Aggression presentation Link

Aggression Presentation final.pptx

Script
Discussion on the extent to which various forms of media may influence aggression or violence in an individual.

Introduction
Media, encompassing television, film, video games, and the internet, plays a significant role in shaping societal perceptions and behaviours. 
Brewer, (2011), states that media psychology is a diverse, ever-changing area of psychological research. The potential impact that media can have on individuals as well as media content has now begun to gain widespread public interest, with the relationship between media and aggression being a topic of interest for psychologists, policymakers and the public for decades. 
Today the media is everywhere and is far more accessible to everyone with its influence stretching far and wide, 24 hours a day making it almost unavoidable, with the many forms available including newspapers, radio shows and social media. Each form can provide information as well as entertainment and can be used as a communication tool. With the rise of various forms of media, including television, movies, video games and social media, concerns about their influence on aggressive behaviour have become more prominent.
According to Rideout, (2016), Adolescents in the US spend an average of 4.5 hours per day watching TV, this is approximately 1/3 of their waking hours! this statement begs the question;
Does the media influence aggression and violence in an individual?
Anderson and Bushman, 2002, define aggression as
‘Behaviour which causes intentional harm to another person.’ 
This presentation aims to explore different psychological theories and evidence regarding the extent to which media can influence aggression and violence in individuals, looking closely/focusing on the social learning theory, general aggression model and desensitisation.


Social learning Theory
Firstly, we will look at Bandura’s Social Learning Theory. 
Although many theoretical perspectives try to explain the relationship between media violence and aggression, Bandura’s Social Learning theory is one of the most influential and proposes that individuals learn through observation and imitation. According to Bandura’s theory exposure to aggressive behaviour in the media can lead to the imitation of such behaviour in real life.
There have been many studies that have supported this idea with a famous study being that of the Bobo doll experiment conducted by Bandura et al, (1963). The experiment consisted of children being placed in various situations involving a Bobo doll. Some of the children were exposed to adults acting aggressively towards a Bobo doll while some observed the adults acting non-aggressively to the Bobo doll by ignoring it. The children were then roused by being shown attractive toys before being told they were not to touch them. The children’s behaviour was then observed in a room with more toys. The children who had observed aggressive behaviour towards the doll imitated the aggressive behaviour in contrast the children who observed non-aggressive behaviour were significantly less aggressive. The study conducted that children who observed aggressive behaviour towards the doll were more likely to imitate the behaviour themselves, therefore suggesting that observing aggression and violence through the media could encourage or influence a person to imitate the behaviour themselves, (Brewer, 2011). 
Strasburger et al, (2014) stated that Bandura (1965) posed that children can learn equally from a filmed model as from a real person. It was suggested that media could also encourage children to act aggressively in different ways from what they had observed. 
In an extension of his work on social learning theory, Albert Bandura experimented with nursery children to explore the effects of observing aggression in cartoons. This study aimed to determine whether exposure to violent cartoon characters would similarly influence children's behaviour to observing real-life aggression.
In this experiment, children were divided into groups and shown either a violent cartoon or a non-violent cartoon. After watching the cartoons, the children were placed in a room with a variety of toys, including aggressive toys (like mallets) and non-aggressive toys.
The findings revealed that children who watched the violent cartoon were more likely to engage in aggressive behaviour with the toys, such as hitting and aggressive play, compared to those who watched the non-violent cartoon. This indicated that even animated depictions of violence could lead to the imitation of aggressive behaviours in children.
This experiment reinforced the principles of Bandura's social learning theory, demonstrating that children can learn and imitate behaviours not only from real-life models but also from fictional characters in media. It highlighted the powerful influence of media on children's behaviour and supported the idea that exposure to violent content can contribute to the development of aggressive behaviour through observational learning.
There are however some limitations of this theory, according to Tremblay, (2000), they believe that the theory does not fully account for biological factors or innate predispositions that could potentially influence behaviour. Additionally, it sometimes oversimplifies complex behaviours by attributing them solely to social learning theory.

Richard.E.Tremblay
Tremblay’s, 2000, work often intersects with Bandura’s Social Learning Theory.
Tremblay’s research highlights the importance of considering biological factors as well as environmental factors in understanding aggression and anti-social behaviours, with the findings showing that there are biological predispositions, such as genetic factors and neurobiological differences. These can influence an individual’s tendency for aggression.
Tremblay, however, also emphasizes the role of social factors, such as parenting styles, peer influences and socioeconomic status in shaping behaviour.
Tremblay indicated that most children go through various stages of aggressive behaviours. Beginning with physical aggressing during infancy, which usually reaches its peak by age two, followed by verbal aggression once they begin to talk, due to learning to inhibit aggressive impulses through socialisation.

