
VIOLENCE ON SCREEN ENCOURAGES VIOLENCE IN

After seeing television and video game violence, psychologists are concerned children Big World, Small Screen: The
Role of Television in American Society.

Violent video games might be even more harmful than violent TV programs. Leonard Eron of the American
Psychological Association in testimony to the US Senate News reporting As with other forms of violence on
television, there is concern that the reporting of suicides, homicides and violent and criminal events on the
news, will result in imitation or "Copy Cat" action by some individuals. Centers for Disease Control and
Prevention. Most violent video games require the player to take on the identity of a violent game character,
and most of these games reward individuals for behaving aggressively for example, players get points for
killing people. Protective effects of parental monitoring of children's media use: a prospective study, JAMA
Pediatr. Limit screen time to no more than two hours a day. Notwithstanding the market for violence in the
entertainment media, Gerbner tells us that in the United States, the ten highest rating shows on television are
generally non-violent, and in a study of over shows, half of which were violent and half non-violent, the
non-violent shows have had the higher ratings for the past five years. Acad Pediatr. The most important
underlying process for this effect is probably priming though mimicry and increased arousal also play
important roles. The publisher's final edited version of this article is available at J Adolesc Health See other
articles in PMC that cite the published article. While TV violence is not the only cause of aggressive or violent
behavior, it is clearly a significant factor. Additionally, artistic features and editing may juxtapose violence
with beautiful scenery, potentially linking it to pleasurable or pleasing experiences. The only effect slightly
larger than the effect of media violence on aggression is that of cigarette smoking on lung cancer. His
argument is largely based on examining the research methods and experimental conditions, recognising that
many intervening variables are not taken into consideration or cannot be easily controlled. Such reasoning
might be valid if all of the following three assumptions were true: a exposure to media violence has remained
the same or increased during this time span; b violent crime rates among youth are decreasing during this time
span; and c media violence is the only factor that causes societal violence. This studies have shown that early
habitual exposure to media violence in middle-childhood predicts increased aggressiveness 1 year, 3 years, 10
years, 15 years, and 22 years later in adulthood, even controlling for early aggressiveness. Afterwards, when
left alone with the doll they attacked it in the same way. American Academy of Pediatrics, et al. Parental
monitoring has been shown to have protective effects on several academic, social and physical outcomes,
including aggressive behaviors. Our bodies are temples, and when we abuse our bodies by consuming harmful
substances, the Spirit of the Lord is restrained in our lives see 1 Cor. A Kaiser Family Foundation Study.
References World Health Organization. Studies have shown that the general effects of violence may be more
profound when children play these interactive games than when they watch violence in a more passive
manner, such as when watching television. Violent video games and delinquent behavior in adolescents: a risk
factor perspective. You may also mail in your contribution. Boundaries are important to you and your
children.


