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ABSTRACT

Considering that today’s youth are inadvertently exposed to violence in all forms of media and video
games, research shows that this affects the psyche, subsequently manifesting in aggressive behaviour.
This research paper examines how media violence, particularly in video games and movies, impacted
youth behaviour during Uzbekistan’s pandemic-imposed lockdown period in 2020. The research
deploys a mixed-method approach by using quantitative online and offline surveys and data collected
from educational institutions and companies to analyse the impact of media violence on youth who
chose to play violent video games and watch violent movies during the pandemic. At the same time,
the qualitative thematic analysis presents recommendations for preventing the adverse effects of
violent video games and films on young people’s behaviour. The research ends with suggestions on
supporting young people and ways to protect them from falling into the vicious cycle of violence,
which triggers aggression in their behaviour.
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1. INTRODUCTION

While mass media impacts individuals and groups’ behaviour, values, and beliefs, research shows that
violent content in films and video games, in particular, leads to an increase in aggressive behaviour
among the population, especially among the youth (Huesmann, 2007). The social environment in
the past decades punctuates the saturation of our culture and daily lives by the mass media using TV
shows, movies, video games, smartphones (Slater et al, 2004) and also increasingly interconnected
computer networks thanks to industry 4.0 (Mukhopadhyay, 2021). A study by Harvard (2019)
suggests that media can affect in two ways, firstly, ‘personal’ whereby media information about
new norms can persuade individuals to accept a certain behaviour, and secondly, ‘public’ whereby
certain media information creates common knowledge of a norm and individuals are susceptible to
readily accept certain attributes or behaviour if they believe others have also accepted it. Several

DOI: 10.4018/1JABE.308784 *Corresponding Author

This article published as an Open Access Article distributed under the terms of the Creative Commons Attribution License (http://cre-
ativecommons.org/licenses/by/4.0/) which permits unrestricted use, distribution, and production in any medium, provided the author of the
original work and original publication source are properly credited.


https://orcid.org/0000-0003-4830-3126

International Journal of Applied Behavioral Economics
Volume 11 « Issue 1

studies indicate varying levels of behavioural impact of violent content shared in media and games
and how it impacts the youth’s mental health, which influences thought process, thereby behavioural
manifestation (Schipani, 2018).

This research investigates how violent movies and video games affect youth behaviour during
the pandemic-imposed lockdown in 2020 in Uzbekistan. The objectives of this paper are firstly, to
define the elements of influential characteristics of violent media and games, secondly, to identify
the role and influence of violent movies and games in the lives of people during the lockdown in
2020; thirdly, to identify ways to prevent aggressive impacts of violent movies and games on youths’
behaviour. In addition, the study would provide suggestions on how to prevent the negative impact
of media violence on youth behaviour.

2. LITERATURE REVIEW

2.1. Violence

Violence is a term that has no one clear definition. The concept could be understood in the context
of gender, ethnicity, family background, and culture. The World Health Organization (2002) defined
that violence is intentionally or unexpectedly causing sexual, physiological and physical harm to
people or themselves. Violence could be divided into 3 categories depending on i) who does it and ii)
who is harmed, such as self-directed (suicide and self-abuse), interpersonal (community and family,
partner) and collective (social, political and economic). And based on these categories, the nature of
violence divides four main types: physical, sexual, neglect or deprivation and psychological. Figure
1 shows who is affected by violence.

Social and cultural standards can affect the use of violence (Perrin, 2019). These standards can
prevent and decrease the use of violence on the other hand they can increase the use of it. Some
cultures use violence in order to behave like kids or reduce conflicts but it can increase interpersonal
conflicts (NCBI, 2018). Cultural and social standards can cause intimate partners violence, suicide
and self-harm, sexual, community and youth violence (World Health Organizations, 2009). In some
parts of the world, gender-based violence is still increasing because of traditional views and societal
acceptance. Additionally, gender-based domestic violence has increased during the lockdown period
imposed by the pandemic in many countries. For example, in Uzbekistan reporting of domestic
violence (World Bank, 2020) has gone up alongside job losses, economic crises and the majority of
men started to verbal, physical and emotional violence to their wives and daughters. According to the

Figure 1. The link between categories and nature of violence (Safer spaces, 2021)
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Ministry of Internal Affairs in 2020 between January and October, 8430 violent acts against girls and
women were recorded and they suffered from emotional and physical abuse (Mantovanelli, 2020).

