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While school is one of the 

safest places for a school 

age child in the United 

States, considerable vio-

lence does occur in 

schools. A child growing 

up in the United States is 

twelve times more likely 

to die from gun violence 

than a child in most other 

industrialized countries. 

In 1998, children in 

American schools perpe-

trated violence that led to 

35 deaths and 257,700 

serious injuries. In addi-

tion, children committed 

990,500 theft or larcenies. 

There were 1,562,300 

reports  of fighting and 

18,000,000 reported inci-

dents of bullying.  

Violence in Our Schools 

A lot of what we know 

about how children learn 

is used in video game 

development. Video 

games provide a high 

interest environment in 

which children can ac-

tively participate. This 

exciting context provides 

the child with substantial 

opportunities to practice 

various violent acts until 

the character they as-

sume has become skilled 

at the violent act. 

One of the most engaging 

aspects of video games is 

that the child is fre-

quently rewarded. One 

disturbing finding is that 

the presence of visible 

blood, which is naturally 

an aversive consequence, 

is a reward in violent 

video games. This 

changes how children 

view the outcomes of vio-

lence. Children are more 

likely to find violence an 

acceptable form of behav-

ior when they see the 

consequences of  violence 

as power and success. If 

they never see that pain 

and suffering are con-

nected with violence, they 

will not think of what 

pain and suffering they 

may cause when being 

physically aggressive. 

There is evidence that 

violent video game expo-

sure changes a child’s 

brain activity. If this oc-

curs frequently, the 

changes may be perma-

nent. 

Studies have found that 

the more a child identifies 

with the aggressor, such 

as a “hero,” the more 

likely they are to imitate 

the behavior and believe 

that it is acceptable. In 

many  violent video 

games the child is the 

aggressor. This immer-

sion into the violence 

significantly increases 

hostility and physical 

aggression in the person 

playing. 

Games that are rated “M” 

are not intended for any-

one under the age of 18. 

Parents can have a posi-

tive impact on what 

games their children play 

and how much they play 

them. 

Media Violence and Children: 

Current Research and 

Recommendations 

Video Games Can Teach Violence 

Special points of inter-
est: 

• Children under the age of 

two should not be exposed 

to any television. 

• Take the television out of 

your child’s bedroom. 

• Games that are rated M 

are not intended for ANY-

ONE under the age of 18. 

• There are video games 

that improve desirable 

social skills and academic  

success. 
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Is this boy “just playing” or is 
he learning that violence is 
fun and acceptable? 
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Juvenile violent offences have in-
creased since 2004. (See story on 
page 3.) 



child’s fear. They are not able to really under-

stand what “pretend” is yet. 

 

Young children - even up to age 8, but usually 

younger than 5, are usually very frightened by 

physical transformations.  The movie “The 

Hulk” was frightening to many young children. 

Superman is another character who trans-

forms. This development understanding is im-

portant to consider when selecting media for 

young children to watch. 

Definitions of “young children” vary from 

study to study, but children between the 

ages of three and five years old are consis-

tently part of this group. Children in this 

age group have great difficulty in under-

standing that movies and television are 

pretend. When a 

parent tells the 

child “It’s just pre-

tend” that probably 

will not reduce the 

One of the most important things a 

parent can do to protect their child 

from the negative effects of media 

violence is to take the television and 

computer out of your child’s bedroom. 

If a parent does not know what their 

son or daughter is watching, it is 

almost impossible to protect them. 

 

A great suggestion is to watch televi-

sion and movies with your children 

and talk about what is happening. 

Rent movies and games before buy-

ing them – you can preview them or 

watch with your children. Pay atten-

tion to ratings ESPECIALY what the 

back of the movie says – PG rated 

movies may contain violence and 

movies that are rated PG – 13 really 

are for children who are AT LEAST 

13 (no matter what their friends are 

doing). Games that are rated M 

really are not intended for ANYONE 

under the age of 18. 

 

Talk to your children in an age ap-

propriate way about what they are 

seeing. Young children are especially 

vulnerable to the negative effects of 

entertainment violence. Discuss the 

consequences for the aggressive be-

havior in what you are watching and 

compare it to real life. Movies and 

television sometimes portray violence 

as justifiable or even funny. It is 

really important to talk to your child 

about the perspective of the person 

who is the victim of the violence and 

about the real consequences of vio-

lence. Perspective taking can greatly 

reduce some of the negative effects of 

exposure to media violence. If your 

child sees the violence in the show as 

being realistic, or reflecting real life, 

the impact will be greater. 