The General Aggression Model
The General Aggression Model that was proposed by Anderson (Anderson and Bushman, 2022, 2018), suggest that; 
“The interaction between individual variables, for example, attitude towards violence and situational variables such as contact with real-world violence or media containing violence affects one’s internal state, then influences cognition, emotional experience and physiological arousal”.
Allen, 2018, defines the General Aggression Model as 
“Comprehensive, integrative, framework for understanding aggression”.
This Model emphasizes three steps leading to aggression and states that the continuing cycle of these steps will create a cycle of escalation of violence and will constantly increase the possibility of aggression.
It takes into consideration the roles of various factors in aggression including biological, social, cognitive, personality and developmental, (Allen, 2018).
Allen, 2018, explains, “Proximate processes of GAM detail how a person and situation factors influence cognitions, feelings and arousal, which in turn affect appraisal decision processes, which in turn influence aggressive or non-aggressive behavioural outcomes”. 
Each iteration of proximate processes is a cognitive process which influences the development and accessibility of aggressive knowledge structures. The distal processes of the GAM explain how biological and enduring environmental factors can impact personality by altering knowledge structures.
GAM has been used to aid in the understanding of aggression in various contexts including media violence effects, and comprises many theories of aggression including, -cognitive neo association theory, social learning theory, script theory, excitation transfer theory and social interaction theory.
Allen, (2018) believes that the unification of these theories, GAM enables a broader framework in various understanding of aggression. 
The model suggests that human aggression is significantly shaped by cognitive framework, impacting various social aspects such as perception, interpretation, decision-making and actions. Key elements include beliefs and attitudes, perceptual patterns, expectations and behavioural patterns.
These cognitive frameworks are formed through lived experiences and can impact perception across various levels, from basic object recognition to understanding intricate social situations. With repetition, these frameworks can become automatic, such as behavioural scripts, and comprise both cognitive and emotional elements. For instance, anger often intertwines with biases in interpreting ambiguous situations as hostile, known as hostile attribution biases.
Anderson et al, (2010), believe that due to the multiple factors approach applied by the GAM, there are similarities to recent advances in developmental theories that aim to understand differences in individual development through the risk and resilience approach. This approach looks at the varying life experiences that children are experiencing, to which could potentially increase the risk of maladaptation and the elements in place to protect children from exposure to these risks.
The risk and resilience approach could aid in the explanation of why some children may portray greater effects of media violence than others. 
In brief, exposure to media violence can be deemed as a risk to all children, although some children could have the effects reduced due to protective factors in place, others may have other risk factors that could increase the effects of media violence.



Desensitisation
Krahé et al, (2011), state that the evidence on short-term desensitisation effects in environmental settings is not as clear.
Carnagey and Anderson, (2005), believe that repeated exposure to violent media can lead to desensitisation. This means that individuals become less sensitive to and more tolerant of aggressive behaviour.
Desensitisation has the potential to increase the likelihood of an individual engaging in aggressive acts. 
Previous studies have shown that frequent exposure to violent media is associated with decreased physiological arousal and emotional responsiveness to violence.
In research by Carnagey et al, (2007), it was demonstrated that people’s physiological arousal/response to real-life violence decreased after playing a violent video game in contrast to those who played a non-violent game,
On the other hand, Funk et al, (2003), discovered no signs of immediate desensitisation (such as decreased empathy towards others needing assistance) among the children who played a violent video game compared to those who played a non-violent game.
Ballard et al, (2012), discovered indications of physiological desensitisation during a 3-week gaming period but did not observe varying levels of desensitisation based on whether participants played a violent or non-violent game.
Conclusion
In conclusion, the exploration of various psychological theories and empirical evidence highlights the significant role that media plays in influencing aggression and violence in individuals. Media, encompassing television, film, video games, and the internet, is pervasive and accessible, shaping societal perceptions and behaviours (Brewer, 2011). Given the average time adolescents in the U.S. spend watching TV (Rideout, 2016), understanding the impact of media on behaviour is crucial.
Bandura's Social Learning Theory suggests that individuals learn through observation and imitation, suggesting that exposure to aggressive behaviour in the media can lead to the imitation of such behaviour in real life (Bandura et al., 1963). This theory is supported by experiments demonstrating that children who observe violent behavior are more likely to act aggressively (Brewer, 2011; Strasburger et al., 2014). However, this theory has limitations, as it does not fully account for biological factors or innate predispositions, highlighted by Tremblay's (2000) research, which emphasizes the interplay of biological and social factors in understanding aggression.
The General Aggression Model (GAM) offers a comprehensive framework for understanding aggression, integrating various factors such as biological, social, cognitive, personality, and developmental influences (Anderson and Bushman, 2022, 2018; Allen, 2018). This model explains how interactions between personal and situational variables affect internal states, which in turn influence behaviour. It suggests that repeated exposure to media violence can lead to the development of aggressive knowledge structures and behavioural scripts, increasing the likelihood of aggressive behaviour (Anderson et al., 2010).
Desensitization theory, as explored by Carnagey and Anderson (2005), suggests that repeated exposure to violent media can lead to a decrease in sensitivity to real-life violence and an increase in tolerance of aggressive behaviour. Research by Carnagey et al. (2007) supports this, showing decreased physiological arousal to real-life violence after playing violent video games. However, studies by Funk et al. (2003) and Ballard et al. (2006) present mixed findings, indicating no immediate desensitization in children and varying levels of desensitization based on game content, respectively.
Overall, while media exposure can influence aggression and violence through mechanisms like social learning, desensitization, and cognitive changes, the extent of this influence is moderated by individual differences and contextual factors. This underscores the need for a multifaceted approach in understanding and addressing the impact of media on aggressive behaviour.
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