2.2. Media, Violence, and Behavioural Manifestation

While only 7% of the world population was online in the year 2000, now over 50% of the global
population has access to the internet (Hillyer, 2020). Mass media directly impacts human behaviour,
values and beliefs. Research shows wide levels and presence of violence in mass media such as
TV, video games and films and going by statistics, a large majority of young people spend a lot of
time-consuming and actively engaging with these contents. Most organisations, psychologists and
medical doctors researched media violence, and its effects on human behaviour (Cyber College, 2014).
Laboratory experiments demonstrate that violent media could be the direct reason for developing and
harbouring feelings of anger, hostility, and desensitisation (Anderson, et al., 2017). Additionally, most
of the scientific organisations such as the American Academy of Child and Adolescent Psychiatry, the
American Academy of Pediatrics, the Medical Association, the US Surgeon General, The Psychiatry
Association and the Society for the Psychological Study of Social Issues have confirmed that media
violence can be a reason in the growth of aggressive behaviour (Craig et al., 2017). Furthermore, media
violence can lead to the growth of irate feelings, aggressive opinions and physiological stimulation
(Bushman, 2016). It also decreases the sensitivity of people to violence. However, a study by Craig
et al (2017) shows that there is no direct link between media violence and aggressive behaviour.

2.3. The Effects of Violent Movies

Several genres in the movie industry, such as drama, comedy, detective, romantic, sci-fi, horror, action,
and fantasy, have their own positive and negative effects on viewers (Rathod, 2020). For instance,
AAFP (2016) research shows that around 91 per cent of films on television have violent content, and
between 1985 and 2015, PG- 13 movies became more violent (Reinberg, 2019; Moyses, 2017). A
study of 1000 participants that conducted the relationship between violent movies concluded a positive
relationship between violent films with aggressive behaviour and aggressive feelings (Huesmann and
Kirwil, 2007). Further research (Wood et al., 1991; Paik and Comstock, 1994; Strasburger, 2004)
evidence that aggressive behaviour increases after watching films with violent content amongst young
people. Netflix also mentioned that during the lockdown period, most individuals watched horror and
violent movies more than other times (Vahdati, 2020). Randomised experiments and well-controlled
studies show that violent films will be a reason for the short-term growth of young people’s aggressive
opinions, behaviour, feelings and will be a reason for physically aggressive behaviour which can harm
others (Anderson et al., 2003).

Furthermore, John Murray et al. (Archer, 2013) researched how violent videos could affect
the brain of adolescence. They found that violent videos activate the amygdala, the limbic system
identified as an emotion centre - works for emotional functions and can trigger aggression, anger,
depression and sensitive behaviour). The thumbnail-sized part of the brain, the right part of the brain,
was mainly active. Figure 2 demonstrates that the coloured areas are functional while watching violent
videos (Sohn, 2004).

2.4. The Effects of Violent Video Games

On the other hand, video games raised new questions about the potential impact of media violence
since the user is not simply a viewer but also an active participant. Ninety-seven per cent of adolescents
aged 12-17 play video games — on a computer, on consoles, or smart devices (APA, 2013). Most
adolescents spend about nine hours in the mass media every day (Delaney Family, 2015; Przybylski
and Weinstein, 2019). Video games are one of the most popular leisure-time activities of youth,
and some of them spend about 40 hours playing video games per week (Ruiz, 2013). Some studies
determined that 94% of video games that are appropriate for youth are with violent content. 64% of ‘E’
rated which are suitable for all, are categorised under deliberate violence. Unfortunately, most youth
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Figure 2. Influence on the brains of young people when they watch violence (Sohn, 2004)

today play these video games and can grow aggressive behaviour (Huesmann and Taylor, 2006). An
in-depth meta-analysis containing 136 articles published by 130295 participants demonstrates that
playing violent video games can increase aggressive behaviour, negative judgement, competition,
angry emotions, decrease the rate of helping others, desensitisation, and amplify psychological arousal.
Figure 3 shows how violent video games correlate with these aggressive feelings.

Additionally, meta-analyses (Mugge and Greitemeyer, 2014), longitudinal researches (Anderson
et al., 2008), event-related researches (Liu et al., 2015) depicted that violent video games have a
significant influence on youth aggression. However, studies conducted among older children, teens
and youth, demonstrate no clear relationship between violent video games and amplified youth
aggression. However, playing video games with violent content has short-term and long-term effects
on the aggressive behaviour of youth.

By using this framework, Anderson and Bushman (2001) described the long-term effects of
violent video games. This research shows some independent variables such as aggressive behaviour,
such as being easily angry, sensitivity, decreasing the feeling of helping others and hostility.

