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Téemata hodiny

— Nasili v médiich a jeho vliv na nasilné

chovani konzumentu

— Agrese v online komunikaci
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Medialni ucinky - opakovani

Valkenburg, P. M., & Peter, J. (2013). The differential susceptibility to media effects model. Journal of Communication, 63(2), 221-243.

https://doi.org/10.1111/jcom.12024
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Proposition 1: Media effects depend on three types of differential susceptibility variables.

Proposition 2: Three media response states mediate the relationship between media use and effects.
Proposition 3: The differential susceptibility variables have two roles; they act as predictors and moderators.
Proposition 4: Media effects are transactional.
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Nasili ve videohrach

https://www.youtube.com/watch?v=0C IBSuXloo&t=37s

Me building a
house for my
wife and kids in 1 Geiue oton

thinking it would make

| S ky rm ‘ the characters sad

Media saying
video games
cause violence

(BT
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Nasili ve videohrach

*Japan if video games were connected

Trump blames video games and movies for violence to mass shootings and violence™
https: 4 / V!WW.VOUtU be.co m_/ March for Our Lives: hundreds of
watch?v=3RKZn2S5f7bo&t= thousands demand end to gun violence
33s -asit happened

© Report: Thousands join anti-gun protests around the world

» Parkland students guest-edit Guardian US and report from DC as special
correspondents for the Guardian

17 killed in mass shooting at high school in
Parkland, Florida

A March far Our Lives: five of the most powerful speeches - video

25Mar  Here’s our report from Oliver Laughland and Lois Beckett in

2088 Washington:
09:45
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The Sims 4 Death Guide, Killing your Sims

May 12,2015, 7:18 pm @ 74 ¥ 2649460

Train Crash!
498,145 die in fireball after collision




Copycat phenomenon

— Objevujici se tendence napodobovat agresi, nasili (efekt napf. Clockwork orange nebo Fight club),

zlo€in, sebevrazdy (tzv. Werther effect vs. Papageno effect; Domaradzki, 2021) apod. podle vzoru ze

zprav Ci popkultury. Ruzné pficiny napf. informace (média prezentuji navod), slava (napf. Christchurch

stfelba inspirovana masakrem na ostrové Utaya).

WorldViews.

New Zealand suspect allegedly claimed ‘brief contacl’
with Norwegian mass murderer Anders Breivik

Singapore teenager inspired by
Christchurch massacre arrested for
allegedly planning attack on mosques,
authorities say

The 16-year-old is the first person in the country to be detained for
being ‘inspired by far-right extremist ideology’

A 16-year-old who was arrested in Singapore for allegedly planning a terror
attack on two mosques was inspired by the Australian who carried out the

Norway mosque attack suspect
'inspired by Christchurch and El Paso
shootings'

SHOWS CORONAVIRUS i o

@NEWS ViDED LIVE

- Aurora 'Dark Knight' Suspect James
= Holmes Said He 'Was the Joker": Cops
b Jainies Holmes, 24, accused of killing 12 at late night showing of Batman movie.

ICHARD ESPOSITO, JACK DATE, PIERRE THOMAS and LEE FERRAN

Online posts by Philip
attacks emerge

nman in an attack on a mosque in Norway on Saturday was
inspired by recent white extremist attacks in New Zealand and the US, online
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Copycat phenomenon

— Werther effect VS.
(e.g., Domaradzki, 2021)

Papageno effect

T "‘}r/)(zq%ﬂ 2.

m =
wm =

o=




Copycat phenomenon

— Tendence u jiz nachylnych osob (viz napf. reinforcing
spirals model) — mladsSi, muzi, odcizeni, asocialni
tendence, poruchy osobnosti (napf. zneuznané
velikasstvi), nejasna hranice mezi realitu a medialnim

obsahem

The Incel Manifesto
By Surreal

You can’t get laid because female sexuality is inherently discriminatory, which
means that women will always categorize men into a “yes” group and a “no”
group, and your involuntary celibacy simply attests to your belonging to the
latter category.




Imitace a napodoba

— Teorie socialniho ué€eni (social learning theory / social cognitive theory) — Albert Bandura —
pozorovanim jinych - jejich chovani mame tendenci napodobovat tim pravdépodobnéji, Cim vice jejich
chovani bylo odménéno a pokud ty osoby vhimame jako pro nas vyznamné (rodicCe, pratelé, vzory,

celebrity,...).
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Imitace a napodoba

— Tzv. bobo doll experiment:

— Déti replikovaly nasili vuci panackovi, pokud
vidély takové chovani u dospélého. Efekt
funguje od utlého détstvi a nezalezi, zda dité
pozoruje nasili skuteCné Ci v médiich. Silngjsi
tendence u chlapcu.

