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Video game exposure

• Video game exposure is almost omnipresent in our everyday lives

• 97% of all American children (ages 12-17) play video games

• Annual sales in Germany (2013): 2,65 billion Euro

• About 75% of all video games contain violence (violent video game 

play) (Call of Duty Black Ops II: within 24 hours, it grossed more than 

500 million US-Dollar)

• In a nationally representative survey, 78% reported helping other 

game characters (prosocial video game play)

• 76% play video games cooperatively with others  (cooperative video 

game play)
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Risk-glorifying video games

Fischer, Greitemeyer et al., 2011,

Psychological Bulletin
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Violent video games
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• Greitemeyer & Mügge (2014): Meta-analysis of all violent video 

game studies that appeared after 2008

• 85 different effect sizes

• 34.454 participants

Effects of violent video games
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Effects of violent video games

Greitemeyer & Mügge, 2014,

Personality and Social Psychology Bulletin
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Dependent on study design?
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• Playing violent video games does increase aggression 

(although the effect is only small to medium in its effect size)

• Social learning theory: learning occurs by observing the 

consequences of the behavior

• Players learn what they are exposed to during the game

 Prosocial behavior should be enhanced if players are exposed to 

prosocial content

Violent video games
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Prosocial video games
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Dieter Bohlen robbed
(www.tagesspiegel.de/weltspiegel, 20.12.2006)

On the eleventh of December, 2006, two men entered Dieter Bohlen’s villa and 

fettered the 53 year-old and his 23 year-old girlfriend. After the robbers forced 

him to give them 60.000 Euro, they fled. The music producer could free himself 

and alarmed the police. Not even two hours after the crime had happened, 

Bohlen was interviewed by tabloid “Bild” and TV network RTL. Answering the 

question why he had so much money in his villa, Bohlen said he was about to 

make some purchases.

Schadenfreude & empathy

http://www.tagesspiegel.de/weltspiegel
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Schadenfreude

Greitemeyer, Osswald & Brauer, 2010,

Emotion
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Empathy

Greitemeyer, Osswald & Brauer, 2010,
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Accessibility of prosocial thoughts
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Accessibility of prosocial thoughts

Greitemeyer & Osswald, 2011,

Journal of Social Pychology
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Helping a harassed woman

Greitemeyer & Osswald, 2010,

Journal of Personality and Social Psychology
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Mediation (short-term effects)

Greitemeyer & Osswald, 2010,

Journal of Personality and Social Psychology

prosocial

video game
helpingaccessibility of 

prosocial thoughts

 Playing prosocial video games increases helping because of an 

increased accessibility of prosocial thoughts
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Effects on aggression

Greitemeyer et al., 2012,

European Journal of  Social Psychology
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• Greitemeyer & Mügge (2014): Meta-analysis of all prosocial video 

game studies

• 25 different effect sizes

• 9.216 participants

Meta-analysis
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Meta-analysis

Greitemeyer & Mügge, 2014,

Personality and Social Psychology Bulletin
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• So far: focus on video game content (what game is played)

• Here: focus on video game context (how the game is played)

• Participants play a video game on their own or in a team

• Cooperative team-play: players work together as teammates 

and assist each other in achieving a common goal 

• Effects on cooperation and aggression

Effects of cooperative video game play
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Neutral video games: Effects on cooperation

Greitemeyer & Cox, 2013,

European Journal of Social Psychology
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Violent video games: Effects on cooperation

Greitemeyer, Traut-Mattausch & Osswald, 2012,

Computers in Human Behavior
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Effects on aggression
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Effects on aggression

Velez, Greitemeyer et al., 2016,

Communication Research
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• Video game exposure does affect social behavior

• Violent video games decrease prosocial outcomes and increase 

aggression

• Prosocial video games increase helping behavior and decrease 

aggression

• Cooperative video games increase prosocial behavior, decrease 

aggression and ameliorate the effects of violent video games

 Not only important whether and how much an individual plays video 

games, but also what game and how the game is played

Summary
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• Violent video games affect the player

• Is there also an effect on people with whom the player is connected?

• Huesmann (2012) : “violence begets violence”

• Increased aggression in the player may spread across the social 

network

• Even individuals who do not play violent video games themselves 

should become more aggressive when their social network plays 

violent video games

Effects on the player‘s social network
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• Egocentric social networking analysis

• Participants indicate how often they play violent video games and how 

often they behaved aggressively in the past

• They also indicated how often their five closest friends play violent 

video games and how often these friends behaved aggressively in the 

past

Effects on the player‘s social network
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Effects on the player‘s social network

Greitemeyer, 2018,

Computers in Human Behavior

multiple regression: VVE participant, VVE friends, and the interaction 

associated with aggression participant
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Effects on the player‘s social network

Greitemeyer, 2018,

Computers in Human Behavior
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Effects on the player‘s social network

Greitemeyer, 2018,

Computers in Human Behavior
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• Prosocial video game play is associated with prosocial tendencies

• Perhaps prosocial video game effects also spread across the social 

network

 Increased prosocial behavior in the player leads to the player’s social 

network becoming more helpful 

Future research