Figure 3. Correlation between violent video games with aggressive feelings (Anderson et al., 2010)
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Figure 4. The impact of Continued Violent Video Game Playing on Youth Behaviour (Anderson and Bushman, 2001)
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2.5. The Lockdown Period in 2020

COVID-19 has caused isolation, influenced changes in people’s lifestyles and led to economic
downturns (Mukhopadhyay, 2022) in all countries. Since March 2020, about 95 per cent of the
population has stayed at home, and all their work and studies have gone online (Parayil and Montlvo,
2020). This pandemic has affected the mental health of people in different ways, especially young
people. In September 2020, UNICEF researched 8,444 youth between 13-29 ages from nine countries
and it found that they felt less motivated with their activities along with having anxiety and depression
(UNICEEF, 2021). In addition, staying at home caused to increase indoor activities, mainly playing
video games (Fazeli and et al., 2020). Also, 83% of people around the world watched and played
video games during the pandemic period (Nilesen, 2020).

The average screen time of children extended to six hours per day, and children spent more
time playing video games than usual (Nogel, 2020). Further studies (Sundaray and Chopra, 2020;
Balhara et al., 2020) shows from their research in India looking at young people that during the
pandemic lockdown period, the majority of youth play video and computer games for stress relief
and spend their leisure time. These hours spent on games and movies could also be the reason for
psychological problems like panic attacks or loneliness. These problems can cause steady depression
and aggressive behaviour.

In China, researchers conducted a longitudinal survey. They found that children and youth
increased playing video game time. It caused gaming disorder (Teng et al., 2021) (GD - losing control
while playing video games, disconnection from the real world, from social life and other activities,
and playing without paying attention to the adverse effects of video games (Fazeli and et al., 2020)).
Additionally, In Germany and Hong Kong, researchers researched playing video games. Their results
showed that gaming disorder increased before the pandemic, and playing video games has become
a habit for youth and children (Zhu et al., 2021; Paschke et al., 2021).

3. METHODOLOGY

This research followed a deductive approach while deploying a positivistic research philosophy. The
data, quantitative and observable, was collected and explained in an objective way (Dudovskiy, 2018).
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The literature shows that most similar studies used large sample sizes, and this selected research
philosophy fits the research topic on media violence and its impacts on youth. This study chose the
cross-sectional survey method for data collection. This method helped collect data in a large sample
in a small amount of time by using standardised questionnaires, making it easier to compare while
also ensuring reliability (Salleh and et al., 2009).

3.1. Method

This study used a quantitative research method to define the elements of influential characteristics of
violent media and games while also identifying the role and influence of violent movies and games in
the lives of young people during the lockdown in 2020 in Uzbekistan. Similar studies used quantitative
methods to evaluate media and its impacts on individuals (Salleh and et al., 2009).

3.1.1. Sampling

Random sampling was used for this study to reduce bias in the selected sample. And participants
were selected from different schools, universities and higher educational institutions in Tashkent and
also working professionals.

3.1.2. Data Collection Method

Both primary and secondary data were collected and used. For primary data collection, online and
offline questionnaires (Ainworth, 2020) were used. The data was collected from 255 young people
(see table 1) via surveys and online questionnaires conducted in various schools, universities and
institutions in Tashkent city. Additionally, an offline survey was also conducted among students of
the Westminster International University in Tashkent, Tashkent Dental Institute, students of schools
No. 99 No. 180 No. 34 No. 10 and employees of various companies. This primary data focused on
how media violence can affect youth behaviour and understand their choice of movies and video
games during the lockdown period.

3.1.3. Assessing the Quality of Research

Previous studies used quantitative research methods to analyse how video games or movies can
affect youth behaviour and deployed different research strategies such as survey, experiment,
case study and observation (Adachi and Willoughby, 2011; Onwukwe and et al., 2017; Tanwar
and Priyanka, 2016). Some researchers used questionnaires to conduct surveys from a large
sample (Hassan et al., 2009). The results of most of these studies, as mentioned earlier, show
that media violence and aggressive behaviour are linked with each other; on the contrary, some
researchers did not find a solid link between them. But preliminary results show that there is
a link between aggressive behaviour with violent media. The result of this research can be
generalised beyond the specific research context because the research topic impacts not only
Uzbekistan but also globally.

Table 1. Profile of respondents

Nl 6 Age Occupation Gender Location
respondents
School students,
255 13-24 University . Females and Males Tashkent
students, working
professionals
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4. FINDINGS

Out of 300 respondents, from both online and offline questionnaires, 35 answered by using online
google forms while 265 respondents answered offline. However, 45 (17%) offline results were
removed, because they were incomplete, 83% (220) of them answered fully. Figure 5 demonstrates
that 220 (88%) respondents answered by offline questionnaire, the rest of them, i.e., 35 (12%) online.
In this study, Stata/SE 16 was used for analysing quantitative statistical analysis in order to find the
main influential characteristics of violent media, mainly violent movies and violent video games
which is also the objective of the study.

