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Psychological Effects of Violence Shown in Media Content on
Children: A Study of Parents’ Perception

Qamar Abbas®, Farrukh Shahzad, and Tabinda Sadiq
Bahria University, [slamabad, Pakistan
Abstract

The current study aimed to measure the psychological effects of violence in
media content on children’s behaviour, desensitization towards real-life
violence, and disassociation from cultural norms and values. Using a
quantitative approach, data was collected from N=300 parents through
online survey to analyze three key variables. These included the time
children spend consuming violent media content, their aggressive
behavioral outcomes, and desensitization towards violence and cultural
disassociation. Findings revealed strong positive correlations between
violent media exposure and its adverse outcomes. Specifically, children
who consumed more violent media exhibited higher levels of aggression (»
=0.443, p=0.001), reduced sensitivity towards real-life violence (= 0.475,
p = 0.003), and greater disassociation from cultural norms and values (r =
0.621, p = 0.000). These results support the hypotheses that exposure to
violent media fosters learned aggression, normalizes violence, and disrupts
cultural identity as well as social relationships among children. The study
underscored the critical need for parental monitoring, media literacy
initiatives, and regulatory measures to mitigate these harmful effects.
Furthermore, the research contributed to the broader understanding of
media's role in shaping children’s behavioral and social development.

Keywords: aggressive behavior, cultural norms, desensitization,
disassociation, exposure to violence, media content, psychological effects,
values, violence

Introduction

Children start consuming media content during their infancy; this is even
before they can understand such content as being a mere fantasy or a media
persuasion. Childhood is the most sensitive, innocent, and significant stage
of anyone’s life (Abbas, 2017). That is why they believe what they see as
the actual reality. They imitate the behaviors of aggressive television
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Psychological Effects of Violence...

characters because in their perception media is real. Social psychologists
define aggression as ‘Any behaviour that is activated by the intent to cause
pain on another person who does not want to experience the feeling’.
Intensified aggression learnt through media in childhood pilots the way to
loss of social network, law violation/legal trouble, troubled parent-child
relationship, self-harm, troubled thinking, trouble with concentration and
attention impaired judgment, trouble with language comprehension and
reading, threatening behaviour, as well as emotional trauma and depression
(Abbas et al., 2024).

The cultivation scholarship including (Hussain, 2022) defined media
violence as portrayal of physical assaults known by one human or human-
like figure on the other. Violence that is portrayed in fictions or animations
is also referred as to violence. In the present era, on one hand, there has been
a notable increase in violent programs and movies being shown on the
television. The American organization, that is, Entertainment Software
Ratings Board (ESRB) claims that 52% of video games are either violent,
simulate gambling, and use coarse humor as well as obscene language. On
the other hand, there is proved significant imitation of violence, augmented
fear, diminished sensitivity to violent stimuli, both a short-term and long-
term raise in aggressiveness, and elevated likelihood of the acceptance of
violence by the child (Hussain, 2015). Nowadays, children have an easy
access to various forms of media including television, video games, movies,
and the Internet, most of which contains violent content. Watching violent
and aggressive imagery and themes in movies, games, and other content
available on social media platforms could negatively influence children’s
behaviour. This often results in emotional problems, increased
aggressiveness, and desensitization to violence. Media has become an
integral part of our society and the consumption of violent content has
become trendy, especially among the children of today’s generation
(Bushman & Huesmann, 2014). Several studies have explored why content
creators produce violent material. Additionally, a substantial body of
scholarship has measured the effects of violence depicted in video games,
movies, television, music, and the Internet.

Media Violence in Video Games, Movies, and Television

Video games are particularly popular among the youth. Research shows
that 97% of the American children aged between 2 and 17 play video games
(Lenhart et al., 2010). Boys are especially drawn to violent video games,
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which often portray graphic content and require aggressive responses
towards certain characters (Bartholow et al., 2006). On the other hand,
movie and television violence typically involves the depictions of physical
assault, threats, and the use of weapons (Huesmann & Taylor, 2000).

Television has long been a source of violent content. Steinfeld (1973)
reported that, by the age of 12, an average child would have watched 10,100
violent episodes including 13,400 death scenes. This figure has only
increased with time. According to the Anderson et al. (2020), children are
exposed to 200,000 violent acts and 16,000 murders on television by the
age of 18, encompassing violence in films, computer games, and television
programs. This extensive exposure has been linked to heightened levels of
aggressiveness and desensitization to violence among children.

Prevalence of Violence in Media Content

Violent content available for children through media has been steadily
increasing (Hassan et al., 2022). The Media Violence Commission of the
International Communications Association found that the index of media
violence has risen consistently over the past 40 years (Paik & Comstock,
1994). Bock (2012) further revealed that most children spend an average of
4 hours daily watching violent television programs. The rise of social media
platform to share and consume violent content further exacerbates the issue,
fueling violence within and outside online communities.

