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Unit Outcomes

ACHRL Outcomes

WPA Quitcomes

C.ldentifies evidence
from 3 journal articles to
supportorrefute a
thesis

3.1g:Reads the text and selects main ideas

3.1b:Restatestextual conceptsin his/herown
words and selects data accurately

3. 1c: Identifies verbatim material that can be
then appropriately quoted

3.3a:Recognizesinterrelationships among
concepts and combines them into potentially
useful primary statements with supporting
evidence

b.4b: Uses consciously selected criteria to
determine whether the information
contradicts or verifies information used from
othersources

Understands awriting
assignmentasa seriesof
tasks, including finding,
evaluating, analyzing, and
synthesizing appropriate
primary and secondary
SOUrces.
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Hllinois Governor Says
Some Video Games Are
Too Violent for Teens
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Effects of Violent Video Games on Aggressive Behavior:
Potential Sex Differences

Bruce D. Bartholow
University of Missouri—Columbia

and

Craig A. Anderson
fowa Sware University
Received July 31, 2000; revised Auvgust 15, 2001; accepted August 30, 2001; published online December 3, 200]

Evidence of the effects of playing violent video games on subsequent aggression has been mixed. This study examined how playing
a violent video game affected levels of aggression displayed in a laboratory. A total of 43 updergraduate students (22 men and 21
women) were randomly assigned to play either a violent (Mortal Kombar) or nonviolent (PGA Tournament Goif) video game for 10
min. Then they competed with a confederale in a reaction time task that allowed for provocation and retaliation. Punishment levels set
by participants for their opponents served as the measure of aggression. The results confirmed our hypothesis that playing the violent
pgame would result in more aggression than would playing the nooviolent game. In addiion, a Game * Sex interaction showed that
this effect was larger for men than for women. Findings are discussed in light of potential differences in aggressive style between men
and women. € 2001 Elsevier Science (USA)

Key Words: aggressive behavior: video games; sex differences; provocation; punishment.
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