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_ Michael Duréak € @durcak_michael - 3. 4.
v Pane ministie, ja jsem si fakta zjistil.

Treba sef @GDACzech Pavel Barak s mnoha Skolami rad spolupracuje a v
rozhovoru pro @Reporter_CZ mi fikal na konto vztahu mezi détmi a
videohrami tohle.

WVaSe tvrzeni o tom, Ze zvy3uji hry agresivitu déti se nezaklada na pravdé.

Jak se divite na omezovini éasu na hrani pro miladsi hrace, jak to nedivno
udélali tieba v Ciné? «
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Nemdm problém s kontrolovanim éasu, krery déti travi na poéitaci hranim nebo o . . .
2P ; : e Hn PN 2 52 a
sledovinim videi. Souhlasim s tim. Ale nemyslim si, Ze je spravné, aby to
reguloval stit. Podle mé ta zodpovédnost spadd jednoznaéné na rodice. Je to Petr Gazdile@petrgazdic : 3: 4.

Ly . o t . e, . " . o Myslel jsem fakta o tom zda jsem nékdy ja hral pocitadové hry a to, Ze
1'I:l|3 FOsto |‘rr]]'t Wene. I‘.I ermi S[Udl-’l 22 NAvVIC sNaxl 1"'_1!"'_[“ I th_' LIm \"Fl[f'l'ﬂ. {]hx\"lﬂﬁﬂ_’ spoju]i vrazdu uditele s poéﬁaéovy,?mi hrami ( které Eifite )_ nespojuj[, pta”
u mobilnich her mate k dispozici rodi¢ovské zamky a dalsi prvky. Segianeca jineho..siamlotivan se;mam hdeil Jaka Todic S dovwlujimit

: - svilj osobni nazor na agresivni potitadové hry.
. ) ; Q 32 4 Q s i
Ze strany stitu to tedy podle vas smysl nedivi...
Ne, nikdy nebude sprivné, kdyz bude stit presné definovar limity a dalsi véci. 7,@ Michael Durcak &
Ly B 2 o - . A | R - @durcak_michael
l'o jenom povede k raznému pokfiveni na viech strandch. Ale chipu. Ze v Ciné -
na [llhlf.' maoe l'lt‘h!i!tﬁ OdpovEd uZivatelim @petrgazdik @GDACzech a @Reporter CZ

Vazeny pane ministre, vas osobni nazor je jedna véc.
Nejsou hry pro déti navykové? Faktem ale je, Ze videohry prezentujete z pozice
Osobné si to nemyslim. Rozhodné nejsou tvoreny s néjakym ndvykovym cilem. minis:tra élfovlstvi jakovnéco, L Z\{yéuje' agresivitu u'détf.
Na zaklade ceho? Vaseho osobniho nazoru? Protoze
zadna odborna studie, ktera by vas nazor potvrzovala,
neexistuje.

Nezndam zadného vyvojire, ktery by tuhle veorii porvrdil. Hry jsou délané tak,
aby fungovaly pozitiviim smérem a mély pozitivni dopad. Je to forma zdbavy

a relaxace. Zaroven mohou mit pozitivii dopad na rozvoje reflexi, rozsifovani
riznych viema, mnohé ticuly maji také edukativni potencidl. Zadnd studie nikdy
nepotvrdila, Ze by hry byly navvkovéjsi nez jiné formy zidbavy nebo Ze by tieba
vedly k ndsili, jak se dodnes traduje.
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Ohrozena populace

— vliv médii na nasilné chovani je mensi, nez samotny vliv socio-demografickych charakteristik. Zarovern
tyto charakteristiky predikuji preferenci a frekvenci konzumace nasilnych obsahu (viz model zvySené
nachylnosti k medialnim dcinktiim):

— Chlapci

— Adolescenti

— Jiz s agresivnimi sklony

— Dalsi problematické psychologické charakteristiky (ADHD, poruchy osobnosti, nizSi 1Q)
— Jiné problematické chovani (alkohol, drogy, zaskolactvi)

— Zrodin s problémovym zazemim (napf. konflikty v rodiné)

— Z nizSiho socioekonomického prostredi (ktera jsou zpravidla vice tolerantni k nasili a vice pozitivné se

stavi k projevam ,sily*) MUNI
FSS




Co vime?

— Korelacni studie nasly asociaci mezi konzumaci nasilnych medialnich obsahu (preference
pro takoveé obsahy; frekvence konzumace) a vysSSi mirou agresivity a niZzSi mirou empatie

— Experimentalni studie zjistily kauzalni vztah mezi konzumaci medialniho nasili a naslednym
agresivnim aktem: napr. béhem a po hrani hry s prvky nasili zazivaji hraci vyssi miru
vzruSivosti a nabuzeni a jejich vnimani/mysleni ovlivnéno smérem k agresi (projekce
nasilnych intenci u chovani druhych).