Effects on Aggressive Behavior and Emotional Desensitization

Certain types of programming have been shown to correlate with
increased aggressive attitudes and behaviors among youth. Huesmann and
Kirwil (2007) conducted a study demonstrating that media violence has
both short- and long-term effects on aggression. Continuous exposure to
violent content reduces sensitivity towards violence and lowers empathetic
responses to violent events (Bushman et al., 2016).

Children who witness violence often experience negative emotions as
one of its many adverse effects. Kirwil (2015) found that children exposed
to violent media have higher levels of emotional distress as compared to
those with lower exposure. This distress may result from fears of actual
harm, stress, and anxieties, potentially leading towards post-traumatic stress
symptoms (Dahan et al., 2024). Exposure to violent media has been linked
to academic underperformance. Griffiths (1999) found that violent video
game use negatively impacts children’s reading and math performances, as
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time spent on these games replaces the time allocated for constructive
activities. Funk et al. (2006) supported this finding, noting that such a
displacement of time contributes to declining academic achievement.

The influence of media violence extends beyond academics to social
interactions. Christakis (2009) suggested a connection between exposure to
television violence and aggressive social behaviors, such as bullying. This
may hinder children’s social development by impairing their ability to
interact cooperatively with peers. Grimes et al. (2018) reviewed 27 studies
and determined that long-term exposure to violent video games results in
reduced empathy, heightened aggression, and impaired cooperative
behaviour. This suggests the need for further research into the long-term
social consequences of violent content.

Psychological Impacts and Mental Health Concerns

The psychological consequences of violent media exposure are
significant. Anderson and Dill (2000) found that violent video game use
correlates with increased depression and anxiety among teenagers,
mediated by feelings of fear and sadness. Gastaldi et al. (2024) also linked
violent television programs to heightened anxiety and fear among children,
especially when the content resembles real-life violence. Thompson, (2018)
substantiated that playing violent video games induces physiological
arousal and may lead towards PTSD-like symptoms, particularly among
children with pre-existing mental health conditions.

Various factors moderate the relationship between violent media
exposure and its effects on children. Krahé et al. (2011) identified age,
gender, family dynamics, and individual traits as critical moderating
variables in this connection. Hopwood & Schutte, (2017) explored
cognitive and physiological responses to violent content, emphasizing that
these mechanisms could inform prevention strategies and interventions to
mitigate the adverse effects of media violence.

Media violence has profound effects on children’s emotional well-
being, academic performance, and social development. While its impacts
are multifaceted, the consistent findings of increased aggression,
desensitization, and psychological distress highlight the urgent need for
preventive measures and further research. Addressing moderating factors
and fostering awareness of media consumption patterns may aid to

3 MDR y: d“;,i‘?fm Media and Communication Review
Feien Volume 5 Issue 1, Spring 2025



Abbas et al.

minimize the harmful influence of violent content on children (Rehman et
al., 2024).

Research Hypothesis

HI1: Higher level of exposure to violent media content significantly
increases children's tendency to exhibit aggressive behavior in their
daily interactions.

H2: Exposure to violent media content leads towards greater emotional
desensitization to violence in real-life situations.

H3: Higher level of exposure to violent media content leads towards
children's disassociation from their cultural norms, values, and social
relationships.

Methodology

The research design used for this study sought to establish parents’
perceptions on the effects of violent media on children’s thoughts and
actions. The study intended to develop a better comprehension of perceived
media violence on children; parents, educators, and policymakers would
have the knowledge on how to best address, interfere, and reduce the alleged
adverse effects of media violence on children. For this purpose, researchers
collected the data from parents based on their observations regarding the
effects of violent media content on children, using a structured survey
questionnaire.

Convenience sampling as a non-probability sampling technique was
used to identify 300 parents of children aged between 3-12 years. Parents
were accessed from Islamabad through different social media groups. The
survey tool applied in this research was structured questionnaire containing
both closed and open-ended questions. This instrument assesses the parents’
attitude towards the effects of violent media content on children’s thinking-
feeling-doing and acting in their everyday life. It also evaluates parents’
approach to minimizing the potential effects of media violence on their
children. The items of the questionnaire were developed to be valid and
reliable based on previous researches. Afterwards, the questionnaire was
administered through an online survey.

Data collected in the responses was analyzed statistically using SPSS.
Descriptive statistics was applied to explore the frequent counts, mean, and
standard deviation in order to present the collected data, while inferential
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statistics included correlation. Linear regression was applied to test the
relationships between parents’ perceptions and children’s age groups or
other demographic variables. Additionally, non-numerical data from open-
ended questions was analyzed based on the pattern to come up with themes
that are likely to prevail in parents’ attitudes.

