
media violence
Do children have too much access to violent content?

R
ecent accounts of mass school shootings and other

violence have intensified the debate about whether

pervasive violence in movies, television and video

games negatively influences young people’s behavior.

Over the past century, the question has led the entertainment

media to voluntarily create viewing guidelines and launch public

awareness campaigns to help parents and other consumers make

appropriate choices. But lawmakers’ attempts to restrict or ban con-

tent have been unsuccessful because courts repeatedly have upheld

the industry’s right to free speech. In the wake of a 2011 Supreme

Court ruling that said a direct causal link between media violence

— particularly video games — and real violence has not been

proved, the Obama administration has called for more research into

the question. media and video game executives say the cause of

mas shootings is multifaceted and cannot be blamed on the enter-

tainment industry, but many researchers and lawmakers say the

industry should shoulder some responsibility.

The ultraviolent video game “Grand Theft Auto V”
grossed more than $1 billion in its first three days 
on the market. Young players know it’s fantasy, 
some experts say, but others warn the game 
can negatively influence youths’ behavior.
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media violence

THE ISSUES
T eenage girls flooded

movie theaters last
fall to watch the PG-

13-rated “Hunger Games:
Catching fire,” the second in
a series based on a tale of
kids killing kids.

“It’s a heady and disturb-
ing concept,” one reviewer
said of the theme. “As exe-
cuted here, it’s often a bloody
and gruesome one, as well.”

But another movie critic
wrote: “Keenly aware of his
adolescent audience, the di-
rector always manages to look
away before the violence be-
comes too icky.” The critic
commended screenwriters
for toning down the graphic
violence of Suzanne Collins’
series, which two years be-
fore had appeared on the
American Library Association’s
list of the 10 most “challenged”
books — those that parents
or others most frequently
sought to have pulled from
library shelves. 1

A month earlier, Syracuse
University administrators came
under fire for inviting florida
rapper Ace Hood to perform
during the school’s annual Orange
madness event launching the basket-
ball season. Local parents who typi-
cally take their children to the com-
munity celebration were hesitant
because Hood’s lyrics include such
lines as, “Know I keep that .45, turn
you into Cabbage Patch/Hit you right
between the eyes and leave you like
an alley rat.” 2

In November, gamers rushed to buy
“Grand Theft Auto v,” the latest edi-
tion of a popular video game about
three violent criminals who commit
burglaries and corporate crimes, gun

down police officers and drive over
civilians. Using their mobile devices,
enthusiasts can play from anywhere
— “at the bar, on the beach, on the
toilet,” one ad said. “This is the future,
we’re almost sure of it.” 3

Rapid technological advances allow
today’s consumers, including children,
to easily access — anywhere, anytime
— media content that some critics say
depicts unprecedented levels of blood
and gore and moral depravity. mass
shootings such as the 2012 Sandy Hook
Elementary School massacre in New-
town, Conn., repeatedly have prompted

lawmakers, parents, researchers
and educators to question
whether such content con-
tributes to aggressive behavior
among youths and whether
the entertainment industry’s
self-regulation is sufficient to
protect young consumers from
the effects of media violence.
moreover, as shown by re-
views of “Hunger Games,”
many observers have differing
opinions on the acceptable
level of violence in young
viewers’ entertainment.

Researchers disagree on
whether media violence can
lead young people to mimic
violent behavior, a lack of
consensus that industry offi-
cials have cited in defending
their entertainment products.
“There’s no medical or sci-
entific research showing that
video games cause people to
be violent in real life — even
our most ardent critics agree
with that,” Dan Hewitt, vice
president of media relations
and event management for
the Entertainment Software
Association (ESA), which
represents video game pro-
ducers, said in an e-mail.

But some researchers con-
tend that studies have long

shown that exposure to media vio-
lence at least correlates with aggres-
sive behavior. “Right now, the research
is so overwhelmingly consistent that
there are negative effects on the ten-
dency to behave violently — [causing]
desensitization and lowering of em-
pathy — [that] it’s a shame we are still
fighting this battle,” says Joanne Can-
tor, a professor emeritus of commu-
nications and outreach director for the
Center for Communication Research at
the University of wisconsin-madison.

Concerns about media violence are
hardly new. In the 1930s children
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Nelba Márquez-Greene and Jimmy Greene embrace on
the one-month anniversary of the death of their 6-year-
old daughter, Ana Grace, who was among 20 children
and six teachers killed by Adam Lanza at Sandy Hook
Elementary School in Newtown, Conn., on Dec. 14,
2012. Because Lanza, 20, and other high-profile 
school shooters reportedly have been fans of 

violent video games, such incidents have reignited a
perennial debate about whether violence in the media

can cause aggressive behavior.
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watched movies, listened to radio
thrillers and read comic books — all
of which sparked alarms among com-
munity leaders worried about rising
juvenile crime rates. By the 1980s,
studies increasingly examined televi-
sion dramas and musical lyrics for vi-
olent content, while story creators and
some psychologists defended such en-
tertainment for helping children over-
come fears.

Besides watching television, today’s
children use computers, tablets and
smartphones to access movies, books,
the Internet, video games and music
— at any time. Children ages 8 to 18
consume, on average, 10 hours and
45 minutes per day when the simul-
taneous use of multiple devices is taken
into account. By contrast, in the 1930s,
children were exposed to 10 hours of
media per week. 4 (See graph, p. 149.)

The Parents Television Council
(PTC), which monitors prime-time

television shows and PG- and G-rated
movies for violent content, said that
because of the ubiquity of portable
media devices a great deal of chil-
dren’s television consumption today
occurs “outside the watchful eye of a
parent.” In a special report released in
December, the organization complained
that the increasingly graphic nature of
today’s Tv violence is “as alarming as
the volume of violence.” The report
cited examples such as child mo-
lestation, rape, mutilation, disfigure-
ment, dismemberment, graphic killings
or injuries by gunfire and stabbings,
cannibalism and burning flesh. And
the most graphic violence airs when
children were more likely to be watch-
ing, said the report. 5

moreover, the report said, parents
can no longer assume that broadcast
shows are less violent than cable shows
or rely on Tv ratings to warn of ex-
plicit adult content. for example, the

study found that NBC’s broadcast
show “Revolution,” which is rated Tv-
14 (appropriate for viewers 14 and
older) contained more violence than
all of the cable shows studied that
were rated for “mature adults.”

“Cable is probably pushing the en-
velope . . . and [violence is] moving
into the regular broadcast,” says Dan
Romer, director of the Adolescent Com-
munication Institute at the University
of Pennsylvania’s Annenberg Public
Policy Center. “I think there is more
violence on broadcast Tv as a result
of cable.”

Studies do not indicate how much
of children’s overall media consump-
tion entails violent content, although
some researchers say the number of
violent actions in modern bestselling
adolescent novels has risen significantly
since the advent of the “young adult
novel” in the 1960s. Others say vio-
lence has been a central component
of children’s books since the first fairy
tales were published. 6

A study in November showed that
violent content in PG-13 movies more
than doubled between 1950 and 2010,
and the level of gun violence exceeds
that in R-rated films (as determined
by “coders” who counted violent se-
quences in 945 top-grossing films).
But Joan Graves, senior vice president
and chairman of the Classification and
Rating Administration at the motion
Picture Association of America (mPAA),
questions what actions the coders are
identifying as violent. The unrealistic
“superhero” actions depicted in most
of the PG-13 movies studied are not
the same as the graphic violence de-
picted in R-rated movies, she says.
“we’re not comparing apples to apples
here,” she says. 7

many parents, lawmakers and ex-
perts worry that violent video games,
such as “Call of Duty,” “Killzone 3” and
“Battlefield 3,” may be more danger-
ous because of their interactive nature
and because they reward players for
shooting people onscreen or they de-
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Source: “An Examination of Violence, Graphic Violence and Gun Violence in the 
Media (2012-2013),” Parents Television Council, December 2013, http://w2.parents
tv.org/main/Research/Studies/CableViolence/vstudy_dec2013.pdf

TV Rating System Called Inconsistent

Television broadcast programs have long been considered less violent 
than cable shows. But a recent report found that some broadcast 
programs are more violent than cable shows and that the TV ratings 
system does not consistently warn of explicit adult content. For example, 
NBC’s “Revolution,” a post-apocalyptic drama rated as appropriate for 
viewers 14 and older, contained more violence than any of the cable 
shows studied that were aimed at mature audiences, defined as 
viewers over 17.

