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BACKGROUND
e [HEPOTENTIAL IMPACT OF

METHODS
e |[HE SURVEY WAS SENT OUT ON

VIOLENT VIDEO GAMEPLAY AND AGGRESSIVE
BEHAVIOR IN COLLEGE STUDENTS

PuBLIC HEALTH CAPSTONE BY JEAN-CLAUDE TEKO, SAMANTHA MOYNIHAN,

CRISTIAN MORENO, ¢~ IMANI BECKETT

Significance of FPS Gameplay on Aggressive Behaviors
(Mann-Whitney U Test)

CONCLUSIONS

e OUR STUDY DID NOT FIND A STRONG

CORRELATION BETWEEN TIME SPENT PLAYING
FPS GAMES AND AGGRESSIVE BEHAVIORS.

e EXPLICIT LANGUAGE SHOWED THE MOST
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OBJECTIVE
TOINVESTIGATE IF VIOLENT
VIDEO GAMES ARE POSITIVELY
CORRELATED WITH AGGRESSION RESULTS

e THE RESULTS FOUND A SIGNIFICANT RELATIONSHIP BETWEEN GAMEPLAY AND CHAT PROFANITY (P VALUE=.02)

e GAME AND SLAMMING (P VALUE=.01), GAMEPLAY AND BALL FIST (P VALUE=.03). INSIGNIFICANT RESPONSE TO GAMEPLAY AND YELLING (P VALUE=.39) AND GAMEPLAY
AND VERBAL PROFANITY (P VALUE=.37).

Sample Characteristics
e 45% MALE, 45% FEMALE,10% GENDER

DIVERSE

e GAMEPLAY AND CHAT PROFANITY WAS FOUND TO HAVE A TAU COEFFICIENT OF .25 AND WAS NOT FOUND TO BE STATISTICALLY SIGNIFICANT (P VALUE=.21).
e GAMEPLAY AND VERBAL PROFANITY WAS FOUND TO HAVE A TAU COEFFICIENT OF .1 AND WAS NOT FOUND TO BE STATISTICALLY SIGNIFICANT (P VALUE=.57).
e GAMEPLAY AND YELLING WAS FOUND TO HAVE A TAU COEFFICIENT OF .23 AND WAS NOT FOUND TO BE STATISTICALLY SIGNIFICANT (P VALUE=.24).

e GAMEPLAY AND SLAMMING WAS FOUND TO HAVE A TAU COEFFICIENT OF O AND WAS NOT FOUND TO BE STATISTICALLY SIGNIFICANT (P VALUE=.97).

e GAMEPLAY AND BALL FIST WAS FOUND TO HAVE A TAU COEFFICIENT OF -.2 AND WAS NOT FOUND TO BE STATISTICALLY SIGNIFICANT (P VALUE=.29).

SIGNIFICANT ASSOCIATION WITH GAMEPLAY,
WHILE BEHAVIORS SUCH AS YELLING, SLAMMING
OBJECTS, OR FIST- BALLING WERE LESS
CONSISTENTLY REPORTED.

e WHILE PRIOR RESEARCH LIKE ANDERSON ET
AL.2007. SUPPORTS SHORT-TERM AGGRESSION
FROM VIOLENT VIDEO GAMES, OUR RESULTS
INDICATE INDIVDUAL AND ENVIRONMENTAL
FACTORS MAY PLAY A MORE SIGNIFICANT ROLE

PoOLICY IMPLICATIONS
e SMALLSAMPLE SIZE-> NOT

SIGNIFICANT ENOUGH TO
IMPACT SCIENTIFIC
DISCOURSE

e LITTLETO NO EFFECT ON
PUBLIC HEALTH OR POLICY
AROUND VIDEO GAME
RATINGS AND RESTRICTIONS

FUTURE DIRECTIONS

e [NCREASE PARTICIPANT COUNTS AND
SAMPLE CHARACTERISTICS WITH SOCIAL
MEDIA AND FLYER RECRUITMENT

e [INCENTIVIZE PARTICIPATION WITH
MONETARY OR ACADEMIC BENEFITS
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