— Vliv odmény a trestu:

— 1) Agresor byl odménény

— 2) Agresor byl potrestany

— 3) Neprobéhla Zadna odména ani trest
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Imitace a napodoba

— Spise se ucCi obecngjsi pravidla a ,vzorce chovani“ nez konkrétni chovani (na rozdil od copycatu) — na
zakladé presveédceni, ze okoli (vyznamni druzi) by takové chovani ocenili Ci naopak s nim nesouhlasili -

meédia nas uci co je norma
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Desenzitizace

— Tendence postupného privykani si (habituace) na opakujici se nasilné obsahy - napf. postupem Casu
nejsou vnimané tak emocné silné. Vysvétluje tedy dlouhodobé vliv médii (viz kultivacni teorie)

— Tvarci medialnich obsahd zvysSuji kvalitu a kvantitu nasili aby ziskali pozornost
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Desenzitizace ‘
o S . D SIQ&

— Dlouhodobé vystavovani se vyraznym (nejen nasilnym) obsahiim vede
k poklesu emocnich a fyziologickych reakci — tyto obrazy pak nejsou
tak zneklidiujici jako dfive. To mUze vést k apatii a nete¢nosti vudi
nasili
— Ochota pomahat?

— P¥F. Comfortably numb: Desensitizing effects of violent media on
helping others (Bushman & Anderson, 2009)

ADVENTURE RUNS WILD, AGAIN.

— Desenzitizacni efekt nasili v médiich potvrzen v mnoha .
experimentalnich studiich (i fyziologickych a neurologickych), tézko se r

ale zkouma v realnych podminkach
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Priming a trasféer excitace

— Vysvétluji kratkodobé efekty

— Lidska zkuSenost je mentalné organizovana v clusterech jako schémata a scénare (ij. predpoklad, ze
urcité udalosti se déji ,néjak”, maji svou souslednost atd.). Tyto schémata se spousti automaticky na
zakladé asociaci vlivem (zpravidla vnéjSich) spoustécu.

— Nasili v médiich nas muze udélat do¢asné nachylnéjSimi ke spusténi agresivnich schémat a scénaru

kn_ e — knife; knave
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Priming a trasféer excitace

— Transfér excitace — podobné jako priming — zde spousténi fyziologicko/emocéni reakce - vzruseni
(arousal) a ne kognitivniho (neuro) schématu.

— Excitace je neutralni, ale predava energii (zesiluje) pfipadné emoce, které se vazou na naslednou
situaci

— Spousté€ nemusi byt nutné nasili, ale tfeba frustrace, napéti, nebo rychlé stfihy v zabérech filmu. Zda

je pak nasledna reakce nasilna zalezi na ramovani té situace
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General Agression Model

— Anderson & Bushman
— Kratkodobé i dlouhodobé medialni ucCinky
— ,Meta-teoreticky ramec”

— Filmova a televizni agrese, videohry, interaktivni média

— Naucena kognitivni schémata

— Distalni a proximalni procesy
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General Agression Model

— V kratkodobé perspektivé média ovliviiuji nas
kognitivni, emocCni a fyziologicky stav

— V dlouhodobé perspektivé nas média uci jak vnimat,
interpretovat a hodnotit svét kolem nas

— S kazdym opakovanim expozice nasili v médiich se
skrze kratkodobé efekty zesiluje ,zapisovani“ téchto
schémat do paméti a identity jedince. Tyto clustery se
stavaji komplexnimi, propojuji s jinymi castmi identity

v s o
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General Agression Model

— Jednotlivé propozice modelu byly testovany v ramci prufezovych, longitudinalnich i
experimentalnich studii, a to v riznych kulturnich kontextech i s riznymi vékovymi skupinami

— Existujici metaanalyzy ukazuji, ze vysledy jsou napfiC kontexty pomérné konzistentni a hlavni

propozice modelu potvrzuji

— ALE:

— Malé effect sizes, komplexni a tézko testovatelny model
— VIliv mnoha intervenujicich proménnych
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General Agression Model

— VIiv medialniho obsahu:

— Odména nasili, realisticnost nasili, ne/ukazani dusledkl pro obéti, pozitivni vykresleni
agresora a identifikace
— Hollingdale & Greitemeyer (2013) — personalizace avatara

MOVIE VILLAINS THAT WE SECRETLY LOVE

ese bad guys may be evil but they are undeniably charming




General Agression Model

off the mark com o) Mok Parisi

— Vliv individualnich charakteristik
— P¥. Agresivita jedince, hostilni atribuce,

offthemark com

postoje vUuci nasili, etc.
— Moralni indentita, empatie, etc.

