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To what extent does the media contribute towards violent and aggressive behaviour in an individual?

This essay discusses probably the most significant research area in media psychology: the influence of exposure to the media on violent and aggressive behaviour. Furthermore will try to find the answer to what extend media contributed to aggression and violence in human behaviour. Above all, one of the more comprehensive entertainment sources such as video games and television will concentrate.
Exposure to television and video games, especially those violent ones, is among the most researched, particularly related to their impact on violent and aggressive behaviour on children and adolescent. That topic often leads to disagreement in research and seems that is changing during the last years. This essay will compare different studies and meta-analyses that accumulated the findings from different researches where some of the evidence conducted violent in media with aggressive behaviour and others not. Moreover, It will look at exposure to violent media from the General Aggression Model (GAM)in view from cognitive, script, developmental and social learning perspectives.
For many years, researchers continue to examine the influence of violence in television on different age individuals, particularly children and adolescents. Researches often linked the relationship between exposure to violent media and effects on individual behaviour. That effect can result in an increased defiance level, challenging relationship with others  and increased level of desensitisation (Wiedeman A,2015)
The research underlines aggression as intent behaviour to cause harm to another individual, but violence is much more than that. Violence is always an aggressive act that is extremely harmful and can cause the death of the target (Anderson&Bushman,2002). 
According to Houseman and Miller (1994), social behaviour related to aggression is caused by individual differences and can be identified in children's first years of life. By the age of six, children already own some aggressive patterns of behaviour to interact with others, and by the age of eight, they have adopted more or less aggressive characteristics. That aggression seems to be stable during adolescent and predict adult aggressive and violent behaviour. The factors that influence this type of behaviour are often a product of genetic and environment interaction; however, researches argue that learning experience in childhood and exposure to aggression and violence, including that in media, can be a key to aggressive  responses and aggressive behaviour (Huesmann&Miller,1994)
Anderson and Bushman (2002) General Aggression Model considers the individual characteristics, genetic predisposition to aggression, personality, beliefs, and attitudes. Furthermore, the model considers the situation features such as provocation, aggressive cues, frustration, pain or drugs using. Both factors play a significant role in aggressive behaviour by influencing a person cognition and arousal.
The model measured person internal states such as angry feeling, aggressive thoughts, increased physiological arousal to how humans will behave, and their decision in a particular situation. GAM includes the basics theories of earlier psychologist models such as Social Learning Theory, Cognitive Neoassociation Theory and Script Theory. It looks at the effect of violent media on the short and long term from a nature and nurture perspective. Anderson and Bushman argue that psychological processes cause effects on exposure to violent media. Those processes are described as reactivation of already existing aggressive structure and scripts, mimicking aggressive behaviour or individual physiological changes in arousal.  (Anderson&Bushman,2018).
In Social Learning Theory, Bandura (1977) explains aggression by asserting that young children will imitate behaviour they will see, and observed behaviour can contribute to their learning. That phenomenon includes aggression and violent presented in media, which may encourage children to act aggressively. According to Bandura, to reproduce viewed behaviour, four cognitive processes need to be involved, such as attention, retention, reproduction and motivation. During the development process, children are exposed to many different behaviours, but if they are often exposed to a specific behaviour, they may generalise and adopt values and beliefs supporting that behaviour. 
On the other hand, the Script Theory anticipated that by repeated exposure of children to violent media, they learn aggressive script that can be retrieved in the future and guide their behaviour. Those cognitive scripts are associated with the semantic memory model and reactivated if a similar situation occurs. When a script is developed and well know after several rehearsals can be performed automatically without thinking. The theory considers a significant long term relationship between child exposure to the violence and construction of their cognitive structures, contributing to their future aggressive behaviour. The theory does not consider the significant impact of exposure to violence in media on adults and underlines the parents' important role in support children to control their behaviour and help them find appropriated social behaviour (Huesmann&Miller,1994).