Results

The first part of this chapter displays study findings together with research
results beginning with SPSS normality test assessments for data
distribution. The normality table below verifies that data follows a normal
distribution pattern. Results from the normality test confirmed parametric
analysis as suitable for upcoming stages of research. The research outcome
presentation includes correlation and regression results that analyze variable
relations after the normality assessment section.

Table 1
Tests of Normality

Kolmogorov-Smirnov Shapiro-Wilk
Statistic df  Sig. Statistic df  Sig.

Q1 Children exhibit violent
behaviour after watching violent
media content like games, cartoons,
films etc.

Q2. Children are less senstive about
violence in thier real lift as a result
of exposure to violent media content.262 300 .000 .849 300 .000
like violence in games, violence in

cartoons, violence in films etc.

Q3. Children after exposure to the

violence in media content are

disassociated from their cultural 263 300 .000 .772 300 .000
norms, values, and social

relationships.

274 300 .000 .808 300 .000

Table above reflects two tests for normality: Kolmogorov-Smirnov test
and Shapiro-Wilk test. These tests were conducted on the data regarding the
exposure of children to violent content shown on media and other aspects
of its impact on their conduct, feelings, and perceptions of cultural
references. Kolmogorov-Smirnov Statistic (K-S Statistic) measures the
probability distribution of a sample and the assumed or expected probability
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distribution under the null hypothesis of normality. The values given in the
table are statistically larger, that stand for a better rejection of null
hypothesis, in other words better model validation. In Kolmogorov-
Smirnov test and Shapiro-Wilk test, (p-value = 0.000) and a smaller p-value
means that the evidence against the null hypothesis is high. This, in other
words, means that the probability to observe current distribution of data is
less likely to be normal. The test shows that data is not normally distributed,
which leads to the parametric tests for further analysis.

HI: Higher level of exposure to violent media content significantly
increases children's tendency to exhibit aggressive behaviour in their daily
interactions.

Table 2
Descriptive Statistics

M SD N
Q1. How many Kids do you have? 1.74 .629 300
Q2. How much time your children spend
on consuming violent media content, for 5 46 235 300
instance, games, cartoons, films, and
television.
Q3. Children exhibit violent behaviour
after watching violent media content, 4.02 1.023 300

such as games, cartoons, and films.

Table provides descriptive statistics about three variables: number of
kids in a family, the time a child consumes violent media content, and the
rate of children who demonstrate violent behavior once exposed to violent
media content. The mean value of kids in a family is 1.74, which means per
average respondents of this question have two kids. Standard deviation of
kids in a family is 0.629, which implies that the values are closer to the
identified mean. Speaking of the coefficient of variation, the letter .629
means that when it comes to the number of kids in families, the variation is
slightly deviated around the mean.

The mean value of time spent on violent media content is 2.46. This
means that every child on average takes approximately 3 hours in a day
viewing and listening to violent messages on media. The standard deviation
of time spent on violent media content is 0.835. This indicates a fairly equal
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distribution around the mean with respect to time spent on violent media
content and the variation is slightly deviated around the mean.

The mean value of children exhibiting violent behaviour due to
exposure to violent media content is 4.02. This shows that parents agree that
children exhibit violent behaviour after viewing or consuming violent
content on media. The standard deviation of children’s percentage
exhibiting violent behaviour is 1.023. This shows that the percentage of
children displaying violent behaviour is normally distributed around the
mean and the variation is slightly deviated around the mean.

Table 3
Correlations

1 2 3
Q1 How many Kids do you have?  Pearson Correlation 1

Sig. (2-tailed)
Q2. How much time your children  Pearson Correlation .185™ 1
spend on consuming violent media

content, such as games, cartoons, Sig. (2-tailed) .001

films, and television.

Q3. Children exhibit violent Pearson Correlation .3717.443™ 1
behaviour after watching violent

media content, such as games, Sig. (2-tailed) .000 .001

cartoons, and films.

After running the correlation test on three variables, the number of kids
a participant has, the hours that a participant’s child spends in consuming
violent content, and the violent behaviour a participant’s child exhibits after
consuming violent media content, the results are as follows.

The consumption of violent media content and aggressive behavioral
outcomes are positively related. This implies that the more time a child
spends consuming violent content media the higher the chances of the child
displaying violent behaviour after consuming violent media content (» =
443, p=.001).