Total Acts of Violence on “Revolution” (TV-14)
vs. Adult-Rated Cable Shows

(during four hours of programming, 2012-13 season)

CopperJustifiedSons of
Anarchy

American
Horror Story

Bullet
in the Face

Revolution

366

268
201 176 146

88

Broadcast, rated TV14 (suitable for 
viewers 14 and older)
Cable, rated MA (mature audiences)
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pict sexual violence. “The thing I find
incredibly personally upsetting is the
amount of violence against women in
these games . . . and a lot of the roles
are prostitutes and rape victims. It’s
staggering,” says April mcClain-Delaney,
washington director of Common
Sense media, a nonprofit that provides
information for educators and parents
about media content.

“Research on the background of our
juvenile mass murderers [shows] they
have one thing in common: They all
dropped out of life and filled their lives
with nothing but violent movies and
violent video games,” said Lt. Col. Dave
Grossman, author of On Killing: The
Psychological Cost of Learning to Kill in
War and Society. “The sickest video
games and the sickest movies are very,
very sick indeed. And the sick, sick
kids who immerse themselves in this
‘entertainment’ are very sick indeed.”
The Sandy Hook massacre, in which
20-year-old Adam Lanza shot and killed
20 elementary school students and six
adults, had been “building for years,”
he added, “and there is much, much
worse yet to come.” 8

Lanza reportedly had an appetite for
violent video games, as did the two
Columbine High School seniors who
massacred 13 classmates and teachers
in 1999, and Anders Breivik, who killed
77 people in Norway in 2011. 9

when the National Rifle Association
found itself a target of legislators after
the Sandy Hook shootings, it too
blamed the producers of violent video
games and music videos. “There ex-
ists in this country, sadly, a callous,
corrupt and corrupting shadow in-
dustry that sells . . . violence against
its own people,” NRA CEO and Exec-
utive vice President wayne LaPierre said.
Several members of Congress also
wanted to take a closer look at the
media — among them, west virginia
Democratic Sens. John “Jay” Rockefeller
and Joe manchin and Republicans Sen.
Tom Coburn of Oklahoma, Tennessee
Rep. marsha Blackburn, and others. 10

The investigation of the shootings
revealed that Lanza had played vio-
lent video and online games such as
“Combat Arms” and “world of war-
craft.” He also incessantly played the
nonviolent game “Dance Dance Rev-
olution,” had a history of mental ill-
ness, access to firearms and a fasci-
nation with mass murder. A federal
investigation of a series of school shoot-
ings that occurred between 1974 and
2000 found that 87 percent of the
shooters were interested in violent
movies, 12 percent in violent video

games and 24 percent in violent
books, but there was no common type
of interest in media violence. 11

President Obama and several states
have called for further study into the
risk factors of readily available firearms,
violent video games and media im-
ages and lack of mental health care.
But when addressing media laws, the
courts routinely reject regulations that
infringe on free speech rights, so law-
makers and parent advocacy groups
see limited options beyond calling for
more research, encouraging more
parental oversight of children’s media
consumption and considering new la-
beling or ratings systems. 12

The Supreme Court in 2011 struck
down a 2005 California law that would
have barred minors from buying or
renting violent video games that give
the player options for “killing, maiming,
dismembering, or sexually assaulting
an image of a human being,” if those
actions are created to appeal to “a de-
viant or morbid interest.” The court
said the law violated the first Amend-
ment’s protection of free speech and
that studies had not proved that ex-
posure to violent video games caus-
es children to act aggressively.

“video games qualify for first Amend-
ment protection,” Justice Antonin Scalia
wrote in the court’s decision. “This
country has no tradition of specially
restricting children’s access to depic-
tions of violence.” 13

As researchers, advocacy groups,
lawmakers, industry leaders and parents
continue to debate the issue, here are
key questions being debated:

Does media violence cause ag-
gressive behavior?

“I think media violence is part of
the mix that’s producing a mean world,”
says John murray, a research fellow
in psychology at washington College
in Chestertown, md., and visiting sci-
entist at the Center on media and
Child Health at Children’s Hospital in
Boston.

Youths’ Weekly Media 
Use Soars

In the 1930s children and teens 
spent about 10 hours per week 
using popular media, such as 
radio, movies, magazines and 
records. Today, children ages   
8 to 18 spend about 75 hours 
weekly using media devices, 
including television, computers, 
tablets, game consoles, MP3 
players and smart phones.

Source: Aviva Lucas Gutnick, et al., 
”Always connected: the new digital 
media habits of young children,” The 
Joan Ganz Cooney Center at Sesame 
Workshop, 2010, www.joanganz
cooneycenter.org/wp-content/uploads/
2011/03/jgcc_alwaysconnected.pdf

Weekly Media Exposure of 
Youths Ages 8 to 18

10

75.25

1930s

2000s
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murray, who also is emeritus pro-
fessor of developmental psychology at
Kansas State University, helped coordi-
nate research for a 1972 surgeon gen-
eral’s report that he says concluded chil-
dren who regularly viewed violence on
television demonstrated aggressive be-
havior. He also cites a 1982 National
Institute of mental Health conclusion
that “television violence is as strongly
correlated with aggressive behavior as
any other behavioral variable that has
been measured. That should have ended
this constant bickering” on this ques-
tion, he says. 14

In a more recent study, murray and
colleagues used magnetic resonance
imaging (mRIs) to determine that the
brain-activation patterns of children
who viewed boxing scenes from “Rocky
Iv” suggested they were storing the
images in a part of the brain that could
potentially allow them to instantly re-
call the images when deciding how
to respond to threatening situations. 15

In a study published in 2012 in the
British Journal of Social Psychology,
people who read stories about “phys-
ical aggression,” for example, were then
more physically aggressive. 16 And var-
ious studies on the impact of violent
and misogynistic lyrics in rap music
found that they could desensitize lis-
teners to sexual harassment and do-
mestic violence and lead to aggressive
responses to certain scenarios. 17

Researchers increasingly are focus-
ing on interactive video games. “we
know that video game violence is cor-
related with violence — just like smok-
ing is correlated with lung cancer,”
Brad J. Bushmann, co-chair of a Na-
tional Science foundation committee
studying media violence research, told
a House panel in march 2013. 18

Bushman, an Ohio State University
communication and psychology pro-
fessor, helped lead a 2012 study that
found that participants who played a
violent video game 20 minutes per
day for three days displayed increased
aggressive behavior. That matched his

analysis of hundreds of earlier studies
concluding such games increased ag-
gressive thoughts and behavior while
decreasing empathy among males and
females of all ages. The International
Society for Research on Aggression also
concluded that exposure to all types
of media violence has negative effects,
regardless of “age, gender, or where
the person lives in the world.” 19

“The link with aggression has been
proven,” says victor Strasburger, a pro-
fessor of pediatrics and family and
community medicine at the Universi-
ty of New mexico School of medicine.
The correlation between aggression
and video games is as conclusive as
it is for violent Tv programming, he
says, and some studies suggest inter-
active games are more influential. 20

Bushman is a bit more circumspect.
“we haven’t ‘proven’ that violent video
games directly cause violence because it
can’t be proven,” he says. “There is no
way to ethically run experiments that see
if playing a violent game . . . can push
a person into violence. But that doesn’t
mean we are left without evidence.”

