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® Frustration

» Several studies have been done trying to support the hypothesis that violent video games cause children to
become more aggressive. According to Williams and Clippinger (2002, Graybill, Kirsch, and Esselman 1985),
children who played aggressive video games seemed to act more aggressively than children who played non-
aggressive games. There are several theories as to what causes the video games to have this affect on the
participant.

® One explanation as to why video games may have this affect on people: Williams and Clippinger (2002) think The
Frustration-Aggression Hypothesis could play a role. This hypothesis states that frustration comes before
aggression and violent video games could be the source of that frustration. Anderson and Bushman (2001), go on
to say that nonviolent video games can have an affect on aggression too. They said that nonviolent games could
increase aggressive affects through frustration.

» Other related studies: A study done by Calvert and Tan (1994), looked to see if aggressive thoughts increased
more in the active participants as compared to the passive observers. In addition, a dissertation done by Hoffman
(1994), also looked at aggressive beliefs being affected by either playing or watching violent video games. Both
found the same results, aggressive thoughts did increase more for those who played the games, than those who
just observed.

® Purpose of this study: To see if frustration tolerance is affected more by playing a nonviolent video game as
compared to watching someone play the game or watching a video of someone play the game.

» Memory

® Another interest of mine is how much of the commentarty people remember from the video games that they
play. Research shows that items are better remembered when presented in picture form, than just words or
sentences. In addition, events are also better remembered through recognition than recall (Zechmeister &
Nyberg, 1982).

® With this in mind, would one remember the commentary going on in the background of a video game because it
shows the picture of what is going on along with the words? Also, would one remember the commentary more if
they had a recognition checklist to choose from?

® Purpose: To see what group remembers the most commentary among those who play the game, the people
who watch the person play the game or the people who watch a video of someone playing the game, when given
the recognition checklist.

Method )

The frustration-aggression hypothesis would suggest that playing frustrating
video games would decrease frustration tolerance, and therefore could lead
to increased aggression. Reduced frustration tolerance could also lead to
decreased attention or motivation which could impair memory. This study
looked at whether or not playing a frustrating but non-violent video game had
an impact on either frustration tolerance or memory. Frustration tolerance
was not significantly affected by whether someone played a game, watched
someone play a game, or watched a video of someone playing a game.
Memory was significantly affected by what the participant was doing, and by
the pre-game instructions.

This study looked at how video games affect both frustration tolerance and memory.
Frustration Tolerance

The results on the participants’ frustration tolerance task show that there is not a main effect for the different
groups (playing, watching someone play, or watching a movie of someone playing). However, the main effect for
instructions (told to listen or told nothing) showed a non-significant trend (p=.078). The group that was told to
listen to the commentary on the video game worked a little longer than the groups who were not told anything.
There was no interaction between the group and the instructions (Please refer to Figure 1).

When looking at the word search results, there was no main effect for how many words the participants found
based on what group they were. Although not significant, there was a trend (p=.09) involving the instructions. On
average, the people who were told to listen found slightly more words than those who were not told anything. This
is because the participants who were given instructions worked slightly longer on the word searches. When
looking at the interaction between the group and the instructions on the number of words found in the word
search, there was no significance (Please refer to Figure 2).
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Figure 1 Memory

When looking at the memory aspect of this study, the results were a little different. There was a significant

11851
1000

Seconds worked on word search

1215 difference when looking at the main affect of group membership on number of answers right. In addition, there
was a significant main effect of instructions. However, when looking at the interaction between the two, no

P significant results were found. The people who watched the movie of someone playing tended to get more
1001 answers right, than the people who played or watched someone play. The people who were given the instructions

tended to get more answers right than those who were not given any instructions (Please refer to Figure 3).

| also analyzed the number of false positives in the memory task. The main effect for group membership was not

significant. The main effect for instructions was also not significant, and neither was the interaction between the

two. It did not matter what group the participants were in or if they were given the instructions to listen or not, the
same percentage of false positives were remembered (Please refer to Figure 4).

The results of the memory data suggest that depending on what group you were in, and what instructions you
received, the number of answers you would get right would change. However, there were no effects of false
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positives.
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® Materials
® For this study, the participants, either played, watched someone play, or watched a movie
» NASCAR 99’ for Playstation 1.
» Memory checklist of data the participants could have heard during the course of the game (see Appendix A)
= Aword search, that did not have all of the words in the search to find, was also used (see Appendix B).

® Participants
® 66 undergraduate students
" 44 females and 22 males.

® Procedure
» 23 people played
® 23 people watched them play
® 20 participants watched a video alone, of the game being played.
® The groups were randomly assigned.
» Half of the groups were told to listen to the commentary going on in the background of the game.
® Each participant was given a memory checklist to check the commentary that they had heard

® Conclusions

® This study does not support the idea that playing video games lowers frustration, which could leads to
aggression.

Number of Words Found in Word Search

® When it came to how long the participants worked on the frustrating task, the group membership did not matter.

® There was a trend for how long each participant worked on the word search based on the instructions they
received.

& When looking at how many words were found in the word search, there was not a difference among group
membership.

& The people who watched the video tended to get more answers right on the memory checklist, than those who
played or watched someone play.

& The people who were given the instructions to listen tended to get more answers right, than those who were
given no instructions at all.

& Regardless of which group the participants were in or if they were told to listen to the commentary or not, on
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average the same number of false positives were checked on the memory checklist.
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Group ® Limitations
& College student sample may have more/less exposure to video games
& College student sample may have different ability to control their frustration
® Game was set on hardest difficulty (too hard, no real competitiveness)
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