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ABSTRACT

Thecurrentpilotstudyexaminedhowwellareflectivemoral-choicevideogamepredictedtherating
scalescoresofaggressiontypes.Tobegin,theauthorsusedacodingsystemtoexaminein-game
proactiveandreactivebehaviors.Thisanalysisresultedinatalliedscoreforeachconstruct.These
game-based scores were then included in regression models, examining how well within-game
behaviorspredictscoresonapre-existingratingscaleofbothproactiveandreactiveaggression.
Findings indicated thatgame-basedproactive scoreswerenotpredictiveofproactiveaggression
ratings; however, reactive game-based scores were predictive of reactive aggression ratings.
Implicationsforthesefindingsarediscussed.
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INTRodUCTIoN

Inrecentyears,researchershavebeguntoexaminewhethervideogamesmaybeemployedasstealth
assessments(Ke&Shute,2015;Shute,2011;Wang,Shute,&Moore,2015).Thatis,canavideo
gamebeusedasameasurementtoolforexaminingpsychologicalconstructsin situ(Shute,2011).
Thisgrowingbodyof literaturehas investigated theuseofvideogames tomeasureavarietyof
factorsincluding,academicskills(Sabourin,2015),cognitiveabilities(Shute&Wang,2015),and
trait-orientedconstructs(Ventura&Shute,2014).Resultsacrossthesestudieshavedemonstratedthat
whenvideogameselectionisdonewithintent(i.e.,selectedtomeasureaspecificconstruct),within-
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gamemeasuressignificantlycorrelatedwithindependentpsychologicalinstrumentation(DeRosier
etal.,2012)orwerepredictiveofmeasuredindividualdifferences(Ventura&Shute,2014).

The current pilot study aimed to build upon the stealth assessment literature by examining
whether theconstructsofproactiveand/or reactiveaggressioncouldbemeasured throughvideo
game-basedbehaviors.Forclaritysake,thepurposeofthisresearchwasnottoexaminewhether
videogamescauseaggression(seeFerguson2007,2013),butwhetherassessingbehaviorexhibited
withinavideogameyieldssimilarresultstothosefoundwithatraditionalassessment.Theprimary
reasonforsuchastudyisthatcurrentlytherearelimitedmethodsfordirectlyassessingaggression.
Instead,aggressionhasbeentraditionallyexaminedindirectlythroughtheuseofdisciplinarycounts
(e.g.,officereferralsinchildrenandcriminalchargesinadults;Pas,Bradshaw,&Mitchell,2011)or
throughtheuseofratingscales(Dodge&Coie,1987).Thefirstmethod(i.e.,disciplinarycounts)
requiresthattheaggressionbecomesointensethatitisharmfultosociety;whereas,thesecondmethod
reliesontheratertobebothtruthful(Norfolk&Floyd,2016)andself-aware(Csikszentmihalyi&
Larson,2014).Giventhelimitationsassociatedwiththesetraditionalassessmenttechniques,thispilot
wasdesignedtoexaminewhetheravideogamemightprovideanavenueforthedirectassessment
ofaggressivebehavior.Byemployingacriterion-relatedvaliditymodel,thecurrentstudyexamined
theuseofin-gamebehaviorsasanin situstealthassessmentofproactiveandreactiveaggression.

BACKGRoUNd

Proactive-Reactive Aggression
Thestudyofproactive-reactiveaggressionstemsfromthesocialinformationprocessing(SIP)model
(Crick&Dodge,1996).Thismodelproposesthatwhenpeoplearepresentedwithasocialdilemma,
theyarerequiredtoencode,interpret,evaluate,andrespondtoagivensocialsituation(Burgesset
al.,2006).Overtimethemisinterpretationofsocialcuesinconjunctionwiththeoutcomesassociated
withenactedresponses,resultinoverlappingbutdistinctformsofaggression;theseformsarereferred
toasproactiveandreactiveaggression(Crick&Dodge,1996;Dodge,1991).

Proactiveaggression(PA)isconsideredtobeanintrinsicallymotivatedformofaggression(Raine
etal.,2006).Self-servinginnature,individualswhoexhibitproactivelyaggressivetendenciesbelieve
thatintentional,goal-oriented,aggressivebehaviorisasociallyeffectivetoolforachievingadesired
outcome(Crick&Dodge,1996).Forexample,Lawetal.(2012)intheirstudyoncyberbullying,
describeproactiveaggressionastheintentionalengagementinanaggressiveacttoobtainresources
orachieveagoal.WhileHubbardandcolleagues(2010)reportthatpeopleengaginginproactive
aggressionhadbothapositiveassociationbetweentheaggressiveactandtheexpectedoutcome,as
wellasincreasedfeelingofself-efficacyduetoengaginginthatproactivelyaggressivebehavior.
Takentogether,findingssuchasthesesuggestthatproactiveaggressionisa‘cold’formofaggression,
stressingpremeditationorplanningonthepartoftheindividualasawaytoreinforcefeelingofcontrol
overtheirenvironment(Gardneretal.,2012).

Alternatively,reactiveaggression(RA)isconsideredanimpulsiveformofaggression(Coie&
Dodge,1998).RAisthoughttobethebehavioralmanifestationofanindividual’smisinterpretation
ofambiguoussocialcues.Forexample,anindividualexhibitinghigherlevelsofreactiveaggression
oftenattributehostileintenttowardothers,havedifficultyattendingtorelevantsocialdetails,and
experienceproblemswithemotionalregulation(Hubbardetal,2010).CalveteandOrue(2012)found
thatamistrust schema,asmediatedbysocial informationprocessing,waspredictiveof reactive
aggression.Saidanotherway,ashostileattributiongrows(i.e.,mistrust),peoplebegintoprocess
informationatypically,resultinginahigherlikelihoodofexhibitingreactiveaggression.Rathert,Fite,
andGaertner(2011)foundthatastheabilitytoshiftandfocusattentiondecreases(i.e.decreasesin
effortfulcontrol),themorelikelytheyweretoengageinreactivelyaggressivebehavior.Crapanzano
andhercolleagues(2010)foundthataslevelsofemotionaldysregulationandimpulsivityincreased
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