4.1. Descriptive Statistics

The survey used demographic variables such as age, gender and occupation (Table 2). 36.08% of
respondents were between the age of 22-24, 31.76% of the participants were 19-21, 16-18 age of
respondents were 21.96% and the rest of them (10.2%) were 13-15. In the survey, the number of male
respondents was 61.18% compared to females 38.82%. The majority of respondents were students
(58.43%) and the rest of them were pupils (24.31%) and workers (17.25%).

In the survey, participants answered the question “What do you mean by violence?” and most
of them understand that violence is killing (24.31%), using weapons like normal objects (23.53%),
aggressive behaviour (21.8%) and goring (18.04%).

4.2 Violent Movies

The questionnaire was divided into 2 parts, in the first part were questions that are related to violent
movies and the second part were violent video game-related questions.

In order to find the frequency of watching violent films, respondents asked that “How many
hours a day do you watch violent films?”. Out of all respondents, over half (57.65%) respondents
spend 30 min-60 min watching violent movies per day, on the contrary, only 6.67% of participants
spend 3 or more hours watching movies with violent content (Table 3).

According to Figure 7, the main reasons for watching violent movies are spending time with
relative and friends (24.71%), expanding their knowledge (21.57%), relieving stress (18.04),
entertainment and fun (19.61%). More than half of youth prefer to watch violent movies alone
(56.08%), 43.92% of participants prefer to watch with relatives and friends (Figurel).

Table 4 demonstrates that those who watch violent movies alone are more aggressive than those
who watch with friends or alone (percentages are calculated for each out of 100%).

In this study, selected options of PG-13 rated movies with violent content were shared with the
participants (Figure 9). 18.82% of participants prefer to watch the movie “Forsaj” which is with

Figure 5. Response rate
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Table 2. Profile of respondents with further breakdown

Frequency Percentage Cumulative

Age Age Categories

01318
13-15 26 10.20 10.20

- 18
15-18 55 2196 32.18 w A

2T
15-21 81 31.76 6392
22-24 92 36.08 100.00
Gender Gender
Male 156 6118 61.18
u Male
W Female
Female 99 3882 100.00
Occupation
Occupation
Student 149 58.43 58.43
M Student
Pupil 62 2431 B2.75
® Pupil
Working B Work
Professionals
[termed as 44 17.25 100.00
work in the
diagrams)
Figure 6. Meaning of violence
Meaning of Violence
Using weapons like normal object [ Goring
I ciling I Aggressive behavior
I Mutilating 1o body offends I Coath
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Table 3. Frequency of exposure to violent movies

How many hours a day
do you watch violent Frequency Percentage Cumulative
films?
30 min- 60 min 147 57.65 57.65
1-2 hours 91 35.69 93.33
3 or more hours 17 6.67 100.00

Figure 7. Preference of watching violent movies alone or with relatives

Watching violent movies with friends and relatives or alone

LER

[ With friends and relatives [ A.h:lne]

intense violence and action, sexual scenes, and drug references (Amazon, 2009). Mostly this movie
chose by 22-24 and 19-21 aged respondents. Unfortunately, between the ages 16-18 also prefer it.
Auvatar is the second (15.29%) preferred movie by youth. This movie contains strong battle scenes,
warfare, sexual and smoking contents which can lead to negative behaviour (Parent Previews, 2017).
Additionally, the movie “Salt” is mostly preferred by 13-18 ages which include intense sequence
action and intense sequences of violence (Rotten Tomatoes, 2010).

Table 5 demonstrates the frequency of dependent variables which are linked to respondents’
good and aggressive personal characters. Nine characters were surveyed such as friendly, sensitivity,
being easily angry, being mad, generosity, commanding others, and other aggressive traits. These
traits measured by using an ordinal level on a four type of rating (strongly agree - strongly disagree).

Results show that 73% of participants strongly agreed with “I am friendly”, 14% agreed with this
character. In contrast, only 8% of respondents strongly disagreed with it. Concerning sensitivity, 42%
strongly agreed, 29% agreed, oppositely, only 16% strongly disagreed and 13% disagreed with this trait.

For the question that asked to rate “If somebody hurts me, I will hurt them too”, 30% per cent of
respondents strongly agreed with this trait and 27% of them were strongly disagree with it. Regarding
these scales: “I don’t even stop doing evil to achieve my goal” and “If someone accidentally hits me,
I will do the same”, respondents rated almost the same answer as they strongly disagreed (42% and
33% respectively). Additionally, 32% and 28% strongly agreed with these characters respectively.
Concerning being easily angry and being mad majority of youth are rated similarly, that they strongly
agree with these traits (34%). Out of 255 respondents, 72 strongly disagreed with being easily angry.
When respondents rated whether they like to command others or not most of them were strongly
agree (32%) or agree (23%), in contrast, 23% and 17% were whether strongly disagree or disagree.
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Table 4. Influence of peers