The results of correlation table show that there is a positively strong and
highly significant correlation between the exposure to violent media content
consumption and exhibiting aggressive behaviour among young children. It
supports my hypothesis and rejects null hypothesis.
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H?2: Exposure to violent media content leads towards greater emotional
desensitization to violence in real-life situations.

Table 4
Descriptive Statistics

M SD N
Q1. How many Kids do you have? 1.74 629 300
Q2. How much time your child spends on
consuming violent media content, such as 2.46 835 300
games, cartoons, films, and television.
Q3. Children are less sensitive about
violence in their real-life as a result of
exposure to violent media content, for 3.80 1.103 300
instance, violence in games, cartoons, and
films.

Table above provides descriptive statistics about three variables. These
include the number of kids in a family, the time a child consumes violent
media content, and children being less sensitive about violence in their real-
life as a result of exposure to violent media content, such as violence in
games, cartoons, and films. The mean value of kids in a family is 1.74,
which means per average respondents of this question have two kids. The
standard deviation of kids in a family is 0.629, which implies that the values
are closer to the identified mean. Speaking of the coefficient of variation,
the letter .629 means that when it comes to the number of kids in families,
the variation is slightly deviated around the mean.

The mean value of time spent on violent media content is 2.46. This
means every child on average takes around 3 hours in a day consuming
violent messages on the media. The standard deviation of time spent on
violent media content is 0.835. This indicates a fairly equal distribution
around the mean with respect to time spent on violent media content and
the variation is slightly deviated around the mean.

The mean value of children being less sensitive about violence in their
real-life as a result of exposure to violent media content, such as violence
in games, cartoons, and films is 3.80. This shows parents agree that children
are less sensitive to the real-life violence after consuming violent content
on media. The standard deviation of children being less sensitive about
violence in their real-life as a result of exposure to violent media content,
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for instance, violence in games, cartoons, and films is 1.103. It shows that
the percentage of children who are less sensitive to the real-life violence is
normally distributed around the mean and the variation is slightly deviated
around the mean.

Table 5
Correlations
1 2 3
Pearson 1
Q1. How many Kids do you have? Correlation
Sig. (2-tailed)
Q2. How much time your children  pegrson 185" 1

spend on consuming violent media (Cgrrelation
content, for instance, games, ] )
cartoons, films, and television. Sig. (2-tailed)  .001

Q3. Children are less sensitive about pearson - .
violence in their real-life as a result - rrelation 54T 475 1
of exposure to violent media

content, such as violence in games, Sig. (2-tailed)  .000 .003
cartoons, and films.

After running the correlation test on three variables, the number of kids
a participant has, the hours that a participant’s child spends in consuming
violent content, and children being less sensitive about violence in their
real-life as a result of exposure to violent media content, such as violence
in games, cartoons, and films, the results are as follows.

The correlation between how much time a child spends to consume
violent media content and children who are less sensitive about violence in
their real-life according to the above table is (=475 and p-value=.003). It
shows that there is positively strong and significant correlation between
independent and dependent variables. It supports the hypothesis that
exposure to violent media contents leads towards desensitization about
violence in real-life among children.

H3: Higher level of exposure to violent media content leads towards
children's disassociation from their cultural norms, values, and social
relationships.
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Table 6
Descriptive Statistics

M SD N
Q1. How many Kids do you have? 1.74 .629 300
Q2. How much time your children spend on
consuming violent media content, such as 2.46 .835 300

games, cartoons, films, and television.

Q3. Children after exposure to violent media

content are disassociated from their cultural 4.12 1.078 300
norms, values, and social relationships.

Table provides descriptive statistics about three variables: the number
of kids in a family, the time a child consumes violent media content, and
children after exposure to violent media content are disassociated from their
cultural norms, values, and social relationships. The mean value of kids in
a family is 1.74 which means that per average respondents of this question
have two kids. Standard deviation of kids in a family is 0.629, which implies
that the values are closer to the identified mean. Speaking of the coefficient
of variation, the letter .629 means that when it comes to the number of kids
in families, the variation is slightly deviated around the mean.

The mean value of time spent on violent media content is 2.46. This
means every child on average takes around 3 hours in a day consuming
violent messages on the media. The standard deviation of time spent on
violent media content is 0.835, which indicates a fairly equal distribution
around the mean with respect to time spent on violent media content and
the variation is slightly deviated around the mean.

The mean value of children after exposure to violent media content who
are disassociated from their cultural norms, values, and social relationships
is 4.12. It means that the average respondents are those who strongly agree
with the statement and are of the view that children disconnect themselves
from their native culture after exposure to violent media content. The
standard deviation value 1.078 means that the variation is slightly deviated
around the mean.
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Table 7
Correlations
1 2 3
Pearson 1
Q1. How many Kids do you have? Correlation
Sig. (2-tailed)
Q2. How much time your children Pearson o
spend on consuming violent media Correlation 185 1

content, for instance, games, cartoons,
films, and television.

