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APA confirms link between violent
video games and aggression

According to a new American Psychological Association (APA) task force
report, violent video game play is linked
to increased aggression in players but
insufficient evidence exists about whether
the link extends to criminal violence or
delinquency.
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aggressive behavior, aggressive cognitions
and aggressive affect, and decreases in
prosocial behavior, empathy and sensitivity
to aggression.”
The task force’s review is the first in this
field to examine the breadth of studies
included and to undertake multiple
approaches to reviewing the literature.

The task force conducted a comprehensive
review of the research literature focused on
violent video game use that was published
between 2005 and 2013. This included
four meta-analyses that reviewed more
than 150 research reports published before
2009. Task force members then conducted
both a systematic evidence review and
a quantitative review of the literature
published between 2009 and 2013. This
resulted in 170 articles, 31 of which met all
of the most stringent screening criteria.

“Scientists have investigated the use of
violent video games for more than two
decades but to date, there is very limited
research addressing whether violent video
games cause people to commit acts of
criminal violence,” said Mark Appelbaum,
PhD, the task force chair. “However, the
link between violence in video games and
increased aggression in players is one of
the most studied and best established in
the field.”

In the report, the APA Task Force on
Violent Media says that “The research
demonstrates a consistent relation between
violent video game use and increases in

“No single risk factor consistently leads a
person to act aggressively or violently,”
the report states. “Rather, it is the
accumulation of risk factors that tends to
lead to aggressive or violent behavior. The

research reviewed here demonstrates that
violent video game use is one such risk
factor.”
In light of the task force’s conclusions, APA
has called on the industry to design video
games that include increased parental
control over the amount of violence
the games contain. APA’s Council of
Representatives has adopted a resolution
encouraging the Entertainment Software
Rating Board to refine its video game
rating system “to reflect the levels and
characteristics of violence in games, in
addition to the current global ratings.”
In addition, the resolution urges developers
to design games that are appropriate to
users’ age and psychological development,
and voices APA’s support for more research
to address gaps in the knowledge about the
effects of violent video game use.
www.apa.org/news/press/
releases/2015/08/violent-video-games.aspx
See P2 for an editorial on this topic.
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On August 13, the American Psychological
Association Task Force on Violent Media
delivered its review of the research on violent
video game use (see P1). Their main finding was
that playing violent video games is associated
with increases in aggression.
Predictably, their findings have come under
attack by the naysayers, including the evervocal US critic Christopher Ferguson. In a
report in Newsweek, Ferguson is quoted. “It felt
right from the start that the task force wasn’t really
designed to be an objective review.” “I’m not saying
the individual task force members were acting in
bad faith,” he adds, “but I think they were selected
because their opinions were pretty clear going in.”
[http://www.newsweek.com/apa-video-gamesviolence-364394]
Members of the taskforce have rejected these
criticisms, with one quoted as saying “unlike some
critics of the task force, my professional reputation is
not based on violent video game research and I have
no financial stake in selling violent video games. My
main area of specialty is family violence research.”
She added that she has never received any money
connected to video game research.
Ferguson continued to play the man, quoted
“We’re talking about an organization that was caught
colluding in the real torture of real people in real life
and now they’re turning around and wagging their
hand about people playing video games?”
US psychologists say that even though some
leaders (who’ve since left) may have made bad
decisions, it is important to understand that no
one on the task force that investigated video game
violence has any position of leadership in APA or
had anything to do with this other controversy.
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Julie Robinson, Pam Simmons & Elizabeth Handsley

It was a great pleasure to present with Dr Julie
Robinson at the recent ACCM seminar Marketing
to Children: Resisting the Pressure hosted by
Highgate School in Adelaide. Julie provided a
lucid discussion of the well-known psychological
literature about children and advertising, as
well as introducing the audience to some new
findings. The audience were left with a very
clear understanding of young children’s inability
to separate advertising from program content
and the difficulties even older children have in
decoding the selling intent behind advertising.

What we need to know is that the
APA findings are robust. The APA
panel is comprised of distinguished
psychological researchers, who
have never done research on violent
video games, but are some of the
top experts in the world on social
behaviour, media effects, research
methodology
and
statistical
analyses.

