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AGGRESSIVE  BEHAVIOUR

Violent Video Games Play, Aggressive Behaviour and Parental 
Mediation
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ABSTRACT
Objective: Several studies have shown that there exists a correlation between violent video games play and aggressive 

behaviour. We studied a sample of Nigerian in-school adolescents in order to examine the moderating role of parental mediation 
in the correlation between violent video games play and in-school adolescents' aggressive behaviour. 

Method: The sample for this correlational survey consisted of six hundred and three schooling adolescents from one of the 
education zones in Anambra State, Nigeria. Data collection was done by employing self-rated questionnaires. Data analysis and 
interpretation were achieved through regression analysis. 

Results: Results revealed that parental mediation is a significant moderator of the relationship between exposure to violent 
video games and aggressive behaviour among in-school adolescents, R2 = .67, F(1, 602) = 900.28, β = .87, p < .001.

Conclusion: Effective parental mediation practices may lessen the risk of aggressive behaviour associated with the playing of 
video games having violent contents. Parents should assume responsibility for influencing positively adolescents' video games 
play. 
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INTRODUCTION

In spite of parental efforts, most adolescents still have access to vio-
lent video games through their peers because parents only have much 
control over the video games in their homes. Most parents still worry 
about their children's exposure to video games due to the violent nature 
of some of the video games, but, the conceptualization of and views 
about what is violent often differ among parents1). Parental mediation 
practices may lessen the risk of aggressive behaviour associated with 
exposure to video games with violent contents2). In the context of this 
study, parental mediation refers to strategies adopted by parents in mon-
itoring and controlling adolescents' video games play such as co-play-
ing, active, restrictive and eclectic mediation. Further elaborations of 
these parental mediation practices can be found in previous studies2,3). 

Few studies have demonstrated the moderating role of parental 
mediation in the association between violent video games play and 
aggression. For instance, Shin and Huh4) explored parental mediation of 
teenage children's video game exposure and the influence it had on teen-
age children's gaming behaviours in the United States. The researchers 
found that a weak negative relationship exist between age of the teenage 
children and mediation by parents; parents who felt that video games 
have negative effects were more likely to limit their teenage children 
from playing video games; and there was a significant relationship of 
parental mediation with frequency of teenagers' game playing and 
engagement in deceptive gaming behaviours. On the other hand, Eseadi 
et al.3) reported that parental mediation did not moderate the correlation 
between violent video games play and physical aggression but tended to 
moderate the relationship between violent video games play and hostile 

aggression among adolescent students. Given the inconclusive evidence, 
the moderating role of parental mediation in the association between 
violent video games play and aggression requires further investigation.

Several studies have shown that there exist a relationship between 
violent video games play and aggressive behaviour. For instance, in a 
meta-analytic study5) which investigated the role played by violence in 
video games, the researchers reported that players with high scores in 
trait aggression tended to value violent video games, despite the fact 
that such games could not boost their game enjoyment. Also, Milani, et 
al.6) investigated the link between violent video games and children's 
aggressive behaviours. The study found that participants who valued 
violent games scored higher in externalizing and aggressive behaviours. 
Violent video games play and age were associated with increased 
aggression, coping approaches, and consistent video game play per 
week by participants. The results of their data analysis also revealed that 
in childhood and early adolescence, violent video games' playing is a 
risk factor for aggression and externalization6). Researchers7) reported 
that violent video games exposure was associated with aggression. In 
addition, You et al.8) investigated the effect of violent video games on 
the adolescents' social behaviour with a focus on the mediational role of 
emotional competence. In part, the authors indicated that there was a 
significant direct impact of violent video games on aggression, and a 
significant indirect impact on prosocial behaviours. Gutiérrez et al.9) 
also assessed how violent video games could act as a potential risk fac-
tor for the onset of aggression in a group of Hispanic adolescent stu-
dents. The study reported that thirty-one percent of the participants had 
difficulties controlling their temper; forty-five percent reported using 
video games to lessen anxiety or anger problems, while forty percent of 
them said that video games play hampered the completion of their 
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homework. Results further showed that in terms of how much they val-
ued violence in the games using a rating scale of one to ten, more than 
fifty percent of the study participants' rating ranged from seven to ten. 
Bartholow and Anderson9) looked at how violent video game play affect-
ed players' degree of aggression displayed in a laboratory. The research-
ers reported that playing violent video game would bring about 
increased aggression compared with playing nonviolent game. Thus, the 
main rationale for the current study is to uncover the moderating role of 
parental mediation in the relationship between exposure to violent video 
games and in-school adolescents' aggressive behaviour in Nigeria.