At the other end of the spectrum,
Jonathan freedman, emeritus psychol-
ogy professor at the University of Toron-
to, says, “Those who believe in the
harmful effects of media violence . . .
have enormously overstated their find-
ings, ignored negative findings that don’t
agree with them, and to some extent
. . . they pick and choose what they
report.” freedman argues in a 2002
book that fewer than half of existing
studies at the time showed a causal
connection between media violence and
actual crime. The mPAA helped finance
the book, he says, but had no say in
its conclusions. 21

“what we’re doing isn’t really sci-
ence anymore,” says Stetson Universi-
ty psychology professor Christopher
ferguson. “It may be well-intentioned
advocacy, but it’s no longer science.
The core of science is skepticism.” fer-
guson helped coordinate a study in
which pairs of college students (most

of them Hispanic) played an Xbox 360
game for 45 minutes — either the
shooter game “Borderlands,” “Lego Star
wars III,” which is a cartoon but in-
volves shooting, or the nonviolent “Por-
tal II.” Results showed video games
did not influence aggressive behavior
or perceptions of empathy, but coop-
erative play correlated with less ag-
gressive behavior. 22

ferguson also “didn’t find much,”
he says, when he studied teenagers
who read books banned for “edgy” vi-
olent, sexual or occult content. “There
was no correlation with aggression,”
although some correlation with men-
tal health problems was reported pri-
marily within a small group of girls.
Reading for pleasure was associated
with civic engagement and higher
grades, he says. 23

free-speech advocates say the Supreme
Court closed the debate in 2011 when
it overturned California’s video game
sales law and said research had not proved
a causal link between violent video games
and violent behavior. The advocates also
point out that even though violent video
games are played globally, few other
countries match the United States in the
rate of homicides. 24

“Our position is supported by com-
mon sense,” the Entertainment Soft-
ware Association’s Hewitt wrote in an
e-mail. “The video games played in
this country are played worldwide,
and ours is the only country that sees
our society’s level of violence.”

Are there benefits from media
violence?

Cantor, of the University of wisconsin-
madison, says, “There is an innate sense
that violence is important in any organ-
ism.” In nature, she says, if organisms
don’t “pay attention to violence, they
would be dead pretty soon.”

Some researchers suggest that males’
innate attraction to violent scenes rep-
resents a desire to learn about war, to
see justice done or for social enter-
tainment. moreover, some experts say

mEDIA vIOLENCE
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such exposure can prepare children
for real-world events and help them
address their fears.

Cartoon creator Gerard Jones said
all forms of media provide a safe fan-
tasy world where children can deal
with their emotions and understand
violence and sexuality. 25

violence has been a central theme
of children’s books from Grimm’s
Fairy Tales (1812) to today’s young-
adult fiction, literature experts say. Lau-
ren myracle, author of several young
adult novels on the American Library
Association’s list of widely challenged
books, defends her books, which con-
tent critics say contain too much sex
or violence. She said she addresses a
range of topics teens are grappling
with, including “bullying, suicide, ho-
mophobia and social injustice,” among
other things. 26 And racial violence has
long been a theme of rap music,
which some researchers say fosters
solidarity among black youths and
serves as an artistic outlet.

Other researchers theorize that vio-
lent video games challenge the brain,
allow participants to face their fears, act
out aggression in a fantasy world and
— in the case of multiplayer games —
encourage social behavior. However, few
studies have proved such theories.

Lawrence Kutner and Cheryl K.
Olson, cofounders of the Harvard
medical School Center for mental Health
and media, said in their 2008 book
Grand Theft Childhood that most young
players understand that games like
“Grand Theft Auto” are fantasy. And,
unlike a movie, players can change
the story — turning a “scary story into
something where someone is saved,”
Olson says. “You always know it’s a
fantasy; if you want to stop doing it,
you can stop.” video games also offer
children a chance for social interac-
tion and an ego boost when they beat
adults — benefits that have not been
thoroughly studied, Olson says. And
children they surveyed said playing
the game reduced their stress. 27

But Cantor is skeptical. She says
Kutner and Olson discounted their own
study results indicating increased ag-
gressive behavior among teenagers who
played m (mature) rated video games.
The authors, she says, instead em-
phasized the kids’ own opinions about
why they play games and their own
statements that they felt less aggres-
sive afterwards. “[I]t doesn’t take a re-
search expert to have doubts about a
child’s willingness to admit that some-
thing he or she loves to do is harm-
ful,” she wrote in a review. 28

Steven J. Kirsh, a psychology pro-
fessor at The State University of New
York at Geneseo, said research shows
players can gain a sense of indepen-
dence and accomplishment when they
rack up points and are cheered by their
peers. 29 And Stetson’s ferguson says
some studies have indicated that vio-
lent games may improve hand-eye co-
ordination, increase social involvement
and be educational, but he says more
research is needed in that area. 30

James Paul Gee, an Arizona State
University professor of literacy studies
who has analyzed the educational value
of video games, said many games por-
tray warfare as heroic and a confir-
mation of various cultural models,
which provides pleasure and allows
players to experience the world from
different perspectives. 31

In Everything Bad Is Good For You,
journalist Steven Johnson described an
underlying “sleeper curve” effect of
new technology. “The most debased
forms of mass diversion — video games
and violent television dramas and ju-
venile sitcoms — turn out to be nu-
tritional after all” by increasing cogni-
tive abilities, he wrote. 32

But murray says he hasn’t seen evi-
dence that violent video games are
psychologically beneficial and says there
must be other ways to improve focus,
reaction time and eye-hand coordina-
tion without violence.

Some critics say only depictions of
violence in which good reigns over

evil can provide positive lessons for
consumers. Others disagree. “Unfortu-
nately, the entertainment industry seems
to confuse the fact that people like
action, not violence,” the University of
New mexico’s Strasburger said. “Action
doesn’t have to involve shooting,
blood spurting or bones breaking.” 33

Common Sense media’s mcClain-
Delaney decries some video games’ “al-
most pornographic” depictions of vio-
lence against women, including raping
and maiming, such as in the m-rated
game “manhunt 2.”

The effects of such media are not
yet thoroughly understood, she says.
“This is the No. 1 important messen-
ger to our kids . . . so I find it inter-
esting that we are doing a big ex-
periment on our kids, in a way.”

Should the government regulate
violence in media?

The Supreme Court has said over
the years — beginning in 1968 in Gins-
berg v. New York — that the govern-
ment can regulate sexual content in
media, but the court has never per-
mitted restrictions on media violence.
And while some media industries vol-
untarily provide ratings to help parents
monitor their children’s entertainment,
critics increasingly suggest they need
to do more to better inform parents
and limit children’s access to the most
violent media content. 34

The University of Pennsylvania’s
Romer says network programs and
movies “should have more warnings,
just as they do with drugs. watch a
drug ad on Tv, and half the ad is about
the side effects.” viewing violence like-
ly has a different effect on different
people, but so do drugs, he says. “Even
tobacco doesn’t kill everybody, but we
have a lot of regulation on that.”

Romer advocates “giving people full
disclosure” about the level of violence
in PG-13 movies. “what we have now
is just false advertising,” he says of the
current movie rating systems. “It’s true
for video games, too.”
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Bushman agrees the current rating
system is “confusing to parents,” and
Rockefeller, the west virginia Democrat,
said, “Overworked and stressed parents
cannot be expected to always prevent
their kids from viewing inappropriate
content across a variety of devices.” 35

Strasburger, at the University of New
mexico, says “the onus should be on
the makers of violent video games. It
should be a product-liability issue.” video
game producers “should have to show
it is safe for a 13-year-old.”

The University of wisconsin’s Cantor
has several recommendations, includ-
ing:

• Having the government fund or
require media producers to finance
public education programs;

• Requiring creation of a new uni-
form ratings system for all media formats;

• Allowing local communities to re-
strict sales of highly violent video games
to young children; and

• Requiring the television industry
to build a user-friendly v-chip — tech-
nology that allows individuals to block

certain content on their channels —
which would accommodate an im-
proved rating system.

The media industries say their cur-
rent ratings systems are adequate. A 2013
survey by the Entertainment Software
Ratings Board (ESRB), a self-regulatory
body which establishes ratings on video
games, found that 85 percent of par-
ents are aware of the ratings system
for games.

“The extensive tools and programs
that ESRB provides to help parents are
one reason that government efforts to
regulate computer and video games
are unlawful,” the Entertainment Soft-
ware Association says on its website.
“The first Amendment protects inter-
active entertainment software, and the
government generally cannot restrict
their sale, any more than it can ban
books or movies.” 36

The mPAA’s Graves defends the film
ratings system, which is run by a panel
of parents with children ages 5 to 15
who, she says, are attuned to the views
of their communities. The members

view up to three films a week, she
says. The reviewers judge the levels
of violence by what looks realistic.
Typically brutal, graphic or persistent
violence that is deemed “realistic” is
rated R, and more “action-oriented”
movies are PG-13.

“It’s all subjective, obviously, to some
degree . . . because all are parents,
and they are reacting, hopefully, as
parents would,” she says.

modern computer graphic imaging
effects produce a new kind of on-
screen violence, permitting depictions
of flying robots and superheroes, Graves
says. “So we have more frenetic type
action violence [that] just didn’t exist
in that form a couple decades ago,”
she says. But that violence typically is
rated PG-13 because “there’s not a lot
of brutality in it. I think there’s an un-
reality to it that both parents and kids
. . . don’t see as threatening.”