I am sensitive 1 2 3 4
With friends and relatives 40-36% 37 13 21
Alone 67-47% 37 19 20

If somebody hurts me, I will
also hurt them too

With friends and relatives 27-24% 20 30 35
Alone 49-34% 25 34 35

I don’t even stop doing evil
to achieve my goal

With friends and relatives 28-25% 12 16 55

Alone 54-38% 20 17 52

If someone accidentally hits
me, I will do the same

With friends and relatives 24-21% 22 19 47
Alone 48-33% 33 24 38
I get angry easily

With friends and relatives 32-29% 17 28 35
Alone 55-38% 26 25 37
I get mad when someone

upsets me

With friends and relatives 32-29% 23 25 32
Alone 54-38% 40 31 18

I like to command others

With friends and relatives 28-25% 30 18 36

Alone 54-38% 29 26 34

If my enemy asks me for
help, I will refuse to help him

‘With friends and relatives 38-34% 16 17 41
Alone 60-42% 20 20 43

Most of the participants strongly agree with “If my enemy asks me for help (38%), I will refuse to
help him”, 33% strongly disagreed with it.

Interestingly, more than half of pupil who studies at school are spending 11000- 30000 Soum to
watching violent movies, half of the students are spending less than 10000 Sum and 43% of working
professionals also spend less than 10000 Sum. Additionally, 12% of students spend more than 61000
Sum, pupils 5% and working professionals 7%.

4.3 Violent Video Games

As mentioned above, the questionnaire’s second part was about playing violent video games.
Interestingly, when asked the same question as “How many hours a day do you play violent video
games?” more respondents spend 30 min-60 min playing violent video games, it is almost the same
answer with watching violent movies (watching violent movies 57.65% and playing violent video

10
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Figure 8. Main reasons of watching violent movies
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Figure 9. Name of violent movies
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Figure 10. Stata Image 1
nameViolentMovie
age Terminato 3enewce W Avatar Salt Forsaj Hupoe Mna Total
13-15 2 1 4 7 1 ] 26
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15-21 8 7 14 2 17 10 E] 81
22-24 14 9 12 & 1B 1 8 92
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age Bxoxep Harvel Total
13-15 2 3 %
16-18 3 1 56
19-11 7 7 81
22-24 & 8 92
Total 18 19 255
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Table 5. Personal characteristics of respondents

Strongly Agree Agree Disagree Strongly disagree
I am friendly 186-73% 35-14% 13-5% 21-8%
I am sensitive 107-42% 74-29% 32-13% 41-16%
If somebody hurts me,
I will also hurt them 76-30% 45-18% 64-25% 70-27%
too
Idon'teven stop doing | ¢ 354, 32-13% 33-13% 107-42%
evil to achieve my goal
If someone
accidentally hits me, I | 72-28% 55-22% 43-17% 85-33%
will do the same
I get angry easily 87-34% 43-17% 53-21% 72-28%
I get mad when 86-34% 63-25% 56-22% 50-19%
someone upsets me
Iike to command 82-32% 59-23% 44-17% 70-23%
others
If my enemy asks me
for help, I will refuse to | 98-38% 36-14% 37-13% 84-33%
help him

games 51.76%). 37.65% of respondents play 1- 2 hours and the rest of them spend more than 3 hours
playing violent video games (Table 7).

Figure 11 depicts the percentage of main reasons for watching violent movies. Less than half
of youth (43.63%) play violent video games for entertainment and fun. 18.82% of respondents play

Table 6. Monthly expenditure on violent movies

Monthly expenditure for MB or buying movies
Occupation Total
Less than 10000 11000-30000 31000-60000 More than 61000
Student 75-50% 43-29% 14-9% 17-12% 149
Pupil 17-27% 32-52% 10-16% 3-5% 62
Working 19-43% 18-41% 4-9% 3-7% 44
professional

Table 7. Spending time for watching violent movies a day

How many hours a day
do you play violent video Frequency Percentage Cumulative
games?
30 min- 60 min 132 51.76 51.76
1-2 hours 96 37.65 89.41
3 or more hours 27 10.59 100.00

12
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Figure 11. Reasons of playing violent video games
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to relieve stress and to spend time with friends and relatives. Few of them think that violent movies
help to protect from real-life violence (6.27%).

Figure 12 demonstrates the preferences of playing violent video games with friends or alone.
Interestingly, like violent movies, more than half of respondents prefer to play violent video games
alone (65.1%). Only 34.9% of participants prefer to play video games with relatives and friends.
Like violent movie viewers who watch alone, violent video game players who play alone are more
aggressive than with friends and relatives. In sum, the respondents of the research are preferring to
play video games alone and are more aggressive.