Hypothesis: Parental mediation will not significantly moderate the 
relationship between exposure to violent video games and aggressive 
behaviour among in-school adolescents.

METHOD

All the senior secondary class two students in Onitsha education 
zone in Anambra State were the target population. Using a multi-stage 
sampling procedure, the sample for this correlational survey consisted 
of six hundred and three (603) adolescent students in senior secondary 
class two drawn from Onitsha education zone in Anambra State, 
Nigeria. Data collection was by means of two questionnaires developed 
by Eseadi2), namely, Violent Video Games Questionnaire (20 self-rating 
items, 4-point rating scale, Cronbach α = 0.82) and In-School 
Adolescents' Aggressive Behaviour Questionnaire (29 self-rating items, 
4-point rating scale, Cronbach α = 0.83). Three experts carried out the 
face validation of these two questionnaires. With the help of a research 
assistant, data collection was done within two weeks. We took adequate 
steps to ensure that the study complied with relevant ethical require-
ments. We obtained informed assent from all students who took part in 
this survey. Data analysis and interpretation was achieved through the 
use of regression statistics. In testing the hypothesis, p is significant at 
.05.

RESULTS

Hypothesis: Parental mediation will not significantly moderate the 
relationship between exposure to violent video games and aggressive 
behaviour among in-school adolescents.

Results of data analysis in Table 1 show that parental mediation sig-
nificantly moderate the relationship between exposure to violent video 
games and aggressive behaviour among in-school adolescents, R2 =.67, 
F(1, 602) = 900.28, β = .87, p < .001. The R2 value of .75 shows that 
violent video games accounts for 75% of the variance in aggressive 
behaviour when moderated by parental mediation. 

DISCUSSION

The present study explored the moderating role of parental media-
tion in the relationship between violent video games exposure and 
in-school adolescents' aggressive behaviour. The study found that paren-
tal mediation plays a significant moderating role in the relationship 
between violent video games exposure and aggressive behaviour of 
in-school adolescents. Shin and Huh4) revealed that level of parental 
mediation determines adolescents video games play and engagement in 
aggressive behaviours. According to the findings of the authors, parents 

who feel that video games play would negatively affect their children 
are more likely to control their children's video games play. Kutner et 
al.1) noted that some parents attempt to hire and scrutinize some video 
games prior to purchasing them and further hold a discussion with par-
ents of their children's friends about some video games in order to 
decrease the exposure of their children to violent video games. 
However, Ferguson et al.10) revealed that the level of parental involve-
ment do not influence the aggressive behaviour of students who play 
violent video games. Our study has several implications. First, parents 
need to acknowledge the importance of adopting parental mediation 
practices in the monitoring and controlling of adolescents' video games 
play. Second, parents need to assume responsibility for influencing posi-
tively adolescents' video games play. Third, effective parental mediation 
practices may help lessen the risk of aggressive behaviour associated 
with exposure to violent video games. Finally, teachers need to work 
collaboratively with guidance counsellors and other helping profession-
als in the school and community settings in the identification of possible 
risk factors for aggressive behaviour as well as partaking in intervention 
programmes targeting aggressive adolescents and their parents.

CONCLUSION

Parental mediation is a significant moderator of the relationship 
between exposure to violent video games play and aggressive behaviour 
among in-school adolescents. It is suggested, therefore, that parents 
should assume responsibility for influencing positively adolescents 
'video games play. Effective parental mediation practices may help less-
en the risk of aggressive behaviour associated with exposure to violent 
video games.
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Table 1. Summary of Regression Analysis showing Parental 
Mediation Moderating the Relationship between 
Exposure to Violent Video Games and Aggressive 
Behaviour among In-school Adolescents

Variables  N F R2 B Sig.

Violent Video Games
Parental Mediation 603 900.28 .750 .866 .000
Aggressive Behaviour