In mPAA surveys and focus groups,
Graves says, “we hear we’re getting
the right information about the level
of [violence] so [parents] can make the
best choices.” She has seen society’s
tolerance for certain material change
over the past 20 years, she says, but
if parents complain, it’s typically about
sexual material, not violence.

Graves acknowledges that it’s easy for
children to access movies online but says
parents can limit access to computers
and the Internet. “They can regulate
what their children see,” she says. “I don’t
think [the ratings] are outmoded.”

mcClain-Delaney suggests that rather
than require the industry to create new
ratings systems, for example, evaluat-
ing media content should remain the
role of a nonprofit such as Common
Sense media, which provides its own
detailed media ratings systems.

Gabe Rottman, legislative counsel
for the American Civil Liberties Union,
which defends free-speech rights, also
doesn’t want the government involved.
“The government shouldn’t be in the
business of policing access, be it by
children or adults.” 37
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Source: “Essential Facts About the Computer and Video Game Industry,” Entertain-
ment Software Association, 2013, www.theesa.com/facts/pdfs/esa_ef_2013.pdf

Violent Video Games Are Among Top Sellers

Half of the 10 top-selling video games of 2012 were rated M for 
Mature, meaning they were deemed suitable only for those ages 17 
and older because they contained intense violence, blood and gore, 
sexual content or strong language. The rest were rated E, or suitable 
for Everyone.

Top 10 Video Games and Their Ratings, 2012
1. Call of Duty: Black Ops II (M)
2. Madden NFL 13 (E)
3. Halo 4 (M)
4. Assassin’s Creed III (M)
5. Just Dance 4 (E)
6. NBA 2K13 (E)
7. Call of Duty: Modern Warfare 3 (M)
8. Borderlands 2 (M)
9. Lego Batman 2: DC Super Heroes (E)
10. FIFA Soccer 13 (E)
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BACKGROUND
Early Media

P arents, educators, community and
political leaders have raised con-

cerns about violent imagery in enter-
tainment for centuries, particularly in
response to waves of social disorder.
In ancient Greece, Plato and his men-
tor Socrates warned about the impact
on young minds of repeated images
and lines in poetry and plays. In the
18th and 19th centuries the novels of
many writers, including Edgar Allan
Poe and Nathaniel Hawthorne, sparked
cries for censorship. 38

In the early 20th century, broad-
sheet and tabloid newspapers offered
sensationalized crime stories and comic
strips some regarded as tools for teach-
ing youth lawlessness. On Christmas
Eve 1908, New York mayor George B.
mcClellan Jr. closed the nickelodeons
(small indoor movie exhibition spaces
that cost 5 cents to enter) and called
for an investigation of whether they
were showing films on the Sabbath,
in violation of city law. Several states
created censorship laws, which the
Supreme Court upheld in 1915 when
it ruled that free speech protections
in Ohio’s constitution did not extend
to motion pictures. 39

By the late 1930s, kids could buy
10-cent comic books such as Super-
man Quarterly Magazine, gather
around the radio to hear crime-packed
thriller stories such as “Dig my Grave”
and “Crimson Corpse” and watch films
such as “The Great Train Robbery” that
contained themes clergy feared glori-
fied criminal behavior. 40 As radio,
movies and comic books increasingly
pervaded everyday life and crime rates
increased, more communities ques-
tioned whether there was a link be-
tween violent content and aggressive
behavior. The entertainment industries

promised self-regulation, and Congress
failed to advance legislation similar to
what the states had done. 41

To avoid censorship, the movie in-
dustry created the National Board of Cen-
sorship of motion Pictures, but it was per-
ceived as ineffective. In response it created
the motion Picture Production Code, known
as the Hays Code, in 1930, requiring that
“the sympathy of the audience should
never be thrown to the side of crime,
wrongdoing, evil or sin” in movies shown
in American theaters. 42

By the 1940s, lawmakers in nearly
50 cities were trying to ban the sale
of crime comics, so in 1948 the comic-
book industry formed the Association
of Comics magazine Publishers with a
code of editorial practices.

In 1952 the Supreme Court over-
turned its 1915 decision upholding
movie censorship, stating: “If there be
capacity for evil, . . . it does not au-
thorize substantially unbridled censor-
ship such as we have here.” 43

Yet, with juvenile crime rising sharply
in the postwar years, complaints con-
tinued with each new movie with a
violent theme, such as the 1955 film
“Rebel without a Cause.” Congress by
that time had decided to thoroughly
review the potential causes of juvenile
crime — including media violence —
under the guidance of a new Senate
panel chaired by Tennessee Democrat
Estes Kefauver.

“The volume of delinquency among
our young has been quite correctly
called the shame of America,” Kefau-
ver said in opening the hearings in
1954. “If the rising tide of juvenile delin-
quency continues, by 1960 more than
one-and-a-half million American young-
sters from 10 through 17 years of age
will be in trouble with the law each
year.” The panel was not solely look-
ing at media as the cause of the prob-
lem, Kefauver said, and it was “not a
subcommittee of blue-nosed censors.
we want to find out what damage, if
any, is being done to our children’s
minds by certain types of publications

which contain a substantial degree of
sadism, crime and horror.” 44

Some of the hearings focused on
the potential influence of violence in
comic books. fredric wertham, a psy-
chiatrist and author of Seduction of the
Innocent, pointed at comic books as
a major cause of juvenile crime. Hold-
ing up a comic book during a hear-
ing, he said, “This is a baseball game
where they play baseball with a man’s
head; where the man’s intestines are
the baselines.” 45

The committee found the link be-
tween comic books and juvenile crime
unclear, but laid responsibility for over-
sight on parents and encouraged the in-
dustry to self regulate. The industry then
agreed to beef up its earlier standards,
creating the Comics Code Authority in
1954 that said “scenes of brutal torture,
excessive and unnecessary knife and
gun play, physical agony, gory and grue-
some crime shall be eliminated.” 46

The panel also scrutinized the mo-
tion picture and television industries.
william mooring, media editor for
Catholic Tidings in Los Angeles, com-
plained that “criminal violence, human
brutality, sadism and other psychopathic
disorders” were increasingly portrayed
in such films as “Blackboard Jungle”
and “Black Tuesday.” But actor Ronald
Reagan, the future U.S. president, tes-
tified that films “are theatrical enter-
tainment. . . . you cannot have suc-
cessful theater unless your audience
has an emotional experience of some
kind. If it is comedy, they must laugh.
If it is tragedy, they must cry.” 47

NBC vice President Joseph v. Hef-
fernan told the panel, “we are an or-
ganization of human beings. we make
no claim to perfection in every pro-
gram we broadcast.” But he urged that
television be allowed to remain a “free-
enterprise competitive business.” 48

In the 1960s and ’70s, several stud-
ies and government inquiries analyzed
the effects of television and film vio-
lence on children and adolescents, as
leaders worried about civil rights demon-
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strations, war protests and the assassi-
nations of President John f. Kennedy,
Robert Kennedy and civil rights leader
the Rev. martin Luther King Jr. Presi-
dent Lyndon B. Johnson created the
National Commission on the Causes
and Prevention of violence, and New-
ton minow, chairman of the federal
Communications Commission (fCC), fa-
mously called commercial television a
“vast wasteland” of crime, violence and
advertising directed at children. 49

In 1968 the Supreme Court upheld
a New York law barring the sale of
“obscene” materials to minors. That same
year, massachusetts parent Peggy Char-
ren created the grassroots organization
Action for Children’s Television (ACT),
to lobby the fCC and Congress for bet-
ter children’s programming. 50

The momentum led to creation of
the Public Broadcasting System (PBS) in
1970 to offer educational programming.
Jack valenti, former special assistant to
President Johnson who was named head
of the mPAA, pushed for revisions in
the movie industry’s code to include
new movie ratings to better inform par-
ents of movie content. 51

