad” characters were more likely to die following their injuries. They also pointed out that less than half of the asked parents supervise their children watching television even though it has been pointed out that adult commentary can be very helpful to children to understand and rationalize what they are watching and help them to realise how these situations could have been resolved without using violence. (Yokota et al., 2000) Parent commentary could work as a protective factor to aggression and violence (Anderson et al., 2017)
Also, in the 21st century, video game violence just adds to the concerns about media violence and its effects. (Murray. 2008) The average time spent playing video games increased significantly in the last ten years. While in 1999, the daily average was 26 minutes, in 2010, this increased to 1 hour and 13 minutes. Also, more kids are playing on a normal day. In 1999, 38% of them, and in 2010, this number increased to 60%. They also tend to play 54 minutes longer in one go than they used to in 1999. (Rideout et al., 2010). Video games have the potential to teach positive and negative behaviour as well. Playing violent video games increases aggressive thoughts and feelings, physiological arousal and decrease prosocial behaviour and empathy. Video games’ effect on aggressive behaviour can occur from as little as 1-time exposure (in laboratory settings). (Anderson et al., 2017). VR (virtual reality) games provide a new field for research in this area. Its thought that because of the more realistic nature of VR games, it may increase physiological responses and emotional arousal. But there is very little research about this part of video gaming, requiring more future research (Ferguson et al., 2022). Although Suls et al., 2020 (as cited in Ferguson at al., 2022) argued that there was not enough evidence to prove that there is a link between real world violence and aggressive video games but they can increase aggressive behaviour. Ferguson (2022) also argued that competitiveness and difficulty actually have more to do with the relation between aggression and video games than the content.
In 1993, Robert Thompson and Jon Venables murdered a two-year-old little boy, James Bulger, in Liverpool, England. They were ten years old at the time. In the trial, it has been implied that watching violent movies could partly explain their behaviour but it is never actually been accepted or presented as evidence.
In 1999 Eric Harris and Dylan Klebold killed 12 students and a teacher before they committed suicide. The movies, songs, and video games ( Doom, for example) were discussed later and the general opinion was that through these media violence did contribute to the killing.
In 1974 William Andrews and Pierre Dale Selby took hostages in a Hi-Fi store (hence it’s called as the Hi-Fi murders) and forced them to drink Drano as they saw it in the movie called Magnum Force. This is called the copycat element of the crime and it draws attention to the possibility of a relationship between media violence and real-life aggression.
It can be argued that individuals are likely to act aggressively when they got inspiration from the media, but media is not solely responsible for aggression (Brewer, 2011). Not everyone going around and murder people just because they have been watching a violent movie or listening to a violent song. 
Many theories try to explain how media effects behaviour. These are the theoretical framework to understand the effect of violent media. (Anderson et al., 2017)
Social learning theory, for example. Social learning theory is about how environmental and cognitive factors affect behaviour. Albert Bandura illustrated this in his Bobo doll experiment, observing how children imitate and copy their models’ behaviour. Children were most likely to copy the models’ behaviour when it did not bring any punishment. This is really important as in TV for example, less than 20% of the violent acts gets punished. (Wilson et al., 2002). Freedman (2006) criticized the Bobo doll experiment as an adequate measure of aggression as everyone knows what a Bobo doll is. It is a toy that if you hit, will bounce back. He suggested that not hitting or kicking a Bobo doll is just like if you have a football and do not kick it. He suggested it does not reflect real-life aggression.
Another theory is script theory, it focuses more on how violent media influences people's thought processes. (Brewer, 2011). Scripts develop from observational learning and experience. But scripts not only guide behaviour they thought to cluster together so they can form a network of social behaviour highlighting similar actions. Huesman also argued that aggressive scripts are not changing. Once they are there, they will repeatedly power aggression.
Another factor is cognitive priming. Berkowitz in 1984, proposed that cognitive priming is an explanation of the short-term effect of media violence. Priming refers to when media communications through movies or videos for example, activate violent thoughts or ideas, and these can lead to anger on wanting to hurt someone. (Berkowitz, 1984). The majority of laboratory-based experiments showed that being exposed to violent media communications caused increased aggressive thoughts, feelings, and behaviour. (Anderson et al. 2017) 
Although Freedman (2006) claimed that measuring aggression in a laboratory setting is questionable for ethical, moral, and practical reasons, the experimenter cannot stand and watch participants beating up each other. Therefore, these experiments in order to measure aggression sometimes define it as a not actually aggressive behavior, especially with children – pop a balloon, for example-.
Another theory is desensitization. Murray (2008) suggested that being exposed to violent media repeatedly over a long period of time can decrease emotional arousal toward violence. Repeated exposure make people less sensitive to the pain and suffering of others (Anderson et al., 2017). While there is little laboratory evidence for this, a good example supporting desensitization has been brought up by Emmy Thamakaison (2020) regarding high school shootings in the US. She said that because of the massively increased number of these events, society suffered social desense towards these actions, one could say the audience normalized that these can happen, and the news coverage of the events are much less than before.
Anderson’s general aggression model (GAM) states that there is a difference between the long- and short-term effects of media violence. In the short-term media can affect arousal and aggressive thoughts and feelings and these van influence the aggressive behaviour. Violent media exposure makes aggressive behaviour more likely by strengthening the individual’s already existing aggressive or violent scripts. According to the GAM, in the long term, repeated exposure to media violence over a more extended period of time can cause reinforcement of aggression-related structures such as aggressive and violent act towards others, positive attitudes towards using violence, and it can strengthen the belief that aggressive solutions are actually appropriate and effective. (Gentile, 2011)
In conclusion, media violence effect on behaviour is an existing phenomenon, but the research in this field has much more to explore. Media is getting increasingly important in our everyday life, and children and adolescents use more media platforms every day. Video games and virtual reality games give a whole new area for research. The findings are still controversial, but one thing we have to accept is that media does have a profound effect on our behaviour, not only regarding aggression.
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