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News Presentation and the Third-
Person Effect of Violent Video Games
Seong Choul Hong, Kyonggi University, Seoul, South Korea

ABSTRACT

The present study explored the relationships between the tone in news presentations and the
third-person effect. It investigated whether news stories about violent video games changed
viewersperspectivesbasedonthepositivelyornegativelyportrayedmessagespresentedbythe
media.Overall,thisstudyexaminedhownewsstoriesencouragedordiscouragedviewersfrom
supporting government regulations of violent video game content. An online survey of 388
Americanadultsservedasthemainsourceofdatacollection.Thestudyfoundthatpresumedmedia
effectsdecreasedonbothothersandselfwhenviewerswereexposedtopositivelypresentednews
coverage.Subsequently,theirsupportforregulatingviolentvideogameswasreduced.However,
nochangeswerefoundinthird-personperception.Inaddition,thosewhowereexposedtonegative
newscoverageshowednosignificantchangesintheirperceivedmediaeffectsonself,others,and
supportregulationsonvideogamecontents.
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INTRodUCTIoN

Thenewsmediaoftenportraysvideogamesastheprimeinstigatorsofviolencewhenshootingsoccur
intheschools.Sincechildrenandteensareavulnerableandimpressionablegroup,concernscontinue
toescalateamongparentsandpolicymakersastothelinkbetweenviolentvideogamecontentand
youthviolence(Anderson,Gentile,&Buckley,2007;Livingstone,2007).DeVaan,Boschma,and
Frenken(2012)arguethatnewsstorieshighlightingviolenceinvideogamessurgeasthepopularity
ofgamingamongchildrenandteensrises.Moreover,somescholarsbelievethatthegovernment
anditspolicymakersoverestimatetheeffectsofgamecontentonotherswhenimposingunnecessary
regulations(Calvert,1998;Schmierbach,Boyle,Xu,&McLeod,2011).

Thethird-personperceptionlendsanintriguingexplanationofapublicefforttoregulateviolent
videogames(Boyle,McLeod,&Rojas,2008;Scharrer&Leone,2006).Thethird-personperception
indicatesatendencyforpeopletooverestimatethemedia’sinfluenceon“others”ortounderestimate
themedia’sinfluenceson“me”(Davison,1983).Theseperceptualgapsconsequently(butnotalways)
leadtoawillingnesstosupportmedia-contentregulations.Foroverthreedecades,scholarshave
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offeredrobustdemonstrationsofthird-personperceptions(Andsager&White,2007;Paul,Salwen,
&Dupagne,2000;Sun,Pan,&Shen,2008).Specifically,third-personperceptionsandsubsequent
supportforregulationwasmostsalientwithanti-socialstimulithanpro-socialstimuli(Innes&Zeits,
1988;Gunther&Mundy,1993;Johannson,2005).

Consideringthatthenewsmediaprovidesapublicstandardforjudginganissue(Iyengar&
Kinder,1987;McCombs,2004),itisplausibletoassociateresearchonthethird-personeffectwith
hownewsoutletspresentanobjectwithanegativeorpositivestory.Nonetheless,therearefewstudies
toreviewtheassociationbetweenthethird-personperceptionandthenewspresentation(Banning,
2001;David,Boyne,&German,2009;Schweisberger,Billinson,&Chock,2014).Thepresentstudy
investigated thepresentationofnews stories andhow they influencepre-existingperceptionsof
harmfulmediabycollectingandanalyzingdatacollectedfrom388web-basedsurveyrespondents.
Thus,thestudyevaluatedtherelationshipbetweennewspresentationsaboutviolentvideogames
andthird-personperceptionsandexploredthelikelihoodthatwhatanindividuallearnsaboutviolent
videogamesfromthemedialinkstotheirsupportofgovernmentregulationsonvideogamecontent.

LITERATURE REVIEw

The Regulation of Violent Video Games and the Third-Person Effects
Violentvideogameshaveraisedpublicconcernssincetherealisticdepictionofkillingandbloodwith
16-bitgraphicsfirstemergedintheearly1990s(Porter&Starcevic,2007).Aftera1994congressional
hearingandheateddiscussionoverviolentvideogames,severalpiecesoflegislationatboththestate
andfederallevelintheUnitedStatesresultedintheimplementationofavoluntaryratingsystemby
thevideogameindustry(O’Holleran,2010).Althoughmorethansevenstates(includingCalifornia,
Illinois,andMichigan)havepassedstatutesregulatingthesaleofviolentvideogamestominors,
federalcourtsstruckdownthestatutes(Kenyota,2008).

Whilestateinterventionsattempttoregulategamecontentinthenameofprotectingchildren,
scientificevidencelackssupportforclaimsthatviolentvideogamescontributetocrime.In2011,
theSupremeCourtoftheUnitedStatesstruckdownaCaliforniastatueprohibitingthesaleorrental
ofviolentvideogames topeopleyounger than18yearsold(Brownv.EntertainmentMerchants
Association,2011).Ina7–2ruling,JusticeAntoninScaliawrotetoaffordvideogamesthesame
Constitutionalprotectionasbooks,plays,visualart, film,music,andother formsofexpression.
Unlike U.S. courts, Germany and other European countries have successfully restricted minors’
accesstoviolentvideogames(Robertson,2008;Saunders,2013).Researchersstudyingthethird-
personeffectfocusonthepresumedmedia’sassumptiontowardmediaviolenceandtheconsequent
unnecessaryregulations(Andsager&White,2007;Calvert,1998;Conners,2005).Forexample,
ScharrerandLeone(2006)foundthatachild’sestimationofviolentvideogameshadlesseffect
onperceptionofhisorherownaggressionthanonperceptionofaggressioninothers.Specifically,
themagnitudeofthethird-personeffectincreasedwhenchildrenviewed“others”asyoungerthan
themselves.Schmierbach,Boyle,Xu,andMcLeod(2011)determinedanegativeassociationbetween
thefrequencyofplayingvideogamesandthethird-personeffect.Forinstance,frequentvideogame
playhadasmallerthird-personeffectthanlessfrequentvideogameplay.Accordingly,frequentplayers
ofviolentvideogameswereprojectedtohavelesssupportforcensorship(Ivory&Kalyanaraman,
2009).Basedonthesestudies,thethird-personperceptionandthewillingnesstosupportregulations
variedaccordingtoanindividual’sexperiences.Incombinationwithpreviousresearch,thepresent
studyproposedthefollowingresearchhypotheses:

RH1:Thefrequencyofplayingvideogamesisnegativelyassociatedwiththethird-personperception
ofviolentvideogames.

RH2:Thefrequencyofplayingvideogamesisnegativelyassociatedwithanindividual’swillingness
tosupportregulation.
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