Media Debate Expands

I n 1969, a report by President John-
son’s violence commission portrayed

exposure to media violence as a cause
of aggression and urged networks to
reduce time given to violent program-
ming. Congress resumed its hearings,
but again was unable to come to a
clear conclusion and asked the surgeon
general to study the issue. The series
of reports that followed in 1972 did not
provide further clarity on whether chil-
dren’s viewing of violence on television
leads them to behave aggressively. 52

meanwhile, violence in cartoons such
as “Road Runner,” Tv crime-fighting
series such as “Starsky and Hutch” and
“Hawaii five-O” and made-for-Tv
movies such as “Born Innocent” brought
more negative attention to the net-

works. The fCC received thousands
of complaints from parents. 53

In the 1980s President Reagan en-
couraged the industry to address the
issue on its own. Under fCC pressure,
the networks created a “family hour,”
during which only material deemed ap-
propriate for children would be shown.
The ACT pushed for more, resulting in
the Children’s Television Act of 1990,
which called for all televisions to have
v-chips. The broadcast industry followed
in 1992 with its own guidelines on vi-
olent content. About that time, how-
ever, cable Tv companies began to in-
crease their offerings of violent-themed
shows and movies, putting pressure on
broadcast networks to boost their vio-
lent content to compete for viewers,
according to some critics. 54

movies also remained under scruti-
ny. In 1984, the release of “Indiana Jones
and the Temple of Doom” led to an
outcry among parents for its PG rating.
Director Steven Spielberg called on the
mPAA to create a new tier, and a year
later it created the PG-13 rating.

meanwhile, young-adult novels, which
had emerged in the 1970s,were growing
in popularity, even as they were criticized
for focusing on teen issues such as drug
use and the vietnam war. The American
Library Association inaugurated its annu-
al “Banned Book week” in 1982, a se-
ries of events held in September each
year to raise national attention to the ALA’s
anticensorship efforts.

That same year, the Supreme Court
ruled that students’ first Amendment
rights were violated when junior and
senior high school libraries removed
from their shelves Kurt vonnegut’s 1969
world war II novel Slaughterhouse
Five and eight other titles for portray-
als of violence and other reasons. 55

video games became popular in the
1970s, when children began frequent-
ing video arcades offering coin-operated
games. “Death Race,” in which the play-
er controlled a car to run down grem-
lins, led the National Safety Council in
1976 to state, “The person is no longer

a spectator, but now an actor in the
process of creating violence.” 56

Over the next 15 years, video games
grew in popularity and attracted the at-
tention of researchers and lawmakers.
But courts again ruled that laws limit-
ing violent content violated the first
Amendment. In 1992, the Eighth U.S.
Circuit Court of Appeals invalidated a
statute restricting minors’ access to vio-
lent video games, stating, “Unlike ob-
scenity, violent expression is protected
by the first Amendment.” 57

Sen. Joseph Lieberman, D-Conn., was
undeterred and warned of the negative
impact on youth of such games as “mor-
tal Kombat” and “Night Trap.” Lieberman
(who later became an independent) and
Sen. Herb Kohl, D-wis., held hearings in
1993 and called for industry regulations.
The next year, game producers responded
by creating the Entertainment Software
Ratings Board and a voluntary standard
for age ratings on video games. 58

meanwhile, clergy and parents voiced
concerns about violence in music lyrics.
Critics in the 1960s and ’70s had protest-
ed violent imagery in lyrics by heavy
metal groups such as Judas Priest and
motorhead. In 1979 rap music was in-
troduced in America, and music videos
began to be broadcast on television’s
mTv network, upsetting parents with their
sometimes violent lyrics and imagery. In
1985, the new Parents music Resource
Center led by Tipper Gore  — wife of
then-Sen. Al Gore, D-Tenn. — encour-
aged the Senate to consider legislation
requiring record labeling. The Recording
Industry Association of America (RIAA)
responded by voluntarily labeling albums
containing explicit content.

In 1996 the American Academy of
Pediatrics issued guidelines for parents,
warning particularly against heavy
metal and “gangsta rap” — a type of
hip-hop music with lyrics reflecting urban
crime. 59 A Senate panel the following
year looked into whether such music
might be related to violent juvenile crime.
Sen. Sam Brownback, R-Kan., said such

Continued on p. 156
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Chronology
1900-1948
Media industry begins to regu-
late itself.

1915
Supreme Court allows states to re-
strict motion picture industry.

1930
movie industry creates the motion
Picture Production Code.

1948
Supreme Court rules magazines de-
picting crime and bloodshed are “as
much entitled to the protection of
free speech as the best of literature.”

•

1950s-1960s
Congress investigates link be-
tween media violence and juve-
nile crime.

1952
Supreme Court overturns decision
on state censorship.

1952-1955
House and Senate committees
hold hearings on media violence.

1968
President Lyndon B. Johnson creates
commission on violence following
political assassinations. . . . Congress
holds hearing on media violence.

•

1970s-1980s
Federal agencies seek to reduce
TV violence.

1972
Surgeon general’s committee re-
ports Tv violence can encourage
aggressive behavior among youth.

1975
federal Communications Commission
(fCC) mandates a family viewing
hour on Tv.

1982
National Institute of mental Health
concludes Tv violence contributes
to increased aggression in youth.

1985
Senate hearings result in music in-
dustry agreement to label albums
containing explicit content.

•

1990s Media violence
concerns shift to video games.

1990
Childrens’ Television Act requires
networks to provide educational
programming.

1993
Lawmakers hold hearings on violent
video games.

1996
Telecommunications Act requires
content ratings and “v-chips.”

1999
mass shooting at Columbine High
School in Colorado; the teenage
shooters reportedly were influenced
by violent movies and video games.

•

2000s Media violence
targeted following rampages.

2000
Senate Commerce Committee in-
vestigates violent video games.

2001
Surgeon general says exposure to

media violence can increase a
child’s aggressive behavior but that
specific predictions are impossible.

2002
U.S. Secret Service finds no com-
mon link among mass shootings.

2005
Senators offer bills to require label-
ing of indecent and violent Tv
programming, evaluate the v-chip
and to bar sales of graphically vio-
lent video games to minors. . . .
American Psychological Association
calls for reduction in violence in
video and computer games.

2007
fCC seeks to regulate Tv violence;
10 days later, virginia Tech student
kills 32 people on campus. . . . Sen-
ate holds hearing on media violence.

2009
federal Trade Commission investi-
gates marketing of violent enter-
tainment to children.

2011
Supreme Court rejects California
law barring sale of certain violent
video games to minors.

2012
mass shootings in Aurora, Colo.,
theater and at Sandy Hook Elemen-
tary School in Connecticut heighten
focus on violent media.

2013
white House calls for study into
causes of gun violence, including
violent video games and media
images. flurry of federal and state
bills address media violence but
stall due to industry opposition.

2014
School and mall shootings further
intensify debate about effects of
media violence on youth.
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crime had spiked more than 500 per-
cent over 30 years. He raised concerns
about contemporary music, citing such
songs as “Don’t Trust a Bitch” by the
group mo Thugs, “Slap a Ho” by Dove
Shack and “Stripped, Raped and Stran-
gled” by Cannibal Corpse.

One parent cried as he described
how his 15-year-old son committed
suicide while listening to his favorite
marilyn manson song, “The Reflecting
God.” The song included the lyrics:
“Each thing I show you is a piece of
my death/One shot and the world gets
smaller/Shoot here and the world gets
smaller/Shoot shoot shoot.”

“I would say the lyrics to this song
contributed directly to my son’s death,”
the father said. 60

Concerns about manson’s music resur-
faced after the 1999 Columbine High
School massacre, in which students Eric
Harris and Dylan Klebold shot and killed
12 other students and a teacher before
committing suicide. Lieberman and con-
servative pundit william Bennett blamed
manson’s violent lyrics, which the stu-
dents reportedly had listened to. But
the boys also allegedly had repeatedly
watched the movie “Natural Born Killers”
and played the violent video game
“Doom.” Parents of some of the victims
unsuccessfully sued the video game
manufacturers for contributing to their
children’s deaths. 61

In a 2000 report requested by Presi-
dent Bill Clinton, the federal Trade Com-
mission (fTC) concluded that the music,
film and video game industries market-

ed violent content directly to children
and teenagers. It recommended they im-
prove self-regulation, establish marketing
guidelines and enforce retail restrictions,
but few changes were made. 62

Increasing Pressures

A t that point, the research and med-
ical community was strongly pro-

moting studies showing a correlation
between media violence — in televi-
sion, film, video games and music —
and real-life aggression. 63

Rap and punk rock music contin-
ued to worry parents and lawmakers,
triggering more hearings on the effects
of violent lyrics by performers such as
Eminem and others.
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Eighth-graders in Brad Koepenick’s class quietly watch a
scene from the 1985 R-rated film “witness.” Actor Harrison
ford’s character, John Book, a New York cop undercover

as an Amish farmer, rides a wagon into a town where sud-
denly a group of local youths block the street to taunt an
Amish family in another wagon.