— Vliv socialniho prostredi

— Konflikt v rodiné, rodiCovské mediace
konzumace medii etc.

Some peop.‘e have a hostile attribution
bias—they interpret the ambiguous
actions of others as hostile actions.
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Prosocialni chovani

— Obecny model uceni

— Vyzkumy zamerené na prosocialni chovani

— Konzumace prosocialnich obsahu vede
k uCeni se a k aktivovani prosocialnich
skriptd a kognitivnich schémat

— Hrani prosocialnich her — zvyseni
prosocialnich tendenci chovani, snizeni

agresivnich tendenci
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Ohrozena populace

— VIliv médii na nasilné chovani je mensi, nez samotny vliv socio-demografickych charakteristik.
Zaroven tyto charakteristiky predikuji preferenci a frekvenci konzumace nasilnych obsahu (viz

model zvySené nachylnosti k medialnim ucinkum):

— Chlapci

— Adolescenti — kratkodobé efekty a déti pod 7 let u dlouhodobych efektu

— 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, které je zpravidla vice tolerantni k nasili a vice
pozitivné se stavi k projeviim ,sily*
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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.)

‘Bulletin

Journal Information
Journal TOC

Search APA PsycNet

APA PsycArticles: Journal Article

Violent video game effects on aggression, empathy, and prosocial
behavior in Eastern and Western countries: A meta-analytic
review.

@© Request Permissions

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 Western 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)
bias. (APA Psyclnfo Database Record (c) 2016 APA, all rights reserved)
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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 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)
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Zpusobuji média nasili?

*Japan if video games were connected
to mass shootings and violence*
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Zpusobuji média nasili?

Movie violence and homicide rates, 1920-2005
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Zpusobuji média nasili?
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Proposition 1: Media effects depend on three types of differential susceptibility variables.
Proposition 2: Three media response states mediate the relationship between media use and effects,
Proposition 3: The differential susceptibility variables have two roles: they act as predictors and moderators.

Proposition 4: Media effects are transactional.
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Agrese v online komunikaci
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Online disinhibice

— John Suler (2004) — vznik koncem 90.let
— Chovani se snizenymi zabranami

— Pozitivni (benign)
— Sebe-odhalovani, podpora ostatnich, rady, sdileni informaci...

— Negativni (toxic)
— Agresivni chovani, urazky, flaming, trolling...




Online disinhibice

— Podle Sulera 6 rysu internetu prispiva k disinhibici véetné anonymity
 Anonymita — You Don't Know Me

* Neviditelnost — You Can't See Me

* Asynchronicita — See You Later

« Solipsisticka introjekce — /t's All in My Head
- Disociativni predstavivost — /t's Just a Game
« Minimalizace autority — We re Equals




Kyberagrese — online agrese

— UmyslIné jednéni zptGsobujici Gjmu jiné osobé nebo osobam
pomoci pocitacu, telefont nebo jinych elektronickych zarizeni,
a které je obéti vnimano s averzi (Schoffstall & Cohen, 2011).

— ZastfeSujici pojem, mUzZe mit specifické projevy
— Cyberbullying
— Cyberstalking
— Online harassment
— Flaming
— Outing
— Cyberterrorism
— Cyberhate
— Identity theft
— Cybergrooming
— Happy slapping
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Kybersikana

s - . s . Dlouhodobost a opakovani?
o Kyber3|kana — definice VyChaZI z tradicni Jeden incident muZe byt pfeposilam a Sifen dale

Sikany (Kowalski et al., 2014; Olweus, 1994): Mocenska nerovnovaha?

— Opakovana aktivita, dlouhodobé trvani Anonymni agresor vs. neanonymni obet
_ ZAmSIna l]jma Digitalni dovednost agresora vs. obéti

— Mocenska nerovnovaha mezi agresorem a
obéti
— Agrese, ale také vylouCeni z Kkolektivu,
ignorace
— Casto se dgje v néjakém kolektivu (napt.
vrstevnicky kolektiv, Skola, zaméstnani)

— Prekryv tradiCni Sikany a kybersikany
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Kyberagrese — ruzné role
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Dekuji za pozornost
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QUESTIONS?

Marie BedroSova
marie.bedrosova@mail.muni.cz
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