The results of the survey show that 50% of students spend for violent video games less than 20 000
Soum, working professionals also spend almost 43% the same amount of money on them. Interestingly,
school students spend more money for playing violent video games than working professionals and
students (school students 21 000-50 000 Sum (52%) and 51 000-80 000 Soum; students spend 29%
and 9%; working professionals 41% and 9% respectively). Additionally, 12% of students more than
81 000 Soum, on the contrary, 5% of school students and 7% of working professionals spend also
the same amount of money.

Figure 12. Preference of playing violent video games alone or with relatives

Preference to play violent video games with friends or alone

Withfriends [ Alone
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Table 8. The influence of peers

I like compete with friends 1 2 3 4
With friends and relatives 43-48% 15 14 17
Alone 107-64% 38 6 15
If I fail at something, I take

my pain from others

With friends and relatives 17-19% 20 14 38
Alone 49-29% 50 18 49
I don’t even stop doing evil

to achieve my goal

With friends and relatives 17-19% 11 22 39
Alone 60-36% 32 20 54
If someone accidentally hits

me, I will do the same

With friends and relatives 18-20% 14 19 38
Alone 55-33% 35 24 52
I get angry easily

With friends and relatives 20-23% 18 23 27
Alone 60-36% 32 32 42
I get mad when someone

upsets me

With friends and relatives 22-25% 19 16 32
Alone 56-34% 52 25 32
I like to command others

With friends and relatives 26-29% 16 18 29
Alone 63-38% 40 29 34
If my parents don’t let me

do what I like, I make them

angry

With friends and relatives 20-23% 10 17 42
Alone 53-32% 28 14 71

Table 9. Monthly expenditure for MB or buying violent video games

Monthly expenditure for MB or buying violent video games
Occupation Less than 21 000- 51 000- More than Total
20 000 Sum 50 000 Sum 80 000 Sum 81 000 Sum
Student 98-50% 27-29% 11-9% 13-12% 149
Pupil 20-27% 30-52% 11-16% 1-5% 62
Working 15-43% 22-41% 3-9% 47% 44
Professionals

14
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Figure 13 demonstrated that the majority of respondents (33.73%) play PUBG Mobile which is
appropriate for 17 years of age and for older. This game is a ‘kill or get killed” game (Parent Portal,
2021). But the majority of school students play this game. Furthermore, the second preferred game
by respondents is Counter-Strike is rated for 17 years and for older (29.87%). 16.86% of young people
prefer to play Zombie. But it is appropriate for 10 years older and it has animated blood and Cartoon
Violence. Most of the youth plays violent video games which are not appropriate for their age.

In order to find how violent video games can affect youth behaviour, the questionnaire asked to
rate gaming habits from ‘strongly disagree’ to ‘strongly agree’. Table 10 illustrates that the majority
of the youth 48.63% when they are playing video games and cannot win, they will feel nervous and
mad. Less than half of the youth mentioned that if they start playing video games, they cannot stop
playing, on the contrary, more than half of participants were disagreeing with it. Almost 60% of young
people think about events in video games. The rest of them are disagreeing with this habit. Moreover,
43.92% of them are strongly disagreeing with that, they were not repeating actions in video games.
Therefore, the majority of respondents who plays video games alone have gaming behaviour that is
more violent than those who plays with friends and relatives.

Cronbach’s alpha estimation shows that (0.7798) habits of gaming variables and measurements
have good internal reliability.

According to Table 11, 58.28% of youth like competing with friends. When asked to rate “If
fail at something, I take my pain from others” 53% of them strongly agreed and agreed with it. The

Figure 13. Name of violent video games

Violent Video Games

Word oftanks [ FPUBG mobile
I Courter strice I Zombie
I Payback I Ciash of clans
N Dota 2

Figure 14. Stata image 2

violentvidecgamesplay
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Table 10. Gaming habits of respondents

Strongly Agree Agree Disagree Strongly disagree
IfTdo not win, [will | 1), g g3, 27-10.59% 35-13.73% 69-27.06%
be nervous or mad
If I start playing
video games, Twill | 50 ) 55/ 68-26.67% 51-20% 78-30.59%
not be able to stop
playing
I will start to think
about events in video | 73-28.63% 74-29.02% 37-14.51% 71-27.84%
games
Twill try to repeat the | -, 7 ¢4/ 41-16.08% 31-12.16% 112-43.92%
actions in video game

Figure 15. Stata image 3

. tab withfriendsoralone ratelfDontWinNervous

withfriendso ratelfDon"tWinNervous
ralone 1 2 3 4 Total
wWith friends 33 & 11 39 B89
Alone 91 21 24 3o 166
Total 124 27 35 69 255

. tab withfriendsoralone ratelfStartPlayingVideoGamesBeAb

withfriendso ratelfStartPlayingvVideoGamesBeAbleStop

ralone 1 2 3 4 Tatal

With friends 13 17 28 39 B89
alone 45 51 k| 39 1le6

Total c8 ] £1 78 255

rest of them disagree with the trait. Interestingly again, as the same violent movies’ part, who plays
violent video games they also being easily angry.