Moreover, Houseman (1986) added that children might learn aggressive script through different situation and trying different response strategies, but only the aggressive ones result in positive reinforcement. In other words, a child who solves social problems successively by using an aggressive response is more likely to use aggression in similar events in the future. The author suggested that the most vulnerable group exposed to media violence are children under 11 years old because young children can find it difficult to separate fantasy from real life.
According to Anderson and Bushman (2002), Cognitive Neoassociation Theory proposed by Berkowitz emphasises the role of events such as provocation or frustration in producing aggressive behaviour. Unpleasant experiences automatically rouse in individual several thoughts and memories associated with fight and flight reaction. In other words, a particular event can be associated in memory with specific cognitive and emotional responses.
All theories mentioned above agreed that cognition plays a significant role in maintaining individual aggressive behaviour.
Many different types of research design and meta-analyses support the hypothesis that exposure to violent video games and television violence increases individual short and long term aggression. Anderson and Bushman (2015) illustrated different studies to provide a piece of strong evidence for that statement. Experimental studies have explored a level of aggression immediately after exposure to a violent video game. The result of the experimental study displays a higher level of aggression in players. The next type of research is field experiments that allow research to provide a more realistic setting to participants; however, according to the research, they demonstrate similar effects of aggression on participants to those participating in experiments. Research shows that boys who were viewing violent movies before they went to sleep displayed more verbal or physical aggression to their peers. Evidence of the long term effect of violent media on aggressive and violent behaviour coming from longitudinal studies. One research presents that children exposed to violent media in age 8 to 10 behave aggressively even after 15 years. Following other comprehensive longitudinal research confirm that the habit of viewing violent television in childhood predicted aggressive behaviour in adulthood. That behaviour was including abuse in marriage and criminal behaviour. Researches argue that high consumption of violence in media linking to desensitisation. Viewers become less physiologically aroused when exposed to real violence; they also notice decreasing empathy levels to the victim. However, it is essential to add that television viewers choose self-interpretation as a killer or victim, unlike in violent video games when playing from the killer perspective (Anderson&Bushmann.,2015).
In one study on adolescent youth with a criminal history living in residential placement, researches used different measure to find the collaboration between violent video games an violent behaviour, including psychopathology. Age of participant, their sex, race, history, time of media consumption and psychopathic personality were controlled by researches during the experiment. The studies illustrate that some of the participants spent nearly  40 hours using electronic media per week, and does ones with pre-existing psychopathology tendencies are particularly at high risk of a deleterious effect of violent video games. Researches emphasise that guardians of young people should be aware of the time children spent playing violent video games as consumption time is a significant risk factor in creating violent behaviour (DeLisi et al., 2012).
Researchers argue that children who play violent games show more aggression compare to those who played nonviolent games. Evidence to support this thesis is from a different study investigating video games' priming effect on girls and boys aged 9 to 12 from China. Children have been asked to play two video games for prominently 15 minutes; however, just one of the games included violent verbal and physical abuse content. At the end of the experiment, children complete several questionnaires and tasks to assess the game's violence. Researches have also looked for any differences between participant that can occur after an experiment. The study results show a primed aggression effect in children who played the violent game in contrast to those who played a nonviolent game. The significant differents has been noted in aggressive behaviour in gender. Boys presented more aggressive behaviour after exposure to violence than girls; however, it was assumed that boys, in general, could be more physically aggressive than girls, emphasising the puberty period. Moreover, children with high aggressiveness feature were observed more aggressive than others. This study considers the situation, in this case, video games and individual variables such as gender, age and personality as factors responsible for aggressive behaviour after exposure to violent video games (Zheng, J.&Zheng, Q.,2016).
