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The potential impact of
violent videogames on
aggressive behavior has
been a subject of public
debate
Studies show mixed
results
Short-term increase in
aggression following
exposure to violent (FPS)
videogames

Objective
To investigate if violent

video games are positively
correlated with aggression

Our study did not find a strong
correlation between time spent playing
FPS games and aggressive behaviors.
 Explicit language showed the most
significant association with gameplay,
while behaviors such as yelling, slamming
objects, or fist- balling were less
consistently reported. 
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

Increase participant counts and
sample characteristics with social
media and flyer recruitment
Incentivize participation with
monetary or academic benefits 

Future Directions 

Conclusions

The results found a significant relationship between gameplay and chat profanity (p value=.02)
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). 
 Gameplay and chat profanity was found to have a tau coefficient of .25 and was not found to be statistically significant (p value=.21).
 Gameplay and verbal profanity was found to have a tau coefficient of .1 and was not found to be statistically significant (p value=.57). 
Gameplay and yelling was found to have a tau coefficient of .23 and was not found to be statistically significant (p value=.24). 
Gameplay and slamming was found to have a tau coefficient of 0 and was not found to be statistically significant (p value=.97). 
Gameplay and ball fist was found to have a tau coefficient of -.2 and was not found to be statistically significant (p value=.29). 

Results

Policy Implications 
Small sample size→ not
significant enough to
impact scientific
discourse
Little to no effect on
public health or policy
around video game
ratings and restrictions

Methods
The survey was sent out on
April 23th and ended on May
1st. This allowed for people to
respond to the survey over the
course of 8 days. Over this
period 20 college students
participated in the survey.    
We used the Mann-Whitney U
test to evaluate the
relationship between gameplay
and the outcome variables. 

We also used a kendall correlation
test to determine the strength of
monotonic associations.

45% male, 45% female, 10% gender
diverse
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