 

Set limits about how long and when 

(e.g. after homework) children can 

watch television and play video 

games. Encourage your child to play 

outside or with friends away from 

electronics. 

 

Video games and television are part 

of our culture. It is important to be 

an informed consumer. There are 

educational games that are popular, 

such as “The Oregon Trail.” There 

are also games that can improve a 

child’s social skills. However, if you 

choose to let your child play violent 

video games, avoid “first-person 

shooter” games. Studies have shown 

that this perspective increases feel-

ings of involvement in people playing 

video games. When children feel 

more involved in the game, they are 

more susceptible to feeling increased 

hostility and aggression.  

 

Take control of your electronics. 

Check the parental controls on your 

game system. Microsoft, Nintendo, 

and Sony all released new platforms 

that include parental controls. There 

are also numerous commercial soft-

ware products that parents can use 

to protect children who play or watch 

media on the computer. 

What Can Parents Do? 

Some Children Don’t  

Understand That Movies Are Pretend 
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Provide your child with alternative activities 
to watching television and playing video 
games. Remember that they are watching 
what you do, too. 

This is a familiar sight in houses across the United States. 
Parents frequently smile at the little “superhero.” Unfortu-
nately, he may think his own “superpowers” make it accept-
able to push his sister over when she is in his way. 

“There is only one type of 

violence (according to our 

brain) and it is perceived as 

a threat to survival”  

Murray et al. (2006) 



arrests were of children under the age of 

15. 

 

Based on these statistics, and the informa-

tion provided about violence in schools in 

the article on the first page of this docu-

ment, there is a substantial amount of 

violence that is being committed by chil-

dren and adolescents in our country. The 

connection between increased aggression 

and media violence has been documented 

for over 30 years. Perhaps we should 

consider reducing aggressiveness by turn-

ing off the television and video games, or 

making different choices in what we al-

low our children to watch. 

 

The Office of Juvenile Justice and Delin-

quency Prevention (OJJDP) reports that in 

2006, 2.2 million arrests were made of 

persons under the age of 18. The majority 

of arrests were not for violent offenses. 

The Federal Bureau of Investigation (FBI) 

monitors four offenses that form the Vio-

lent Crime Index— murder and non-

negligent manslaughter, forcible rape, rob-

bery, and aggravated assault. Juvenile ar-

rests for violent crimes had declined from 

1994-2004 but began increasing in 2004. 

More specifically, 2005 and 2006 saw 

increases in juvenile arrests for murder and 

robbery. 

 

The actual number of juveniles involved in 

these arrests is difficult to estimate. One 

arrest may involve a number of people 

arrested for committing one crime together. 

Conversely, one person may be arrested for 

committing a number of crimes. Also, each 

arrest is only reported for the most serious 

crime alleged in the arrest, so a person may 

be arrested for committing many violent 

crimes, but it would appear as one arrest in 

the most serious crime category. Murder is 

the violent crime for which arrests are 

most frequently made.  

 

The statistics pro-

vided by the FBI for 

the number of arrests 

in 2006 for the four 

violent crimes in the 

index includes 

100,700 arrests of 

juveniles. Of those 

juveniles, 29,203  

ally is violent, increasing fear and 

mistrust. 

• Viewing violence can lead to real 

life violence. 

 

“We seek to lay out a clear 

picture of the pathological 

effects of entertainment 

violence.” 

The organizations that endorse this 

statement: 

 

American Academy of Pediatrics 

American Academy of Child and Ado-

lescent Psychiatry 

American Psychological Association 

American Medical Association 

American Association of Family Physi-

cians 

American Psychiatric Association 

Main points of the statement: 

• Children exposed to a lot of vio-

lence are more likely to view vio-

lence as acceptable behavior. 

• Viewing violence can lead to de-

sensitization which decreases the 

likelihood that a child would take 

action on behalf of a victim. 

• Exposure to media that portrays 

the world as a violent place leads 

children to believe the world actu-

Trends in Juvenile Violence 

Joint Statement on the Impact of Entertainment Violence on Children 

Congressional Public Health Summit 
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2006 Estimated Numbers of  

Juvenile Arrests 

   Under 18 Under 15 

Total   2,2192600  

 

Violent Crime   100,700  29,203 

Index  

Murder and   1,310  105 

non-negligent manslaughter 

Forcible rape  3,610  1,299 

Robbery   35,040  8,059 

Aggravated assault 60,770  19,446 
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