Barbara Biggins
OAM
Hon CEO

Scholars in the field say that the APA report
provided a reasonably balanced reporting on the
findings, that was not extreme in any way.
One said he found the degree of vitriol it has
raised “to be frankly bizarre, and shows the power
and paranoia of those with money to make in the VG/
mass media industry.” He continued, “It appears
they won’t be satisfied with anything except a complete
(and entirely incorrect) statement that the science in
this area has no merit and that there is no evidence.
How ridiculous! Is advertising completely ineffective?
Are simulators, training videos and educational
media a complete waste of time? By the standards of
the naysayers this must be case, because apparently
media content can have no impact on the way people
think, feel or behave.”
I repeat the APA findings:
“there is convergence of research findings across
multiple methods and multiple samples with
multiple types of measurements demonstrating the
association between violent video game use and both
increases in aggressive behavior, aggressive affect,
aggressive cognitions and decreases in prosocial
behavior, empathy, and moral engagement”.
If we acted on them, we could reduce one
contribution to the use of aggression to solve
conflict. What are we waiting for?
The presentation represented an excellent
combination of scholarliness and accessibility.
I followed up with a review of the Australian
regulatory system for protecting children in
relation to advertising and marketing, pointing
out its many gaps and weaknesses. I also invited
the audience to reflect on the fact that ‘parental
responsibility’ is so often the fall-back position
when these matters are discussed, and to question
just how meaningful a concept that is. I finished
by giving a few tips for parents and carers for how
they can help, including speaking with children
about what they are seeing; complaining if you
see something you think isn’t right; and of course
supporting ACCM.
An added bonus was having the evening chaired
by the SA Guardian for Children and Young
People, Pam Simmons, who demonstrated a keen
interest in the subject matter and contributed her
own insights from her many years of working
with children and families.
Congratulations to ACCM for organising an
excellent evening.
Elizabeth Handsley
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ADVERTISING

Boyland, E; Whalen, R. (2015)
Food advertising to children and
its effects on diet: review of recent
prevalence and impact data.
Pediatric Diabetes. Volume 16, Issue 5,
pages 331–337
Lapierre, M. (2015)
Development and persuasion
understanding: Predicting knowledge of
persuasion/selling intent from children’s
theory of mind
Journal of Communication Volume: 65
Issue: 3 Pages: 423-442
Uribe, R., Fuentes-García, A., 2015.
The effects of TV unhealthy food brand
placement on children. Its separate and
joint effect with advertising.
Appetite 91, 165–172.

COMPUTERS & INTERNET

Aboujaoude, E., et al. (2015)
Cyberbullying: Review of an old
problem gone viral.
Journal of Adolescent Health 57, 10–18.
Eynon, Rebecca; Helsper, Ellen
Family dynamics and Internet use in
Britain: What role do children play in
adults’ engagement with the Internet?
Information Communication & Society
Volume: 18 Issue: 2 Pages: 156-171
Rice, E; et al. (2015)
Cyberbullying perpetration and
victimization among middle-school
students
American Journal of Public Health Volume:
105 Issue: 3 Pages: E66-E72

MEDIA EFFECTS - EDUCATION

Dickey, M.D., (2015)
K-12 teachers encounter digital games:
a qualitative investigation of teachers’
perceptions of the potential of digital
games for K-12 education.
Interactive Learning Environments 23,
485–495.
Smeets, D. J. H.; Bus, A. G. (2015)
The interactive animated e-book as a
word learning device for kindergartners.
Applied Psycholinguistics Volume: 36
Issue: 4 Pages: 899-920
Moser, A., et al. (2015)
They can interact, but can they learn?
Toddlers’ transfer learning from
touchscreens and television.
Journal of Experimental Child Psychology
137, 137–155.

MEDIA EFFECTS - HEALTH

Boernhorst, Claudia; et al. (2015)
WHO European Childhood Obesity
Surveillance Initiative: associations

between sleep duration, screen time and
food consumption frequencies
BMC Public Health Vol: 15 ; Article 442
Cote-Lussier, C et al. 2015
Poor, unsafe, and overweight: the role
of feeling unsafe at school in mediating
the association among poverty exposure,
youth screen time, physical activity, and
weight status
American Journal Of Epidemiology Volume:
182 Issue: 1 Pages: 67-79
Franckle, R. et al. (2015)
Insufficient sleep among elementary and
middle school students is linked with
elevated soda consumption and other
unhealthy dietary behaviors
Preventive Medicine Volume: 74 Pages:
36-41
Hale, L; Guan, S. (2015)
Screen time and sleep among schoolaged children and adolescents: A
systematic literature review
Sleep Medicine Reviews Volume: 21 Pages:
50-58
Laurson, K; Lee, J; Eisenmann, J (2015)
The cumulative impact of physical
activity, sleep duration, and television
time on adolescent obesity: 2011 Youth
Risk Behavior Survey
Journal of Physical Activity & Health
Volume: 12 Issue: 3 Pages: 355-360
LeBlanc, A.G et al, ISCOLE Research
Group, (2015)
Correlates of total sedentary time and
screen time in 9–11 year-old children
around the world: the international
study of childhood obesity, lifestyle and
the environment.
PLoS ONE 10, e0129622.
Russell, C.A., Buhrau, D., (2015)
The role of television viewing and direct
experience in predicting adolescents’
beliefs about the health risks of fast-food
consumption.
Appetite 92, 200–206.

MEDIA EFFECTS - SOCIAL

Edwards, M. J. et al. (2015)
The influence of friends and siblings on
the physical activity and screen viewing
behaviours of children aged 5-6 years: a
qualitative analysis of parent interviews
BMJ Open Volume: 5 Issue: 5 Article
Number: e006593
Johnson, L; et al. (2015)
The association of parent’s outcome
expectations for child TV viewing
with parenting practices and child TV
viewing: an examination using path
analysis
International Journal of Behavioral Nutrition

and Physical Activity Volume: 12
Number: 70

Article

Vandenbosch, L., (2015)
Antecedents of adolescents’ exposure
to different types of sexually explicit
Internet material: A longitudinal study.
Computers in Human Behavior 50, 439–448.