Q3. Children after exposure to violent

Sig. (2-tailed) .001

media content are disassociated from Pearson 4367 6217 1
. . . Correlation

their cultural norms, values, and social

relationships. Sig. (2-tailed) 002 .000

After running the correlation test on three variables, the number of kids
a participant has, the hours that a participant’s child spends in consuming
violent media content, and children after exposure to violence in media
content are disassociated from their cultural norms, values, and social
relationships, the results are as follows.

According to the table above, the correlation between how much time
children spend in consuming violent media content and children after
exposure to violence in media content are disassociated from their cultural
norms and values, is (»=.621 and p-value=.000). This shows that there is
positively strong and significant correlation between independent and
dependent variable. Data proves that children having higher exposure to
violent media content are disassociated from their own culture. It proves my
hypothesis and rejects null hypothesis.

Table 8
Model Summary
R R’ Adjusted R SE AR’ AF  dfl df2 Sig. AF

544 632 051 424 772 783 1 298 .003

The model summary provides a clear understanding of the performance
of regression model. This emphasizes the difference between the
independent variable which measures the time children spend consuming
violent media and the dependent variable that measures children who
display violent behaviour. The results indicate a fair level of relationship
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between the time that children spend using violent media content and the
level of violence they exhibit, with the predictor variable, R = 0.544,
explaining 63.2% of the variance. However, the adjusted R? of 0.051 raises
the content of generality of the model to other groups. This decline of R?
from its adjusted form alludes to the fact that even though the given
relationship is highly significant in this analysis, it may not be
insignificantly different between samples or populations. The null
hypothesis is rejected because the model is statistically significant at the
0.003 level. Therefore, it asserts that exposure to violent media content
affects children negatively. However, other variables not captured in the
above model contribute to the remaining variance of the outcome variable.

Table 9
ANOVA
Model Sum of df  Mean Square F Sig.
Squares
Regression 182.611 1 182.611
Residual 312.306 298 1.048 1.08 .003
Total 414917 299

The ANOVA table shows that the regression model is significant, and
the predictor variable (violent media consumption time) is a significant
contributor to variance in the violent behaviour of children.

Table 10
Coefficients

Model B SE ] t p

Paitlal Part r

(Constant) 4.150 .184 22.558 .000

How much time

your child

spends on

consuming

violent media 254 071 443 763 .003 544 744 744
content, such as

games, cartoons,

films, and

television.
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The coefficients table provides detailed insights into the regression
analysis for the dependent variable: “Kids become violent in their actions
and imitate violence seen in media productions”.

The value of Beta coefficient (B = 0.254) implies that the time a child
spends on consuming violent media content (such as games, cartoons or
films) the probability of violent behaviour is 0.254 units more when other
factors affecting violent behaviour are controlled. The partial coefficient
value (Beta=0.443) indicates that there is a relatively moderate to high
correlation between the amount of time spent on violent media and violent
outcomes. ¢ =7.63, p = 0.003, The t-statistic (=7.63, p=0.003) calculated in
this study is higher than the t-value at 0.05 significance level. Due to this,
the calculated p = 0.000 < o = 0.05, implying that violent media
consumption leads to violent behaviour. This verifies that the independent
variable is a valid determinant of the dependent variable.

Zero-order correlation (0.544) shows a moderate positive correlation
between the violent media exposure and violent behaviour since other
variables have been assumed. Partial and part correlations (both 0.744),
when other independent variables have been partially controlled, are equally
strong, suggesting the consistency of the effect of violent media content on
violent behaviour. The value of constant (4.150) was established as the
control level of violent behaviour (on average), when the participants did
not spend time consuming violent media content.

Figure 1
Regression Standardized Residuals for Dependent Variable 1

Normal P-P Plot of Regression Standardized Residual

Dependent Variable: Q1 Children exhibit violent behaviour after watching violent media content like games,

cartoons, films etc.
10

LE]
06

04

Expected Cum Prob

oz

0.0 02 04 06 0.8 1.0

Observed Cum Prob
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This P-P plot evaluates the normality of the regression standardized
residuals for the dependent variable: ‘After watching violent media content,
such as games and cartoons or even films, children tend to manifest violent
behaviour’. The data points lie very close to the diagonal line which implies
that the residuals are normally distributed. This fulfills the assumption made
for regression analysis that the residuals follow a normal distribution. There
is very little variation at the lower and upper end of the plot, which means
that outliners or extreme values influencing normality of the data are
negligible.