An Amish elder accompanying Book warns, “It happens
sometimes. Do nothing. It’s not our way.” Book responds, “But
it’s my way.” He saunters up to one of the young men, who
knocks Book’s hat off his head and laughs. Book says, “You’re
making a mistake,” then punches him to the ground.

The students cheer loudly until Koepenick asks them how
someone else might respond to the scene. How would a 6-
year-old boy view it? A New York cop? An Amish man? Quick-
ly the students quiet down, and the lesson proceeds. Later stu-
dents reconstruct the scene with different endings — negotiation,
surrender, avoidance or a search for help.

“I believe one of the most engaging elements of this is teach-
ing students about breaking the cycle of violence,” says Koepenick.
Now a communications teacher at Charter High School of the
Arts, multimedia and Performing, in the Los Angeles suburb of
van Nuys, Koepenick participated in a 2007-’08 study of middle
school students to test the effectiveness of a curriculum titled
“Beyond Blame,” developed by the Center for media Literacy, an
educational organization based in malibu, Calif.

The curriculum is intended to increase students’ awareness of
media violence, reduce associated aggressive behavior and en-

courage a change in media-consumption habits. Positive results
from the initial study, though slightly more limited than researchers
desired, nonetheless led them to conclude that the curriculum
may “prompt youth to protect themselves by changing the types
of media they use or by reducing total consumption.” 1

As courts repeatedly reject efforts to limit children’s expo-
sure to media violence, some researchers, lawmakers and med-
ical associations advocate approaches that help educate stu-
dents about media influences. And an increasing number of
studies indicate such approaches can be effective. 2

Koepenick this year is incorporating “Beyond Blame” into
his ninth-grade communications class. He says the curriculum
helps him teach filmmaking while turning many students into
“media-literate foot soldiers” eager to teach others about the
use and effects of media messages.

Koepenick’s lessons entail viewing clips from movies and
television shows such as “South Park” and video games like
“Grand Theft Auto.” Students analyze scenes of conflict or vio-
lence and discuss whether they are realistic, appropriate or ex-
cessive. They also tackle questions on producers’ use of cre-
ative techniques, different interpretations of the same message
and lifestyles shown or omitted. In addition, students discuss
news articles about violence in American society and potential
media influence.

The lesson is not that media violence is bad, Koepenick says.
“my favorite movie is ‘Godfather Part II.’ I’m also a filmmaker,
so I’m not going to tell you media violence is bad.” Instead, the

Teaching Kids to Be media Savvy
Special curricula teach how media influence attitudes and behaviors.
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“If you think that this type of graph-
ic violence has no effect on our kids,
well, think again,” House Energy and
Commerce Subcommittee Chairman fred
Upton, R-mich., said in July 2001. “If
you don’t believe me, ask the parents
at Columbine.” He said while hundreds
of kids aren’t shooting others, many are
“pushing, shoving and assaulting each
other with greater frequency and
greater anger than ever before.” 64

In Colorado Springs in 2007, police
publicly blamed gangsta rap for con-
tributing to the city’s growing murder
rate. meanwhile, mexican and mexican-
American singers grew in popularity
with songs glorifying drug war violence
south of the U.S. border. 65

A series of reports concluded that
solutions such as the v-chip and self-

regulation were not taming primetime
television viewing among children. Tvs
in most households were not equipped
with v-chips, according to several reports,
and increasing levels of violence appeared
on broadcast television, according to the
Parents Television Council, which sug-
gested that Congress consider including
violence in the category of “indecent”
content to be regulated by the fCC. 66

Access to violent cable television
shows outside the traditional “family
hour” slot, a growing number of youths
watching late-night television and
new recording technologies made the
v-chip useless. In 2007, the fCC said
it could further regulate Tv if Con-
gress passed legislation that essen-
tially called for restrictions on “ex-
cessively violent programming that is

harmful to children” and that also ap-
plied to cable and satellite. It also
suggested that broadcasters pledge to
air violence-free programming during
prime time hours, and that cable and
satellite operators offer customers “a
la carte” menus of stations. 67

Ten days after the fCC’s statement,
virginia Tech University student Seung-
Hui Cho shot and killed 32 people on
campus. The massacre sparked new
congressional hearings, in which Parents
Television Council President Tim win-
ter advocated that Congress grant fCC
greater regulatory authority over Tv
content. But Harvard law professor
Laurence Tribe warned the fCC’s rec-
ommendations would violate the first
Amendment. 68 Two years later, fCC
Chairman Julius Genachowski told sen-

lesson is to critically analyze scenes and language. “we talk about
the fact that nothing is random and everything is intentional.”

After discussing media examples, the students use comput-
ers or other available technology to create their own videos,
cartoons or other productions. In the final lesson, students di-
vide into teams representing government, media producers,
teachers, community leaders and parents to discuss next steps.
Answers range from censoring one’s own habits to teaching
younger children about media violence.

meanwhile, elementary schools in New Hampshire are seek-
ing to use a similar curriculum devised and tested by media
Power Youth (mPY), a nonprofit organization in manchester,
N.H. In December, Democratic Gov. maggie Hassan announced
an initiative between the state Department of Education and
mPY to help the nonprofit further develop its media-literacy
curriculum for fifth-graders and train interested elementary fac-
ulty. A $100,000 state grant will cover expenses to train facul-
ty and incorporate the curriculum into any elementary schools
interested in the program.

By January, 75 New Hampshire communities had shown in-
terest in the curriculum, which also includes instruction on bul-
lying, alcohol and tobacco use and unhealthy foods. News of
the announcement prompted phone calls from schools outside
the state, although they would need to seek separate funding
to pursue the coursework and training, according to mPY.

The curriculum uses clips of commercials, television shows,
films and video games as well as paintings to prompt discus-

sion about media messages and alternatives to conflict resolu-
tion. It was tested three times, according to mPY Executive Di-
rector Rona Zlokower, most recently during the 2009-’10 school
year in fifth-grade health and art courses at two elementary
schools in manchester.

Some of the results were unexpected. One analysis showed
a small increase in the reported likelihood to be verbally ag-
gressive among students taking the curriculum. But researchers
found that critical thinking among students in the program had
improved, and they concluded prospects for the curriculum
were promising. 3

“It helps children understand how media influence their at-
titudes and behaviors,” Zlokower says. “By doing so, it reduces
their vulnerability to how media influence them. The reality is
kids are surrounded by this all day, all night. we are not re-
ally showing them things they haven’t seen before. we are
slowing it down for them and making them think about it.”

— Christina L. Lyons

1 Kathryn R. fingar and Tessa Jolls, “Evaluation of a school-based violence
prevention media literacy curriculum,” Injury Prevention, Aug. 16, 2013.
2 See, for example victor C. Strasburger, “Pediatricians, Schools, and media,”
Pediatrics, 2012; Jeff Share, “The Earlier the Better; Expanding the Deep-
ening Literacy with Young Children” in J. Share, Media Literacy is Elemen-
tary; Teaching Youth to Critically Read and Create Media (2009).
3 David S. Bickham and Ronald G. Slaby, “Effects of a media literacy pro-
gram in the U.S. on children’s critical evaluation of unhealthy media messages
about violence, smoking, and food,” Journal of Children and Media, 2012.
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ators the commission would investigate
the state of programming for kids.

meanwhile, Sen. Rockefeller and oth-
ers grew increasingly concerned about
violent video games. In 2000, the Sen-
ate Commerce Committee held a hear-
ing on the impact of such games, but
legislative options remained limited
because courts repeatedly ruled that
violent video games were protected
expression under the first Amendment
and that research had not shown a
causal link to actual violence. 69

Brownback expressed frustration
with industry expectations that the
media could not be regulated. “The
first Amendment guarantees the right
to free speech,” he said in march 2006.
“what too many in the industry fail to
realize is that this right is not without
limits, particularly when it comes to

minors.” He referred to two Supreme
Court cases, Sable Communications v.
FCC and Ginsburg v. New York, which
had permitted the government to in-
tervene when concerned about the
well-being of minors. 70

more shootings further heightened
the public debate. In July 2011, Nor-
wegian mass murderer Breivik
bombed government buildings in Oslo,
killing eight, then opened fire on sum-
mer vacationers at a lakeside resort,
killing 69, mostly teenagers. A year later,
gunman James E. Holmes opened fire
in a movie theater in Aurora, Colo.,
killing 12 people and wounding 70.
That December, the mass shooting at
Sandy Hook Elementary School again
launched investigations into the cause
of youth violence. Parent advocacy
groups urged that media standards be

strengthened, and federal lawmakers
sought avenues for further regulation,
such as requiring certain video games
to carry health warnings. 71

But in the wake of the Supreme
Court’s 2011 decision striking down
the California law, regulatory solutions
seemed elusive to many.