— Problém experimentl 1: uméla situace, ktera nemusi zcela odrazet realitu

— Problém experimentu 2: zfejmé hraje signifikantni roli psychické a fyziologické nabuzeni -
Fenomén transféru excitace/frustrace nez samotné nasili. Nasilny efekt je pak silné ovlivnén

(indukovan) vystavenou experimentalni situaci MUNI

FSS
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Figure 3. Final model results for analysis assessing the socialization versus selection hypotheses with
frequency of violent video game play in Grades 11 and 12. 11 = Grade 11; 12 = Grade 12. Control variables
{and paths related to control variables) are indicated with dashed lines. Not shown are paths from third variables
lo Grade 12 variables, or covariances among all Grade 11 variables. Unslandardized and standardized (in
parentheses) coefTicients are reported. ** < .001. ™ < 01, * < .05. Covariance between violenl video game play
11 and nonviolent video play 11 = .24™(.49); between violent video game play 11 and aggression 11 =
10777(.22); and between nonviolent video game play 11 and aggression 11 = .02(.06). Results for third variables

can be obtained from the first author.
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A longitudinal study of the association between violent video game
play and aggression among adolescents.
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Willoughby, Teena,Adachi, Paul J. C.,Good, Marie

Willoughby, T., Adachi, P. J. C., & Good, M. (2012). A longitudinal study of the association between
violent video game play and aggression among adolescents. Developmental Psychology, 48(4),
1044-1057. https://doi.org/10.1037/a0026046

In the past 2 decades, correlational and experimental studies have found a positive association
between violent video game play and aggression. There is less evidence, however, to support a
long-term relation between these behaviors. This study examined sustained violent video game play
and adolescent aggressive behavior across the high school years and directly assessed the
socialization (violent video game play predicts aggression over time) versus selection hypotheses
(aggression predicts violent video game play over time). Adolescents (N = 1,492, 50.8% female)
were surveyed annually from Grade 9 to Grade 12 about their video game play and aggressive
behaviors. Nonviolent video game play, frequency of overall video game play, and a comprehensive
set of potential 3rd variables were included as covariates in each analysis. Sustained violent video
game play was significantly related to steeper increases in adolescents' trajectory of aggressive
behavior over time. Moreover, greater violent video game play predicted higher levels of aggression
over time, after controlling for previous levels of aggression, supporting the socialization hypothesis.
In contrast, no support was found for the selection hypothesis. Nonviolent video game play also did
not predict higher levels of aggressive behavior over time. Our findings, and the fact that many
adolescents play video games for several hours every day, underscore the need for a greater
understanding of the long-term relation between violent video games and aggression, as well as the
specific game characteristics (e.g., violent content, competition, pace of action) that may be
responsible for this association. (PsycINFO Database Record (c) 2016 APA, all rights reserved)

m =
wm =




Co vime?

— Vliv dlouhodobého vystaveni se nasili v médiich na dlouhodobé nasilné chovani se prokazala jen
castecné (asociace je minimalni, pokud vubec).

— Nejnovéjsi longitudinalni studie reportuji efekt spiSe mensi nez studie starsi. Duvody:

— 1) rozdil v médiu (starsSi studie zpravidla na TV, novéjSi zpravidla na pocCitaCové hry. Ale i tak je to
kontraintuitivni — u pocitacovych her se zpravidla oekava vétsi efekt na replikaci nasili, protoze jedinec
neni pasivni konzument)

— 3) problém s konceptualizaci nasili — napf. co bylo povaZzovano za nasili pfed 50 lety a co ted (ale
problém je hlubSi — co méfime jako nasili v médiich? Ktera skupina je ta prava na ohodnoceni nasili?

Co méfime jako nasilné chovani?
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Zpusobuji média nasili?

— Dva nesmifitelné tabory, které interpretuji stejna data naprosto rozdilnym zpusobem (viz. Anderson et

al. vs Ferguson et al.)
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Violent video game effects on aggression, empathy, and prosocial
behavior in Eastern and Western countries: A meta-analytic
review.
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Anderson, C. A., Shibuya, A, lhori, N., Swing, E. L., Bushman, B. J., Sakamoto, A_, Rothstein, H.
R., & Saleem, M. (2010). Violent video game effects on aggression, empathy, and prosocial
behavior in Eastern and Westemn countries: A meta-analytic review. Psychological Bulletin, 136(2),
151-173. https://doi.org/10.1037/a0018251