Figure 2
Regression Standardized Residuals for Dependent Variable 2
Histogram
Dependent Variable: Q1 Children exhibit violent behaviour after watching violent media content like games,

cartoons, films etc.

120

Mean = 3.95E-18
Std. Dev. = 0.998

@ o
=1 o

Frequency

40

20

-3 -2 -1 o 1 2

Regression Standardized Residual

This histogram depicts the distribution of regression standardized
residuals for the dependent variable: television games, cartoons, and films
make children become violent in their conduct. It is important to note that
the shape of the residuals seem to be bell-shaped, as defined by the normal
curve fitted. This leads to the inference that normality of residuals, which is
a prerequisite for the use of regression analysis, has been achieved. The
residuals give an estimate of 0 which means that the predicted values are in
line with the observed values. The mean of the residuals can also be close
to 0 (equals 3.95E-16) as well as its variability may also be close to 1 (equals
0.998). This indicates the good fit of the mode. The first thing to be noticed
here is the sample size of 300, which is more than adequate to create a
feasible histogram for analysis.
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Discussion

The current study attempted to determine how violent media content
influences children in terms of behavioral changes and sensitivity to
violence besides their degree of conformity to cultural beliefs and practices.
The findings showed a significant correlation between the amount of time a
child spends to watch or listen to violent media content and the propensity
to act aggressively (Pearson’s coefficient correlation » = 0.443, p < 0.001).
This is an implication that enhanced media violence production increases
the likelihood of a children displaying violent behavior. The relative
strength of this relationship has made researchers more aware of the
negative effect of violent media in the social psychological competence of
children. These results are consistent with prior empirical research in media
psychology referring to media violence effects, which suggests that
violence exposure leads to increased aggression among children as a learned
response (Kirwil, 2015).

The findings showed that a positive, strong, and significant relationship
was obtained for the level of desensitization to real-life violent media
content with the time spent in consuming violent media content (» = 0.475,
p = 0.003). This implies that when children have access to violent media,
they desensitize themselves with violence in their daily life. These results
support the hypothesis presented at the beginning of the study: violent
media content desensitizes children to violent actions, eliciting a decrease
in effective emotions including empathy and moral concern in real-world
situations. Such desensitization may have important social repercussions,
according to Lenhart et al. (2010). Resultantly, social distance to violence
becomes stronger, reactions to real-life aggression are less severe, and moral
sense in children is weakened.

The highest significant relationship was found between the time spent
in consuming violent media content and emotional isolation of children
from cultural, valuational, and relational contexts (» = 0.621, p = 0.000).
Such a highly significant and more robust positive relationship shows that
desensitizing children via the flow of violent media content impacts their
relationship with cultural self-identity and interpersonal relationships
significantly. Hypersensitivity as well as development of behaviors and
attitudes incongruent to their culture could lead towards a collapse of family
and social structure among youths’ exposure to violent media (Bushman &
Huesmann, 2014). Findings indicate that media content may become a
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means for cultural intervention, which recalibrates the child’s understanding
of what is acceptable as a behaviour and his/her ability to engage with the
immediate community.

Conclusion

The current study aimed to analyze the psychological effects of
children’s consumption of violent media on their behaviour, desensitization
towards real-life violence, and internalization of cultural norms and values.
The results showed strong and statistically significant correlations,
emphasizing the negative effects of exposure to violent media on children.
The study found a statistically significant and positive correlation between
the amount of time spent on children watching violent media content and
the probability of children developing aggressive behaviour. This confirms
that increasing violent media exposure correlates with elevated aggression
and thus, re-affirms the theory that violence contributes to learned
aggression among children.

The second objective of this study was to measure the relationship
between exposure to violent media content and desensitization about
violence in real-life activities. The analysis indicated a significant
relationship between violence in media and desensitization of children to
real-life violence. Children who consume more violent content would show
less emotions when confronted with acts of violence. This means that
constant exposure to such content desensitizes them to violence and
normalizes aggression while reducing the capacity to feel empathy.

The third objective of this study was to measure the relationship
between exposure to violent media content and disassociation of children
from their own cultural norms and values. The findings demonstrate that
repeated long-term exposure to violent media content has a strong
association with a disassociation from culture, values, and social
relationships. These findings demonstrate that violent media may
undermine children’s cultural identity, destroying their bond with
traditional values and reducing their connection with their peers.

This founds the support of study hypotheses and the rejection of null
hypotheses and shows that exposure to violent media is an important
component in the development of maladaptive social and behavioral
outcomes among children. Parents are strongly advocated to closely
monitor the media exposed to their children and find practical approaches
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to discuss the negative impact of media that often causes aggression among
them. This study provided an important contribution to the discussion
surrounding media psychology and child development, highlighting the role
of society in creating a safer media landscape for children.