The longitudinal study analyses the impact of media on preschool-age children by using a questionnaire from their parents and teachers. There was no significant difference in the consumption of television by girls and boys. The average time children watched television programs was noted by 12 hours a week were children been exposed to a different type of children shows; however, most of the time, they viewed educational programs. Research finds significant differences in exposure to media on gender and the exposure time at an early age. Moreover, researchers conclude that children are exposed to aggression even in educational programmes during early childhood, but even they attend to watch the same television shows that boys and girls learn different behaviours and schemas. Girls' high amount of viewing media was associated with relational aggression and verbal aggression in contrast to boys, which present more aggression types, primarily physical. It can be assumed that children identify themselves with the same gender model of media characters. Parents must be monitoring the children exposure to media as well as the content of viewing television. The study illustrates that preschool children who are highly exposed to media, regardless of the content, can learn prosocial behaviour. Young children may have an issue to understand information content and time understanding plots they see in media as older children and adults do (Ostrov et al.,2006)

Researches often concentrated on the negative influences of violent video gaming, but some recent evidence presents a positive effect of gaming on human’s well-being. Those studies suggested that gamers well-being are moderated by many other variables, such as motivation, physical activity, and social interactions. Online gaming involves people to play with others creating a team with similar or the same goals. According to research, social gaming has a positive psychological benefit on individuals' well-being because it encourages positive interaction between players, which can lead to a high level of enjoyment and, at the same time reducing the level of aggression. Playing with others online can also positively affect prosocial behaviour for those with psychological difficulties or remote locations. The new generation games also involve gamers' physical activity, such as Wii or Xbox Kinect, where players are prompted to exercise instead of using the consoles. Those type of activity leads to a higher level of enjoyment and improving physical health (Halbrook Y.J.,2019).
An interesting recent study that provides strong evidence against the argument that the introduction to aggressive video games influences aggression and violence in youth comes from the study on children in Singapore. Researches used different preregistration and standardised measures to study a sample of 3034 youth from primary and secondary schools; most of them were male from China. The study results show no link between exposure to aggressive video games and aggressive behaviour even two years later in youth. Moreover, the research suggested that even participant will continuously play during the day, there is not enough time to produce significant aggression. Furthermore, according to experimenters, video games do not contribute to real-life aggression (Ferguson, C.J. 2019).
Not link was fund between aggressive video games and violent crime or aggressive and violent behaviour in the United States, Australia and Sweden studies. Research indicates reducing violent crime related to releasing aggressive video games by keeping children occupied in their homes instead to be involved in violence in real-life settings. Not sufficient evidence has also been concluded in meta-analyses between video games and aggressive behaviour in individuals. Moreover, the American Psychological Association stated that aggressive video games could be linked to aggression but not to violence; however, they been criticised for that statement(Ferguson, C.J. 2019).
Other research presented evidence that other socio-ecological factors such as resilience and upbeat parenting style can reduce the harmful effect on exposure to aggression and violence in the media towards bullying in school (Moon, Lee, 2019).
A recent study criticises the previous research design to examine the connection between violent video games and aggressive behaviour. Researches used a different method to assess the level of aggression in adolescents, and instead of asking participants about the presence or the absence of aggressive behaviour, researchers relied on their carers. Previous research expected participant to judge video game and their aggression subjectively. However, recent research argues that this can may introduce a level of confusion because of underlying participant differences in aggressive perceptual biases. The study used a massive sample of British adolescents who play violent video games, and researches used the report's methodology to determine the effect on players aggressive and antisocial behaviour. They find no link that exposure to violent games relates to aggressive behaviour (Przybylski&Weinstein.,2019). 

In conclusion, this essay presents many years of different research types for studying the relationship between television or video games and aggressive and violent behaviour on children and adolescents, showing that no one factor is sufficient to produce violent and aggressive behaviour. However, exposure to violent media and aggression has seemed like one of the potential contributors to developing aggression, and violent behaviour in children is not enough to do so without social acceptance, unappropriated reinforcement or pre predisposition.
Several learning theories and the General Model of Aggression illustrate that child aggression may increase after repetitive exposition to violent, but even those theories emphasise the individual cognitive state as a key to demonstrate violent and aggressive behaviour. The role of environmental, culture, cognitive differences, and parents or guardians supervision is essential to control content viewing and media consumption by children and adolescents.
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