
  
 

 

 

Media Influence  

Web sites and teen violence. A 

total of 1,588 10-to-15-year-olds 

were asked about the types of 

Web sites they visited. Youths 

who most frequently visited sites 

depicting real people fighting, 

shooting, or killing were five 

times more likely to report engag-

ing in assaults, stabbings, rob-

beries, and other violent behavior 

than were those who never visit-

ed violent Web sites. "Violence 

online may be particularly im-

portant to our understanding of 

seriously violent behavior among 

today's young people," the re-

searchers write. They advise 

health care professionals to en-

courage parents to install soft-

ware that blocks and filters vio-

lent sites as a way of reducing ac-

cess to online violence. 
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Adolescents who watch R-

rated movies are more likely 

to initiate smoking and 

drinking. 

 

R-rated movies contain more 

smoking and drinking than 

movies in other rating cate-

gories. R- and PG-13-rated 

movies are more likely to in-

fluence adolescents to 

smoke or drink compared to 

PG- and G-rated movies. 

Seeing smoking in movies 

can almost triple the chances 

that an adolescent will try 

smoking. 

 

In a study of New England 

adolescents, those who 

saw the most amount of 

smoking in movies were 

2.7 times more likely to 

try smoking compared to 

those who saw the least 

amount of smoking.                                                                

Video games and violence. Teens in 

both Japan, considered a "low violence" 

culture, and the United States, a "high 

violence" culture, who chronically play 

violent video games behave more ag-

gressively than classmates who don't 

play these games, researchers say. Ana-

lyzing data from studies of 1,231 Japa-

nese students (ages 12 to 18 years) 

and 364 U.S. students (ages nine to 12 

years), the authors found that children 

who played violent video games early in 

the school year exhibited increases in 

physical aggression such as kicking, 

punching, and hitting three to six 

months later. The authors conclude that 

the two cultures' similar behavior 

"strongly supports the theory that play-

ing violent video games is a causal risk 

factor for relative increases in later 

physical aggressiveness," and rules out 

the notion that naturally aggressive chil-

dren prefer violent video games.  
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