Recommendations

The study provided parents with information on how they may control
their children’s time when watching violent media. Parental monitoring in
this regard is very important

Furthermore, the study informed children as well as parents concerning
the possible negative impacts of consuming violent media content and
encouraged the appropriate use of media. State and educational institutions
should incorporate media literacy in education to protect children’s
psychological development from a permanent harm.

The study promoted the development of attitudes regarding radical
changes in the rules concerning the exhibiting of violence in programs,
videos, computer games, and movies to children to reduce their impacts.
State regulatory departments should regulate and activate the media content
through censor board or such other bodies.

Conflict of Interest

The authors of the manuscript have no financial or non-financial conflict
of interest in the subject matter or materials discussed in this manuscript.

Data Availability Statement

Data supporting the findings of this study will be made available by the
corresponding author upon request.

Funding Details
No funding has been received for this research.
References

Abbas, Q. (2017). Human values in textbooks: A case study of general Zia
and post-2010 democratic regimes. Journal of Peace, Development &
Communication, 1(1), 48—69.

5 MDR y: d“;,i‘?fm Media and Communication Review
Feien Volume 5 Issue 1, Spring 2025



Abbas et al.

Abbas, Q., Ahmed, R. W., Ahmad, D., & Kaleem, L. (2024). Profiling social
roles in Pakistani media advertisements. The Journal of Research
Review, 1(4), 129-144.

Anderson, C. A., Bushman, B. J., Bartholow, B. D., Cantor, J., Christakis,
D., Coyne, S. M., Donnerstein, E., Brockmyer, J. F., Gentile, D. A., &
Green, C. S. (2017). Screen violence and youth behavior. Pediatrics,
140(Supplement _2), S142-S147. https://doi.org/10.1542/peds.2016-
1758T

Anderson, C. A., & Dill, K. E. (2000). Video games and aggressive
thoughts, feelings, and behavior in the laboratory and in life. Journal of
Personality and Social Psychology, 78(4), 772-790.
https://doi.org/10.1037/0022-3514.78.4.772

Bartholow, B. D., Bushman, B. J., & Sestir, M. A. (2006). Chronic violent
video game exposure and desensitization to violence: Behavioral
patterns and neurofunctioning in young adults. Journal of Experimental
Social Psychology, 43(2), 301-308.
https://doi.org/10.1016/j.jesp.2005.08.006

Bock, J. G. (2012). The technology of nonviolence: Social media and
violence prevention. MIT Press.

Bushman, B. J., & Huesmann, L. R. (2014). Twenty-five years of research
on violence in digital games and aggression revisited. European
Psychologist, 19(1), 47-55. https://doi.org/10.1027/1016-
9040/a000164

Bushman, B. J., Newman, K., Calvert, S. L., Downey, G., Dredze, M.,
Gottfredson, M., Jablonski, N. G., Masten, A. S., Morrill, C., & Neill,
D. B. (2016). Youth violence: What we know and what we need to know.
American Psychologist, 71(1), 17-39.

Christakis, D. A. (2009). Television, video, and computer game use in
children under 11 years: Are there causes for worry? The Journal of
Pediatrics, 154(5), S8-S16.
https://doi.org/10.1016/j.jpeds.2004.06.078

Dahan, S., Bloemhof-Bris, E., Segev, R., Abramovich, M., Levy, G., &
Shelef, A. (2024). Anxiety, post-traumatic symptoms, media-induced
secondary trauma, post-traumatic growth, and resilience among mental

School of Media and Communication Studies >‘4 k(
Volume 5 Issue 1 Spring 2025 ‘T’:

UMT—=3



https://doi.org/10.1542/peds.2016-1758T
https://doi.org/10.1542/peds.2016-1758T
https://doi.org/10.1037/0022-3514.78.4.772
https://doi.org/10.1016/j.jesp.2005.08.006
https://doi.org/10.1027/1016-9040/a000164
https://doi.org/10.1027/1016-9040/a000164
https://doi.org/10.1016/j.jpeds.2004.06.078

Psychological Effects of Violence...

health workers during the Israel-Hamas war. Stress and Health, 40(5),
Article €3459. https://doi.org/10.1002/smi.3459

Funk, J. B., Baldacci, H. B., Pasold, T., & Akinola, M. (2006). Violence
exposure in real life, video games, television, movies, and the Internet:
Is there desensitization? Journal of Adolescence, 29(1), 33-51.
https://doi.org/10.1016/j.adolescence.2003.10.005

Gastaldi, F. G. M., Longobardi, C., Fabris, M. A., & Mastrokoukou, S.
(2024). Children exposed to television programs: Fear, anxiety and
perception of societal and personal risk. Journal of Psychological and
Educational Research, 32(1), 7-30.