Meta-analytic procedures were used to test the effects of violent video games on aggressive
behavior, aggressive cognition, aggressive affect, physiological arousal, empathy/desensitization,
and prosocial behavior. Unique features of this meta-analytic review include (a) more restrictive
methodological quality inclusion criteria than in past meta-analyses; (b) cross-cultural comparisons;
(c) longitudinal studies for all outcomes except physiological arousal; (d) conservative statistical
controls; (e) multiple moderator analyses; and (f) sensitivity analyses. Social-cognitive models and
cultural differences between Japan and Western countries were used to generate theory-based
predictions. Meta-analyses yielded significant effects for all 6 outcome variables. The pattern of
results for different outcomes and research designs (experimental, cross-sectional, longitudinal) fit
theoretical predictions well. The evidence strongly suggests that exposure to violent video games is
a causal risk factor for increased aggressive behavior, aggressive cognition, and aggressive affect
and for decreased empathy and prosocial behavior. Moderator analyses revealed significant
research design effects, weak evidence of cultural differences in susceptibility and type of
measurement effects, and no evidence of sex differences in susceptibility. Results of various

sensitivity analyses revealed these effects to be robust, with little evidence of selection (publication)
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Much ado about nothing: The misestimation and overinterpretation
of violent video game effects in Eastern and Western nations:
Comment on Anderson et al. (2010).
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Ferguson, C. J., & Kilburn, J. (2010). Much ado about nothing: The misestimation and
overinterpretation of violent video game effects in Eastern and Western nations: Comment on
Anderson et al. (2010). Psycholegical Bulletin, 136(2), 174-178. https://doi.org/10.1037/a0018566

The issue of violent video game influences on youth violence and aggression remains intensely
debated in the scholarly literature and among the general public. Several recent meta-analyses,
examining outcome measures most closely related to serious aggressive acts, found little evidence
for a relationship between violent video games and aggression or violence. In a new meta-analysis,
C. A. Anderson et al. (2010) questioned these findings. However, their analysis has several
methodological issues that limit the interpretability of their results. In their analysis, C. A. Anderson
et al. included many studies that do not relate well to serious aggression, an apparently biased
sample of unpublished studies, and a "best practices” analysis that appears unreliable and does not
consider the impact of unstandardized aggression measures on the inflation of effect size estimates.
They also focused on bivariate correlations rather than better controlled estimates of effects.
Despite a number of methodological flaws that all appear likely to inflate effect size estimates, the
final estimate of r = .15 is still indicative of only weak effects. Contrasts between the claims of C. A.
Anderson et al. (2010) and real-world data on youth violence are discussed. (APA Psyclnfo
Database Record (c) 2016 APA, all rights reserved)




Psychological

Bulletin

Journal Information
Journal TOC

Search APA PsycNet

APA PsycArticles: Journal Article

Much ado about nothing: The misestimation and overinterpretation
of violent video game effects in Eastern and Western nations:
Comment on Anderson et al. (2010).

© Request Permissions

Ferguson, C. J., & Kilburn, J. (2010). Much ado about nothing: The misestimation and
overinterpretation of violent video game effects in Eastern and Western nations: Comment on
Anderson et al. (2010). Psychological Bulletin, 136(2), 174—178. https://doi.org/10.1037/a0018566

The issue of violent video game influences on youth violence and aggression remains intensely
debated in the scholarly literature and among the general public. Several recent meta-analyses,
examining outcome measures most closely related to serious aggressive acts, found little evidence
for a relationship between violent video games and aggression or violence. In a new meta-analysis,
C. A. Anderson et al. (2010) questioned these findings. However, their analysis has several
methodological issues that limit the interpretability of their results. In their analysis, C. A. Anderson
et al. included many studies that do not relate well to serious aggression, an apparently biased
sample of unpublished studies, and a “best practices” analysis that appears unreliable and does not
consider the impact of unstandardized aggression measures on the inflation of effect size estimates.
They also focused on bivariate correlations rather than better controlled estimates of effects.
Despite a number of methodological flaws that all appear likely to inflate effect size estimates, the
final estimate of r= .15 is sfill indicative of only weak effects. Contrasts between the claims of C. A.
Anderson et al. (2010) and real-world data on youth violence are discussed. (APA Psycinfo
Database Record (c) 2016 APA, all rights reserved)

Table 1
Effect Sizes, Criminal Justice Research

Relationship

Effect size (r)

Video game sales and youth violence rates in the
United States

Genetic influences on antisocial behavior

Self-control and perceptions of criminal
opportunity on crime

Protective effect of community institutions on
neighborhood crime

VVG playing on visuospatial cognitive ability

Firearms ownership on crime

Incarceration use as a deterrent on crime

Aggressive personality and violent crime

Poverty on crime

Childhood physical abuse and adult violent crime

Child witnessing domestic violence on future
aggression

Video game violence and nonserious aggression®

Television violence on violent crime

VVG playing on serious ageressive behavior®
playing gg
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Note. VVG = violent video game.

# Indicates calculated by Anderson et al. (2010). All other effects compiled
by Ferguson (2009), where original sources are reported. ° Estimate

corrected for publication bias in published studies.




Movie violence and homicide rates, 1920-2005

12

10

0.3
Homicides (per capita)
| === Movie Violence (Frequency) A ilo025
N
]
!
- 0.2
0.15
0.1
0.05
. - . - D
SR8 8eYBE8 822888888

“Doss Media Victlence Predict Societal Viglenca™ |t Depands on What You Look at and When,” Jecrmal of Communication, 2014
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