VIDEO GAMES

Kowert, R., et al. (2015)
Psychosocial causes and consequences of
online video game play.
Computers in Human Behavior 45, 51–58.
Liau, A.K., Choo, H., Li, D., Gentile, D.A.,
Sim, T., Khoo, A., (2014)
Pathological video-gaming among youth:
A prospective study examining dynamic
protective factors.
Addict Res Theory 23, 301–308.
Lemmens, J.S., et al (2015)
The Internet Gaming Disorder Scale.
Psychological Assessment 27, 567–582.
Engelhardt, C.R., et al. (2015)
Acute exposure to difficult (but not
violent) video games dysregulates
cognitive control.
Computers in Human Behavior 45, 85–92.
Triberti, S., Villani, D., Riva, G., (2015)
Moral positioning in video games and
its relation with dispositional traits:
The emergence of a social dimension.
Computers in Human Behavior 50, 1–8.

VIOLENCE

Bushman, B.J., et al (2015)
There is broad consensus: Media
researchers agree that violent media
increase aggression in children, and
pediatricians and parents concur.
Psychology of Popular Media Culture 4,
200–214.

CONFERENCES
22nd World Meeting
International Society for
Research on Aggression (ISRA)
19-23 July 2016
University of NSW, Sydney
iec.mq.edu.au/research/cfrc/isra_2016

........................

Screen Futures Summit and Youth
Media Festival
1-3 July 2016
Melbourne
screenfutures.com
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WORLD NEWS
US organisation waits for funding
on violence links

Writing for Polygon, Brian Crecente reports that the US based organisation, Centers for Disease Control and Prevention is waiting to find out if the US federal budget will
include funds for research into the causes
and prevention of gun violence — including any possible link to video game usage.
In 2013, President Barack Obama called
for the CDC to conduct research into the
relationship between video games, media
images and violence. This was among 23
gun violence reduction executive actions,
known collectively as Now is the Time, included in a national televised address following the Newtown shootings in Connecticut. However, the request for funding
for the firearms research by the CDC was
cut from the financial year 2014 budget and
from the 2015 budget.
The $10 million request is renewed in the
upcoming 2016 budget.
h t t p : / / w w w . p o l y g o n .
com/2015/8/14/9156803/newtown-shooting-cdc-budget

Parents concerned about
McDonald’s promotion

Australian children’s health advocacy
group, The Parents’ Jury, has submitted a
complaint to the Advertising Standards
Bureau calling for an end to the Happy
Readers promotion which was launched
by McDonald’s in Australia at the beginning of August.
Parents are particularly concerned about
the digital element of the promotion,
centred on an app called Happy Readers. The Happy Readers promotion gives
children free books with the purchase of

a McDonald’s Happy Meal. There are 10
hard copy books and 16 digital readers to
collect in the series. The app is preloaded
with 3 free titles, but to access other titles
in the series, users have to input a unique
code only obtained through purchasing a
McDonald’s Happy Meal.
Parents Jury points out that to collect all
10 books and 16 digital readers, children
would need to consume 23 Happy Meals
in an 8 week period.
http://www.parentsjury.org.au/latestnews-blog/2-latest-news/310-parentsthrow-the-book-at-mcdonald-s-happyreaders-promotion
Action Kit: Raising humans,
not consumers
The Center for a New American Dream has released a new action guide packed with suggestions to help parents push back against
excessive advertising. The Kids Unbranded
Action Kit contains practical tips for reducing screen time, increasing family time,
and developing sensible habits in regard to
money and consumerism.
To download a free copy, go to:
http://act.newdream.org/page/s/kidsunbranded-action-kit

UK watchdog acts on in-games ads
to children

The BBC reports that the UK Advertising
Standards Authority (ASA) has ruled
against online games Moshi Monsters and
Bin Weevils in a crackdown on advertising
that pressures children to spend money.
The ASA said that both games “directly
pressured” young players to pay
subscriptions. Moshi Monsters told
children that members would be “super

popular”, while Bin Weevils’ options to pay
subscriptions were phrased as commands.
The ASA said that although it was possible
to play the games without spending any
real money or sharing the game, some
activities required joining up for a paid
membership system, which entitled
members to additional benefits and that
both games contained language and calls to
action that put pressure on young players
to purchase a subscription.
The publishers said they were cooperating
with the ASA and would modify their
games.
http://www.bbc.com/news/technology34062376

Teens, technology and friendships

This new report from the US based Pew
Research Centre has found that technology
is playing a large part in creating and
maintaining friendships.
The report covers the results of a national
survey of teens ages 13 to 17 conducted
online and 16 online and in-person focus
groups.
Social media and online gameplay are the
most common digital venues for meeting
friends. 57% of teens had made a new
friend online, with 29% of teens indicating
that they have made more than five new
friends in online venues. Most of these
friendships stay in the digital space and
only 20% of all teens have met an online
friend in person.
http://www.pewinternet.
org/2015/08/06/teens-technology-andfriendships/

