
VIOLENT VIDEO GAMES NOT THE CAUSE

In February , President Trump stated in response to the school shooting in Parkland, Florida that â€œthe level of
violence (in) video games is.

An economic study published in February found a reduction in crime in the weeks after major video game
releases. While no correlation was found between playing video games and aggressive behaviour in teenagers,
the researchers emphasize that this does not mean that some mechanics and situations in gaming do not
provoke angry feelings or reactions in players. Instead, Mast said, "What do we do with the biggest pusher of
violence? More than psychologists, media scholars and criminologists signed an open letter arguing the APA
used faulty methodology and relied on bias to reach its conclusions. Follow me on Twitter , Facebook and
YouTube. Players who get enough kills in the multiplayer mode will be able to unlock this potentially
devastating chemical weapon and drop it on their competitors â€” an action that in real-life would be
questionable under international law. Knowing the horrific physical effects of white phosphorus exposure to
the human body it can burn down to the bone and particles may reignite weeks after contact , many have asked
whether this is really a suitable munition to offer as a reward. Should we worry about the depiction of
real-world cities, conflicts and crises as nothing but exciting backdrops? Apart from any fair dealing for the
purpose of private study or research, no part may be reproduced without the written permission. And can we
call military shooters apolitical if they constantly present the US and its allies as the default good guys and
every one else as the baddies? The result of this thorough approach showed that there was no link between
violent video games and teenage aggression, something that the lead researcher Professor Andrew Przybylski
went on to clarify. It's highly likely that this week's meeting with Trump won't result in new federal
regulations for the video game industry -- and besides, any attempts to censor would be challenged on First
Amendment grounds, just as they have been quite successfully in the past. Mark Finchem refused to vote on a
bill banning bump stocks, arguing violent video games were the real concern. These are sentiments designed
to grab the attention of the ESA and video game fans alike, and they steer the conversation away from topics
like gun legislation -- which is generally how the NRA prefers things. The ESRB's promise to put ratings on
all games placated politicians who were calling for the government to step in and censor. There is no
scientific, consensus-backed research supporting the idea that playing video games -- even bloody, realistic
shooters -- leads to real-life acts of brutality. Home News Violent video games found not to be associated with
adolescent aggression Violent video games found not to be associated with adolescent aggression Society
Mental health Research Technology Researchers at the Oxford Internet Institute, University of Oxford, have
found no relationship between aggressive behaviour in teenagers and the amount of time spent playing violent
video games. New study shows violent video games do not make teens more aggressive by Bob Yirka ,
Medical Xpress Credit: CC0 Public Domain A pair of researchers with the University of Oxford and Cardiff
University has conducted a study aimed at determining whether playing violent games cause young people to
become more aggressive. The researchers with this new effort suggest past efforts to study the impact of video
games on teams excluded a critical factorâ€”the opinions of the parents. This reframed a depiction of earnest
violence in the language of video game fictional violence. Violent video game engagement is not associated
with adolescents' aggressive behaviour: evidence from a registered report, Royal Society Open Science  The
US Secret Service conducted a review in aimed at identifying causes of school shootings, and it found just 12
percent of studied attackers -- that's 5 out of 41 -- expressed an interest in violent video games. The findings
were published in Royal Society Open Science. The researchers conclude their analysis by reporting that they
found no evidence linking increased aggression in teens with playing violent video games. The biggest pusher
of violence is, hands down, Hollywood movies, hands down, the video game market. It's also likely the Trump
administration is aware of this stalemate. They note that game playing did on occasion result in angry
outbursts, sometimes by teens playing alone, and sometimes between two teens playing against one another or
by online participants â€”but the researchers chalked it up to normal behavior that arises during competitive
play. As Przybylski points out, this is not the first study to show these kinds of results and it is getting to the
point now, that blaming video games for outbursts of teenage related aggression holds no weight. In , after a
shooter killed 20 children and six faculty members at Sandy Hook Elementary School, NRA president Wayne
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La Pierre said , "There exists in this country, sadly, a callous, corrupt and corrupting shadow industry that sells
and sows violence against its own people. The video game industry could do more, too, to root out toxic
behaviour within its communities. Przybylski et al. In their paper published in the journal Royal Society Open
Science, Andrew Przybylski and Netta Weinstein describe their study that involved surveying approximately
1, teens and their parents in Great Britain and what they learned from them. After the Parkland shooting,
Florida congressman Brian Mast told NPR stronger gun laws were not the answer, despite calls for such
legislation from student survivors. The teens were asked questions surrounding video game play, such as how
much they played, what kinds of games were involved, and the ratings of the games. The frustration of the
situation, at least for any serious video game critic that is, someone who hopes to interrogate, not merely
advocate the medium they love is that there are meaningful conversations to be had about video games and
their relationship to particular kinds of violence. An important step taken in this study was preregistration,
where the researchers publically registered their hypothesis, methods and analysis technique prior to beginning
the research. They also report that neither the teens nor their parents noticed any increase of aggressive
behavior that could be tied to violent video games. The National Rifle Association is another loud voice in this
conversation, and its leaders have long blamed mass shootings on video games. The Entertainment Software
Association will be there and it has a clear message for the White House: "Video games are plainly not the
issue: entertainment is distributed and consumed globally, but the US has an exponentially higher level of gun
violence than any other nation. To overcome that problem, the researchers surveyed approximately and
year-old adolescents of both genders and their parents. The researchers used multiple regression analysis on
the survey results as part of their study. Despite interest in the topic by parents and policy-makers, the research
has not demonstrated that there is cause for concern. I cover gaming in Japan as well as the pop-culture here.


