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Craig A. Anderson, Douglas A. Gentile, Katherine E. Buckley : Violent Video Game Effectson Children and
Adolescents: Theory, Research, and Public Policy before purchasing it in order to gage whether or not it would be
worth my time, and al praised Violent Video Game Effects on Children and Adolescents. Theory, Research, and
Public Policy:

0 of 0 people found the following review helpful. Five StarsBy CustomerGood conditionl of 5 people found the
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following review helpful. just theinfo | needed for abook I'm writingBy JoMogood detail. . thisis part of amuch
larger problem: as a culture, we're addicted to violence. .guns, video, violence in sports (that we cheer on!!)14 of 19
people found the following review helpful. The debate is over? Really?By Chazl tend to suspect a biaswhen a
researcher claims the debate is over. The authors of this book make this claim in their introduction: "Nevertheless, the
scientific debate about whether exposure to media violence causes increases in aggressive behavior is over and should
have been over 30 years ago." After reading this book, one should also read "Grand Theft Childhood: The Surprising
Truth About Violent Video Games and What Parents Can Do" by Lawrence Kutner and Cheryl Olson.

Violent video games are successfully marketed to and easily obtained by children and adolescents. Even the U.S.
government distributes one such game, America's Army, through both the internet and its recruiting offices. Isthere
any scientific evidence to support the claims that violent games contribute to aggressive and violent behavior?
Anderson, Gentile, and Buckley first present an overview of empirical research on the effects of violent video games,
and then add to thisliterature three new studies that fill the most important gaps. They update the traditional General
Aggression Model to focus on both developmental processes and how media-violence exposure can increase the
likelihood of aggressive and violent behavior in both short- and long-term contexts. Violent Video Game Effects on
Children and Adolescents also reviews the history of these games' explosive growth, and explores the public policy
options for controlling their distribution. Anderson et al. describe the reaction of the gamesindustry to scientific
findings that exposure to violent video games and other forms of media violence constitutes a significant risk factor for
later aggressive and violent behavior. They argue that society should begin a more productive debate about whether to
reduce the high rates of exposure to media violence, and delineate the public policy optionsthat are likely be most
effective.As the first book to unite empirical research on and public policy options for violent video games, Violent
Video Game Effects on Children and Adolescents will be an invaluable resource for student and professional
researchersin social and developmental psychology and media studies.

"Craig Anderson, aleading investigator of the consequences of exposure to violence in the mass media, and his
colleagues Douglas Gentile and Katherine Buckley, here give us an extremely scholarly and highly sophisticated
explanation of both why participation in these violent games can indeed promote violence by the players and why the
public at large, including many of our nations' most eminent newspapers and journals, find it difficult to accept the
great amount of carefully collected evidence that now exists documenting theseill effects.”-- eonard Berkowitz, Vilas
Research Professor Emeritus, University of Wisconsin-Madison"This book isamust read for scholars interested in the
effects of mediaviolence. It combines a concise summary of past research with reports of three new important studies
elucidating the effects of violent video games on children, adolescents, and young adults."--L.Rowell Huesmann,
Amos N. Tversky Collegiate Professor of Communication Studies and Psychology Institute for Social Research, The
University of Michigan"The studies reported in this book provide the most rigorous and compelling evidence to date
about the harmful effects of violent video games. In particular, the authors' longitudinal study of video game violence
effects should silence the critics who complain about the validity of short-term, experimental [ab research. Policy-
makers will cite this research as a cornerstone in their future efforts to address concerns about video game violence."--
Dale Kunkel, Department of Communication, University of Arizona'Thisisa'must read' for anyone concerned about
the effects that video games have on children and teens! Anderson and Gentile are leading researchersin the field who
have done amasterful job of pulling together what we know about video game effects and presenting them so that they
are accessible to those who need to understand and can make the most difference- parents, teachers, clinicians, and all
who work with children."--Michael Rich, MD, MPH, Director, Center on Media and Child Health, Director, Video
Intervention/Prevention Assessment (VIA), Children's Hospital Boston"With the growing interest of researchers,
public policy makers, parents, and educators on the negative effects of video games, this book is a most welcome
addition to the communications literature. The authors present an excellent blend of theory and reserach, including
their own studies, and numerous suggestions for public policy debates that will hopefully lead to more positive game
content and a more considered use of videos. The chapter on methodology is particularly well written and isamust for
anyone contemplating entering the field of video game research."--Dorothy G. Singer, Senior Research Scientist,k
Department of Psychology, Y ale University, and Co-Director, Yae University Family Television Research and
Consultation Center"...an indispensable tool for parents and professionals who want to have important knowledge to
make wise decisions about video game use in the lives of childrens and teens."--Gloria DeGaetano, founder and CEO,
The Parent Coaching Institute" This book delivers on al accounts. The authors are widely regarded as the foremost
experts on the effects of violent video games and the media, and this book is by far the most significant addition to the
study of developmental psychology thisyear."--Doody's' Thisis a shocking but necessary read for anyone working or
living with children or adolescents. In fact the information contained within the book is a must read for anyone who
knows anyone who plays video games, whether the games played apear to be overtly violent or not...Although thisisa
controversial subject, this book successfully opens the readers eyes to the psychological, sociological and political
implications of violent video games for the mass population."--The Psychol ogist" Anderson, Gentile, and Buckley have



written a brilliant, highly accessible volume on the effects that playing violent video games have on kids and teens.
Violent Video Game Effects on Children and Adolescents explains the logic, history, and science behind the domain
of media effects research and introduces the emerging focus on video gamesin the field to a broad readership."--
International Society for Research on AggressionAbout the AuthorCraig A. Anderson, Distinguished Professor of
Psychology at lowa State University, iswidely regarded as the foremost expert on the effects of violent video games.
His research on aggression, media violence, depression, and socia judgment has had a profound influence on
psychological theory and modern society. His tireless efforts to educate public policy-makers and the general public
have earned him recognition as one of the most influential and respected social psychologists in the world. Douglas A.
Gentile is adevelopmental psychologist and is Assistant Professor of Psychology at lowa State University and the
Director of Research for the National Institute on Media and the Family. As one of the country's leading media effects
researchers, he conducts studies on the positive and negative effects of media on children and adults, including the
effects of advertising, educational television, and video games. His studies provide valuable insights to parents,
educators, pediatricians, and policy-makers about how to maximize the benefits of media usage while minimizing
potential harms. Katherine E. Buckley, who is completing her Ph.D. in Psychology at lowa State University, has been
researching aggression and media violence. Katherine received her M.A. from Wake Forest University in 2001. Sheis
amember of the American Psychological Society as well as the Society for Personality and Social Psychology and the
Society for Research in Child Devel opment.