CURRENT
SITUATION
Federal Efforts

f ederal and state lawmakers seek-
ing ways to limit children’s and ado-
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v ideo game manufacturers and other entertainment com-
panies are spending millions of dollars a year on lob-
bying, in part to fend off new laws and regulations on

violent content.
The Center for Responsive Politics, a nonprofit research

group in washington that tracks political spending, ranked
the television, movie and music industries as ninth in lobby-
ing expenditures for 1993-2013, with spending totaling near-
ly $1.2 billion. That was close to what the oil and gas indus-
tries spent, though less than half the pharmaceutical industry’s
lobbying expenditures.

The National Cable and Telecommunications Association,
which has sought to monitor a range of issues affecting the
cable industry, including potential legislation regarding pro-
gramming, spent nearly $19.9 million on lobbying in 2013 alone,
more than four times its 1998 level. 1 The motion Picture As-
sociation of America (mPAA), a trade association representing
the six major Hollywood studios, spent nearly $2.2 million. The
Entertainment Software Association (ESA), which represents video
game makers and other technology companies, spent more
than twice that much — $5.21 million, not including money
paid to outside lobbyists. The ESA’s lobbying focused not only
on issues related to video game violence but also on a range
of other matters. 2

michael Gallagher, chief executive of ESA, acknowledged
his organization’s role last year in helping to block several pro-

posed state laws designed to encourage further study into the
effects on youth of violent video games — primarily because
they singled out his industry, he said. He cited one such pro-
posal in maryland. “why would the movie ‘The Godfather’ not
be included?” he asked. 3

Last July, the U.S. Senate Commerce Committee advanced a
bill by Sen. John “Jay” Rockefeller, D-w.va., calling for a study
on whether violent video games and other programming have
a negative effect on youths. The ESA, as well as the movie,
cable and Tv industries, issued statements saying they wel-
comed “further academic examination of the reasons behind
societal violence.” But the ESA has pushed for any study to
take into account research that shows little or no link between
video game violence and actual violence. The measure re-
mained stalled early this year. 4

Lawmakers hoping to protect children from violent enter-
tainment appear frustrated at what they see as the entertain-
ment industry’s power to thwart new laws. Sen. frank wolf, a
virginia Republican, complained last year that the video game
industry had “so many” lobbyists in washington, he could be-
come wealthy working for them.

wolf and Rockefeller for several years have aimed to limit
children’s exposure to violent media content, particularly video
games, only to see their measures stall. “major corporations, in-
cluding the video game industry, make billions on marketing
and selling violent content to children,” Rockefeller said. “They

Entertainment firms Spend Big on Lobbying
Legislation to curb media violence has stalled.



Feb. 14, 2014               159www.cqresearcher.com

lescents’ exposure to media violence face
continued divided opinion on whether
their concerns are supported by the sci-
ence. In addition, courts remain averse
to infringing on free speech rights, even
as public pressure intensifies for law-
makers to do something to prevent school
shootings and other massacres.

The Centers for Disease Control and
Prevention (CDC) is studying the caus-
es and prevention of gun violence, in-
cluding the impact of gun safety tech-
nology, mental health care and violent
video games and media images. A re-
port, ordered by President Obama after
the Sandy Hook massacre, is expected
within three to five years. 72

Several lawmakers want the entertain-
ment industry to shoulder more respon-
sibility. “As a grandparent or parent, to
pretend these violent video games don’t

make a difference — it’s crazy,” said Rep.
frank wolf, R-va., who favors action against
the video game industry. “Ever seen
‘Grand Theft Auto?’ It is violent,” he said.
“Garbage in, garbage out.” 73

wolf, who will retire from Congress
in 2015, reportedly is considering legis-
lation to require reduced-violence ver-
sions of video games with less realistic
images. In a report requested by wolf,
the National Science foundation recom-
mended further study on the connection
between youth violence and exposure
to media violence, including how vio-
lent media affect certain vulnerable in-
dividuals and the potential benefit of a
universal rating system for all media. 74

Rockefeller, who is also retiring next
year, has proposed a bill that would
have the National Academy of Sciences
examine the impact on children of vi-

olent video games and ”violent video
programming” and whether there is a
causal connection to actual violence. He
remains concerned about controlling
youth’s access to other violent content
as well. (See “At Issue,” p. 161.)

Rep. Jim matheson, D-Utah, wants
to ban sales and rentals of video
games rated m (mature) and AO (Adults
Only) to anyone younger than 17 or
18, respectively. 75

Rep. Kevin Brady, a Texas Repub-
lican, believes “the relentless, in-your-
face glorification of violence promot-
ed on our Tv screens and in the
movies” is of greater concern than
video games in general, which he said
are “a healthy form of education and
entertainment for our family.”

meanwhile, the Parents Television
Council supports legislation offered by

have a responsibility to protect our children.” 5

many critics of the entertainment media who want to see
a reduction in children’s exposure to media violence suggest
the video game industry is battling laws calling for further stud-
ies because it is more interested in preserving profits. The adult-
rated video game “Grand Theft Auto v” grossed $800 million
in the first 24 hours of sales last fall and more than $1 billion
in its first three days on the market. 6

The ESA, mPAA and National Cable and Television Associa-
tion launched public awareness campaigns about their ratings
systems after the December 2012 shooting at Sandy Hook Ele-
mentary School in Newtown., Conn, in which 20-year-old Adam
Lanza, reportedly a heavy consumer of violent video games, shot
and killed 20 students and six adults.

The industry has found support among some members of
Congress, who in 2011 formed the Caucus for Competitiveness
in Entertainment Technology, in part to support the video game
industry. moreover, Constance Steinkuehler, a professor of dig-
ital media at the University of wisconsin who served briefly as
senior policy analyst for the white House Office of Science
and Technology, told vice President Joseph Biden after the
Sandy Hook shootings that research findings on links between
violence and video games were inconclusive.

Until recently, several video game producers had ties to wealthy
gun manufacturers, promoting brand-name assault rifles and pis-
tols in their games, such as those made by Colt, found in Elec-

tronic Arts’ game “Battlefield 2.” Electronic Arts parted ways with
Colt after the National Rifle Association (NRA) targeted the video
game industry for blame following the Newtown shootings. How-
ever, Electronic Arts spokesman Jeff Brown denied the compa-
ny’s decision was in response to NRA comments. 7

Such examples underscore the difficulty of passing strong
regulations, suggests April mcClain-Delaney, washington direc-
tor of Common Sense media, a nonprofit that provides infor-
mation for educators and parents about media content. “It’s
hard,” she says, “because there are so many competing inter-
ests lobbying on all these issues.”