34.9% of respondents like to command others, 24.71% disagreed with it. Furthermore, less
than half participants disagreed, if their parents do not let them do what they like, they get angry.
Interestingly, 28.63% of youth strongly agree with this habit. As a result of this table, the majority
of players are strongly agreed and agreed with their aggressive characters.

5. DISCUSSION

5.1. Personal Features — ‘You Become What You Watch’

This research analysed how violent media could affect youth behaviour, and how it influences them.
The results evidence that some aggressive personality traits were learned by using the Attitudes
Concerning Aggression Scale which include 11 personal characters with 4 scores, 1 stand as a strongly
agree, 4 stands strongly disagree (Table 3; Table 7). The results of this scale show that the majority of
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Figure 16. Stata image 4
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withfriendso rateStartThinkEventVideoGames
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Figure 17. Stata image 5
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average
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Item Obs Sign correlation correlation correlation alpha
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respondents’ personal characters were described as being more aggressive. Violent video games and
violent movies have negative effects on the youth. When asked to choose one of the Violent content
movies and video games which are with violent content, most of the respondents play violent video
games which are not appropriate for their age. In addition, they also watch violent movies which
contain battle, sex, killing scenes. These have a significant effect on the youth. Furthermore, violent
media firstly impacts the youth psyche, continuous watching violence will cause aggressive behaviour,
and its influences the neurodevelopmental trajectory of the prefrontal cortex.

This result leads to decreased inhibition of controlling bad behaviour and will cause the growth
of aggressive behaviour. Such as getting angry easily, hitting back when someone hits them, or if
parents do not let them do what they want (purchasing games, allowing time to be spent on games
and movies) the youth constantly look for ways to achieve their goals.

Many laboratory experimental studies also found the same traits such as violent media can lead
to growth of angry feelings, aggressive feelings, desensitisation to real-world violence, reduced pro-
social behaviour like not helping others and hostile appraisals (Anderson et al., 2017). However, they
are very friendly at the same time.
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Table 11. Personal characteristics of respondents

Strongly Agree Agree Disagree Strongly disagree

Iike compete with | ;5 58 g7, 53-20.78% 20-7.84% 32-12.55%
friends
If I fail at something,
I take my pain from 66-25.88% 70-27.45% 32-12.55% 87-34.12%
others
I don’t even stop
doing evil to achieve | 77-30.20% 43-16.86% 42-16.47% 93-36.47%
my goal
If someone
accidentally hits me, | 73-28.63% 49 -19.22% 43-16.86% 90-35.29%
I will do the same
I get angry easily 80-31.50% 50-19.69% 55-21.65% 69-27.17%
I'get mad when 78-30.71% 71-27.95% 41-16.14% 64-25.20%
someone upsets me
I like to command

89-34.9% 56-21.96% 47-18.43% 63-24.71%
others
If my parents don’t
let me do what I like, | 73-28.63% 38-14.90% 31-12.16% 113-44.31%
I make them angry

Figure 18. Media violence effects on brain development (Hummer, 2015)
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5.2. Self-Perception - ‘Who Am I, vs ‘Who do | Think | Am’

According to the results, the majority of respondents in both parts: violent movies and violent video
games, preferred to watch or play alone. Less than half of them preferred playing and watching with
relatives and friends. Some studies display that those who are self-perspective were rated acting
aggressively. And for those who are other-perspective they like to spend time with others and they
are altruistic people.

Moreover, the study learned that self and peer perception is another factor that influences
emotional, verbal aggression. This research found that those who watch violent movies and violent
video games alone have personal traits that are more aggressive. Media violence negatively affects
their thoughts, feelings, emotions and their behaviour. One of the studies about media violence
also found that those who play violent games and spend time alone can affect the youth behaviour
(Prokarym, 2012).

5.3. The Role of Peer Pressure — ‘Gamers of the Same Genre Play Together’ (?)

The period between juvenile and adulthood is an important time that young people develop
and the influence of parents decreases and peer pressure becomes the main role in their life.
However, peers can be social moderators which influences the connection between aggressive
behaviour and violent media.

Results illustrate that those who play or watch with friends and relatives have some influence on
aggressive behaviour. Because the majority of them when asked that they play or watch violence with
others strongly disagreed with aggressive personal characters (Table 4; 8). It means that if respondents’
peers are aggressive and have a high level of violence in the media, both showed aggressive behaviour.
On the contrary, if their peers are not aggressive, they can prevent the negative impacts of violent
media. Some longitudinal studies also show that both high violence in the media and peers who are
also aggressive can be cause for increasing aggressive behaviours (Slater et al., 2004; Karin et al.,
2016). One of the studies about media violence also found that those who play violent games and
spend time alone can affect the youth behaviour (Prokarym, 2012).

