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Following the study, the children were left to play with a
selection of different toys & the doll.

The children that had been exposed to the aggressive
behaviour towards the doll, showed a significant aggressive
response in how they played with their toys & the doll. The
children began to mimic what they had seen, by
aggressively attacking the doll. Some children had even
shown interest in a toy gun, and imitated shooting the doll
— which they had not seen throughout the study.

However, the children who had not been exposed, did not
interact with the doll in an aggressive manor.

The findings supported Bandura’s theory of social
learning.

Albert Bandura
— Social
Learning
Theory. (1963)
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Video Games.

The first video game craze began with the 1976
arcade game ‘Death Race’. With controversy
beginning with the cabinet art of skulls. The
gameplay content was based off the cult
movie, in which players scored ‘points’ for
‘running over pedestrians.

The health & safety advocacy deemed the
game unfit, and the game was pulled from
arcades with immediate affect. The Health and
Safety Advocacy expressed concerns that the
motives of the game could potentially teach
motorists to ‘kill pedestrians.
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Video Games:

2013 saw the release of one of the highest grossing games, Rockstar’s Grand Theft Auto V
with over 100 Million copies sold. The game itself is rated Mature, with the intended use for
players over the age of 18.

GTA V is one of the most interactive games, with the story line & outcome dependant on the
players key input throughout. Alongside this, the graphics and expression of the characters
make the game extremely realistic.
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Crimes Linked To Game.

Due to the realism of the game’s content, there have been crimes — particularly in young
people who have sought to discover if the crimes are ‘just as fun in real life’.

One example of this, student Zachary Burgess stole a pick-up truck.
Burgess caused damage to 9 cars, causing injury to 2 people.

When questioned Zachary expressed that GTA V had inspired his crimes, and admitted
he had failed to distinguish between phantasy and reality.





image9.png
Teen’s imitate character behaviour.

Another example of the realism of game-play effecting real life behaviour shows
when a group of teens embarked on a GTA V themed crime spree.

¢ This began in a supermarket, where the teens violently mugged a man.

& They then broke into a separate property where they obtained weaponry such as
crowbars.

Lastly, they recreated a typical mugging scenario in the game, where they mugged a
woman in her car.

When interviewed, the teens expressed that they were motivated by GTA V.
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Call Of Duty.

& On par with GTA V, the Call Of Duty franchise is just as popular with 100 million copies
sold. Since the original release in 2003, there are now 17 Call Of Duty games.

& The game-play content includes a first-person shooter point of view.

& Originally WW2 themed. Again featuring many violent, graphic realistic scenes.
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Nikolas Cruz.

Unfortunately, the popularity of the Call Of Duty franchise has caused few fans of the
game to become very dissociated with reality.

Nikolas Cruz, a 19 year old Male was known to play up to 15 hours of the game every
single day.

With teachers at his school, noticing a change in behaviour and socialising — they soon
discovered the nature of the game that Cruz would be investing most of his time in.

With growing concerns, they expressed their worries to Nikolas’ parent/guardian. His
mum struggled to limit his time playing Call Of Duty.
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COD
Influenced
school shooting.
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Nikolas Cruz had reportedly had a long & well
documented struggle with mental health.

Friends, family & teachers expressed that Cruz had an
‘obsession’ with death, violence & guns.

In February of 2019, Nikolas Cruz aged 19 fatally shot
17 high school students and staff & injured a further
17.

Investigations into Nikolas and the nature of his
crimes revealed a significant link between the Call Of
Duty video game, and Nikolas’ mental state.
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Conflicting studies.

& Following a school mass shooting in 1999, a study was carried out involving children in
2000 with the purpose of testing if there is an increase in aggression from violent video
games.

& The children were separated in to 2 groups. The first group played a none violent game,
whereas the 27 group played a violent/aggressive game.

& The children were then subject to a time-reaction test in a competitive setting. The winner
would then get to ‘punish’ their opposition with a loud burst of audio.

& The children who had played the violent game, gave their loser longer & louder bursts of
audio.
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Study 2.

& A 2006 study featuring 44 children split into two groups — the first group would play a non-
violent racing game called ‘Need For Speed’.

& The second group played a violent ‘Medal Of Honour’ a first-person POV shooting game.

& After the games, the children received brain scans. Upon assessment the scans showed that
there had been activity in the Amygdala, suggesting emotion stimulation. And decreased
activity in the Prefrontal lobe, meaning less regulation of inhibition, self control and
concentration. These results were not present in the children who had played the non
violent video game.
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Do video games cause aggression?

Studies on children’s exposure to violence have many conflicting studies and opinion, no
studies do date can accurately measure youth violence.

The studies noted do not take into consideration many several factors such as:
Upbringing, social surrounding, genetics.

Media exposure is not predictive of aggression and violence.

Conflicting criminal data, no huge surge of crime in the UK.

America data in decline.

Classical conditioning present in gaming, repetition/reward.
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Children/Young people.

MOST VIDEO GAMES TEND TO FEATURE.
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In 1963 Albert Bandura conducted the ‘Bobo Doll’ study.
The study entailed 66 children, separated into groups of
3 with 3 varying conditions. The 3 sets of children would
be exposed to the ‘model’ (an adult) attacking the doll in
a hostile manor, kicking, punching and throwing the doll.

Condition 1 — Saw the adult model, be rewarded for their
hostile behaviour by another adult.

Condition 2 — Saw the model be ‘punished’ for their
actions towards the doll.

Condition 3 — Saw no reward or punishment.

Albert Bandura
— Social
Learning

Theory. (1963)





