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Are video games bad for you?

Black and white thinking about video
games; the truth is more nuanced

A game Is a medium; it sends messages

and teaches lessons

Like comparing Sesame Street to Adult
Videos; content varies widely

Research shows most popular commercial
games are violent
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Why we’re easy to manipulate

Third Person Effect - others may be affected, but
not me (e.g., Scharrer & Leone, 2006)

Cognitive Dissonance

Brenick et al. (2007): Higher frequency players and
males more likely to condone negative (sexual and
aggressive) gender stereotypes in games

Misunderstanding of media effects-11 Myths of
Media Violence

“Playing Is okay because it’s not like he’s going to go
out and shoot someone tomorrow.” (p. 412)
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Posing with Weapons =
Glamorized

32% Males
31% Females

Compared to:
Fighting:
33% Males
16% Females

Military:
49% Males
1% Females
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Female Game Characters

60% Sexualized
1% of males

63% Vision of
Beauty

39% Scantily clad
62% Aggressive

39% Sexualized &
Aggressive

Dill & Thill, in press
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Rap Music Example

In Rap music, women are referred
to by the “b” and “h” words

References to raping, throwing
women down on the floor (see
David Banner lyrics)

Social hierarchy - power move over
women, especially black women

Male dominance/Female abjectification
juxtaposition
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Correlations

Dill, 2007: Violent video game play correlated
with Rape Myth Acceptance (RMA; Burt,
1980) and negative ATW

E.g., “The intellectual leadership of a community
should be largely in the hands of men,” (Spence,
Helmriech, & Stapp, 1973)
Dill, Brown, & Collins (2007): VVG play
correlated with specific rape myths (Meuhlenhard
& Felts, 1998) and less progressive sexual
harassment judgments
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Dependant Measures

Sexual Harassment
The Silent Treatment by Naomi Wolf

Ratings: 0 to 9 - Is it SH? Victim empathy, victim
blame (rev), punishment, serious? damaging?

Rape Myth Acceptance

Sexual Beliefs Scale (Meuhlenhard & Felts, 1998)-5
subscales: Leading on Justifies Force, Men Should

Dominate, Women Like Force, Token Refusals, No
Means Stop

Results: Main Effect of Experimental Manipulation
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Exemplary Teachers

4) Intrinsic and extrinsic motivation

5) Increased difficulty across levels
where past learning can be applied

6) close to optimal level of massed vs.
distributed practice

/) learning that can be applied to
different problems and contexts
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