5.4. The Habit and Mode of Gaming

This research showed that playing violent video game’s habits, it measured by the Likert scale 1-
strongly agree, 4 — strongly disagree. The results of this scale show that if respondents do not win
in the games, they become mad and nervous. When they are playing video games, they are not able
to stop playing video games. Video gamers, at times, act like someone who is addicted to narcotics
(Internet matters, 2021). While playing video games, they are not paying attention to their environment,
e.g., whether someone calls them or not, they do not hear. As mentioned above, if they do not win,
they take their pain from others. Therefore, they prefer to play violent games alone and without
interruptions. The majority of them think about the events of the game and they tell their feelings
to others. Some of them repeat the actions from the video game scenes while playing with friends.
Furthermore, continuously playing violent video games influence the brain of youth stronger than
morphine. Video games affect the frontal cortex which is part of the brain that manages impulsivity,
which is the same what cocaine does (Kardaras, 2016).

5.5. ‘The Road to Virtual Violence Satiety*

Parents can control their children by using two ways: restrictive controlling and active controlling
media violence. By using restrictive monitoring, parents forbid the content of media, such as “this
movie is not appropriate for you, see this one” (Padilla-Walker et al, 2019). Alternatively, they can
restrict the time limit — e.g., one hour, or they do not put computer or TV in their children’s room.
However, this type of monitoring is not effective all the time. It is effective for children not for youth.
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On the other hand, some studies show that active monitoring is more effective than restrictive
controlling. Active monitoring means that parents communicate with their children in order to
increase or decrease the media effects. For instance, when their children watch or play, they should
talk about children’s preferences, e.g., understanding what is the main reason for using media, how
do the children perceive the concept ‘violence’, and how they comprehend a piece of information
about the production of video games or movies while also explaining that media is not real. These
help to develop the critical media skills of youth (Valkenburg and Taylor, 2017). By using this
method, they can control their children and during the communication, they can accurately tell
their opinions and decisions about violent media. Moreover, it helps to reduce the likelihood of
online risks like drug use or gambling (Padilla et al., 2012) as advertisements on gaming sites are
also not age-appropriate at times.

Primary media and network companies are the other main influence to preventing violence of
the media. While there are educational programs and movies which are creative and informative,
such as historical dramas, real-life evidence, and realistic movies. The media companies should not
think about their profit but they should consider that whether their products can cause physical and
psychological harm to their viewers. TV programs should be appropriate for all age viewers. And
they should present more accurate data, and reduce the violent actions per program (Reissler, 2006).
Media companies have larger societal goals as the principle of ‘you are what you watch’ can influence
the future generations at a deeper level (Sparks, 2005).

6. CONCLUSION

The larger research aim was to identify the influential characteristics of media violence on youth
behaviour during the lockdown period 2020 in Uzbekistan. The research results demonstrate that violence
in the media negatively affects the behaviour and psychology of youth. In regards to preventing the
negative influence of media violence on the youth, parents play a crucial role by restricting and actively
monitoring their children’s media use. In addition, reduce the allocated budget for buying video games
with violent content and engage with the games before kids start playing them. Equally, media and
network companies should share the appropriate rating of movies, news, and real-world events online and
on the physical label of the product. They should be required to provide more transparent information, a
precise range of access to information regarding the content of their production, especially to the young
generation. Media houses - movies and gaming companies alike, should think about the nature and
quality of their production release, not simply about expanding the bottom line. Furthermore, parents
and media companies and paediatrics, teachers, and those who work with youth should hear, watch,
and participate in activities with young people to learn further. Findings show that the use of media had
increased significantly during lockdown period; therefore, parents could add other activities in daily
routine like reading, playing musical instruments, and others to decrease the exposure to adverse effects
of violent media. At the same time, these media also helped people spend time with family and friends
by playing online games, however, there must be limits to using them.

7. FUTURE RESEARCH

While the correlation between media violence and aggressive behaviour has been studied over the past
three decades, no studies look at Uzbekistan. For further study, researchers could analyse not only
the youth of Tashkent but the rest of Uzbekistan. The longitudinal, experimental analysis should be
implemented for future research because it can give deeper results for the government. The sample
for quantitative analysis could be larger, with at least 1000 respondents. And the age category of
respondents could range from 8-29 years. Furthermore, it is important not only to investigate personal
and social factors but also how parental, environmental, and biological factors play an instrumental
role between media violence and aggressive behaviour.
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