Grimes, A., Anderson, C. A., & Moore, D. (2018). Violent video game
effects on aggression, empathy, and prosocial behavior: A qualitative,
longitudinal meta-analysis. Journal of Popular Media Culture, 7(3),
282-299.

Griffiths, M. (1999). Violent video games and aggression: A review of the
literature. Aggression  and  Violent  Behavior, 4(2), 203-212.
https://doi.org/10.1016/S1359-1789(97)00055-4

Hassan, A. A. U., Javed, Z., Fazal, M., & Arshad, A. (2022). Children’s
rights through the eye of the Pakistani press: An analysis of print media.
Media Literacy and Academic Research, 5(1), 216-229.

Hopwood, T. L., & Schutte, N. S. (2017). Psychological outcomes in
reaction to media exposure to disasters and large-scale violence: A meta-
analysis. Psychology of Violence, 7(2), 316-327.
https://doi.org/10.1037/vio0000056

Huesmann, L. R., & Kirwil, L. (2007). Why observing violence increases
the risk of violent behavior in the observer. Cambridge University Press.

Huesmann, L. R., & Taylor, L. D. (2006). The role of media violence in
violent behavior. Annual Review of Public Health, 27(1), 393-415.
https://doi.org/10.1146/annurev.publhealth.26.021304.144640

Hussain, S. (2015). Critical academic junctures between political
communication and peace journalism in Pakistan. Global Media
Journal Mediterranean Edition, 10(2), 22-35.

Media and Communication Review

5 4 MDR Media and —
CoffmiunicaTion
Resen Volume 5 Issue 1, Spring 2025



https://doi.org/10.1002/smi.3459
https://doi.org/10.1016/j.adolescence.2003.10.005
https://doi.org/10.1016/S1359-1789(97)00055-4
https://doi.org/10.1037/vio0000056
https://doi.org/10.1146/annurev.publhealth.26.021304.144640

Abbas et al.

Hussain, S. (2022). Analyzing media—government relations on policy issues
in the semi-democratic milieu of Pakistan. Journalism, 23(8), 1770—
1788. https://doi.org/10.1177/1464884920969086

Kirwil, L. (2015). The impact of media violence on children and
adolescents: A cross-national study. Journal of Clinical Child &
Adolescent Psychology, 45(5), 1-16.

Krah¢, B., Moller, 1., Huesmann, L. R., Kirwil, L., Felber, J., & Berger, A.
(2011). Desensitization to media violence: Links with habitual media
violence  exposure, aggressive cognitions, and aggressive
behavior. Journal of Personality and Social Psychology, 100(4), 630—
646.

Lenhart, A., Smith, A., & Macgill, A. R. (2010, February 3). Social media
& young adults. The Internet & American Life Project of Pew Research
Center. https://www.pewresearch.org/internet/2010/02/03/social-
media-and-young-adults/

Paik, H., & Comstock, G. (1994). The effects of television violence on
antisocial behavior: A meta-analysisl. Communication Research, 21(4),
516-546.

Rehman, A., Abbas, Q., & Pahore, M. R. (2024). Reality reimagined:
Tracing the evolution and anticipating the future of virtual and
augmented reality in media. Media and Communication Review, 4(1),
164—185. https://doi.org/10.32350/mcr.41.08

Steinfeld, S. L. (1973). Level of differentiation and age of predictors of
reinforcer effectiveness (Publication no. 7325324) [Doctoral
dissertation, Hofstra University]. ProQuest Dissertations & Theses.

Thompson, R. R. (2018). Psychological implications of indirect media
exposure to collective traumas [Doctoral dissertation, UC Irvine].
Escholarship. https://escholarship.org/uc/item/86r73 10w

UMT—ss

School of Media and Communication Studies }‘4 ‘4
Volume 5 Issue 1 Spring 2025 “4 :


https://doi.org/10.1177/1464884920969086
https://www.pewresearch.org/internet/2010/02/03/social-media-and-young-adults/
https://www.pewresearch.org/internet/2010/02/03/social-media-and-young-adults/
https://doi.org/10.32350/mcr.41.08
https://escholarship.org/uc/item/86r7310w

	MCR 5-1-333 md
	Media and Communication Review (MCR)

	3_MCR_6744-Formatted
	Psychological Effects of Violence Shown in Media Content on Children: A Study of Parents’ Perception
	Abstract
	Introduction
	Media Violence in Video Games, Movies, and Television
	Prevalence of Violence in Media Content
	Effects on Aggressive Behavior and Emotional Desensitization
	Psychological Impacts and Mental Health Concerns