— Christina L. Lyons

1 Center for Responsive Politics, www.opensecrets.org/lobby/.
2 U.S. Senate Lobbying Disclosure Database, http://tinyurl.com/djbc2e.
3 Jennifer Levitz, “videogame makers fight Efforts to Study Link to violence,”
The Wall Street Journal, Dec. 10, 2013, http://tinyurl.com/k2ap3wo.
4 “Sen. Jay Rockefeller’s violent Content Research Act Gets Greenlight from
Senate Committee, Includes video Games,” Game Politics.com, July 30, 2013,
http://tinyurl.com/jwtncz7.
5 “Rockefeller Introduces Bill to Study violent video Games Impact on Children,”
press release,  http://tinyurl.com/cb5josw.
6 Erik Kain, “ ‘Grand Theft Auto v’ Crosses $1 B in Sales; Biggest Entertain-
ment Launch in History,” Forbes, Sept. 20, 2013, http://tinyurl.com/kqfmloo.
7 malathi Nayak, “Electronic Arts severing ties with gun manufacturers, but
not their guns,” Financial Post, may 8, 2013, http://tinyurl.com/lleahn2; and
Barry meier and Andrew martin, “Real and virtual firearms Nurture a mar-
keting Link,” The New York Times, Dec. 24, 2012, http://tinyurl.com/c5j4wde.
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Sen. John mcCain, R-Ariz., that would
force cable providers to offer channels
“a la carte,” permitting parents to choose
Disney but not mTv, for instance. 76

federal officials indicate they are open
to solutions. “Even without legislation,
Congress can play an important over-
sight role that pushes the industry to
do a better job of policing itself,” Rock-
efeller said. white House Press Secre-

tary Jay Carney said government didn’t
necessarily have to intervene, but could
“elevate issues that are of concern.” 77

The media Coalition, which repre-
sents a range of media industries,
strongly opposes censorship, but said,
“The good news is that the debate
may be slightly more measured than
in years past. This time around, most
proposals tend more toward scholar-
ship than censorship. Not all politicians
are jumping on the media-causes-
violence bandwagon.” 78

The mPAA, National Association of
Broadcasters, National Cable and Telecom-
munications Association and Indepen-
dent film and Television Alliance have
said they are willing to help address the

issue. mPAA chairman and CEO Christo-
pher Dodd, a former Democratic sena-
tor from Connecticut, said he had reached
out to the administration after the New-
town shooting.

“Those of us in the motion picture
and television industry want to do our
part to help America heal,” Dodd said.
meanwhile, both the mPAA and the
ESA began campaigns in 2013 to bet-

ter educate the public about their rat-
ings systems while continuing to op-
pose federal or state regulation. 79

State Efforts

S everal states are seeking ways to
address media violence in the wake

of court rulings. Attorneys general
from 11 states filed a brief supporting
California’s video game law when it
was being considered by the Supreme
Court.* They defended the law, writ-

ten by Democratic California state sen-
ator and child psychologist Leland Yee,
and said their own states “are vitally in-
terested in protecting the welfare of chil-
dren and in helping parents raise them.”

States continue to pursue solutions.
New Jersey Republican Gov. Chris
Christie in 2013 signed into law a mea-
sure requiring the state Department of
Education to provide information for
parents on how to limit children’s ex-
posure to violent images or themes.
Two other bills offered in 2013 but that
did not reach the governor’s desk
would have required parental consent
for minors to purchase games labeled
Adult or mature.

Several other states considered video
game laws in 2013, but they were not
enacted. Some were versions of earli-
er proposals, and some likely will be
reintroduced this year. They included:

• A massachusetts Senate measure
to create a commission to study the so-
cial benefits of video games, their po-
tential connections to violence and first
Amendment issues related to the games.

• A Connecticut law to impose a
10 percent sales tax on video games rated
m (mature), with proceeds going to state
mental health services and for training
on the warning signs of video game ad-
diction. The legislature also considered a
bill to bar minors from playing violent
video games at public arcades.

• An Oklahoma measure that would
have imposed a 1 percent excise tax
on violent video games.

• A missouri proposal by a Re-
publican lawmaker for a 1 percent
sales tax on violent video games. The
tax would have been used to help pay
for mental health programs and law
enforcement measures aimed at pre-
venting mass shootings.

Latest Research

A n American Psychological Associa-
tion (APA) task force is analyzing

Continued on p. 162

Canadian actress Tracy Spiridakos plays Charlotte “Charlie” Matheson in the
post-apocalyptic science fiction series “Revolution.” Although the NBC

broadcast drama is rated as appropriate for viewers 14 and older, a recent study
showed it contained more violence than any of the cable shows examined —

including “Bullet in the Face” and “American Horror Story” — that were 
aimed at mature audiences, defined as viewers over 17.
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* The states were Connecticut, Florida, Hawaii,
Illinois, Louisiana, Maryland, Michigan, Minnesota,
Mississippi, Texas and Virginia.
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At Issue:
Should the entertainment industry be required to help reduce
children’s access to media violence?yes

yes
SEN. JOHN “JAY” ROCKEFELLER
CHAIRMAN, SENATE COMMERCE COMMITTEE

WRITTEN FOR CQ RESEARCHER, FEBRUARY 2014

p rotecting children from questionable video content, es-
pecially content filled with violence, has been a deeply
personal and important issue to me during my time as 
a senator. for years I have questioned why the na-

tion’s media conglomerates continue to include so much vio-
lence in their video programming and have called on them to
show restraint in how much violence they sell. Yet each year
they seem to increase the violence to the point where such
content is virtually unavoidable.

Today, children often consume hours of video content —
both through television programming and video games. By the
time they are 18, they have seen tens of thousands of violent
images on television, the Internet and in video games. I
strongly believe — as do many parents, researchers and doc-
tors — that these images have a negative effect on our chil-
dren’s mental and emotional well-being, especially during their
formative years.

video content of all forms permeates our everyday life. It
has the power to inform, educate, entertain and better our so-
ciety. But it also can expose children to the coarser side of
human nature and affect their development in ways we still
do not fully understand.

And as television programming and video games increasing-
ly migrate to mobile devices and new distribution platforms,
parents have even less control over what their children see.
These changes in technology could amplify the impact of
violent content on our society’s most vulnerable members —
a very disturbing development.

Although many researchers and doctors express certainty
that violent media can harm children, no consensus exists.
more work must be done. So, I introduced a bill that directs
the National Academy of Sciences to conduct a comprehensive
study on the impact of violent video games and programming
on children. This legislation was passed unanimously out of
the Commerce Committee, and I am looking at every possible
avenue to pass it in the full Senate.

I am calling for this study because we seek answers — not
blame. we all share a collective goal of keeping our children
healthy and safe. The more we know about how the minds
of our young are shaped and formed, the more we can do to
help them thrive. The more we know about whether and
how violent content affects different children in different ways,
the more we can do to protect them from its harms.no

JOAN E. BERTIN
EXECUTIVE DIRECTOR, NATIONAL COALITION
AGAINST CENSORSHIP

WRITTEN FOR CQ RESEARCHER, FEBRUARY 2014

v iolence has always been a fact of life and remains a
reality for many people. It also has occupied a central
place in art and literature, including children’s stories

(“Hansel and Gretel”), classic texts (“The Odyssey”) and religious
art (Gustave Doré’s illustrations in Dante’s “Inferno”). If violence
is an accepted subject of timeless art and literature, why question
it in contemporary modes of expression?

New forms of expression have always aroused anxiety and
calls for restrictions, often accompanied by pseudo-scientific
claims of harm. for example, in the 1950s psychiatrist fredric
wertham’s now-discredited claims of harm nearly wiped out
comic books in America.

Recently, the Supreme Court considered similar claims
about video games and found that studies on the effects of
violent games “show at best some correlation between expo-
sure to violent entertainment and minuscule real-world effects
[which] are both small and indistinguishable from the effect [of
watching] cartoons starring Bugs Bunny or the Road Runner.”
Official reports from Sweden, Norway, Australia and Great
Britain have reached similar conclusions.

A federal appeals court rejected such arguments about
media violence even more emphatically, holding that shielding
children “from exposure to violent descriptions and images
would not only be quixotic, but deforming,” leaving them
“unequipped to cope with the world as we know it.”

That doesn’t mean individuals have to like media violence
or watch it or allow their children to do so. They’re free to
make their own choices. However, they’re not entitled to im-
pose their view on others, or to expect the government or
anyone else to do it for them.

If the question is whether the government should require the
media and communications industries to reduce children’s expo-
sure to media violence, the answer is clearly “no.” As Supreme
Court Justice Anthony Kennedy said in the 2000 majority opin-
ion in United States v. Playboy Entertainment Group, the first
Amendment “exists precisely so that opinions and judgments, in-
cluding esthetic and moral judgments about art and literature,
can be formed, tested and expressed. . . . [T]hese judgments are
for the individual to make, not for the government to decree,
even with the mandate or approval of a majority.”

If not the government, who else? The idea of a private watch-
dog or industry group acting as culture czar to dictate taste is both
implausible and chilling. There are all kinds of ratings and reviews
for anyone who wants to use them. Isn’t that good enough?



162 CQ Researcher

peer-reviewed research on the impact
of media violence and is reviewing its
previous policy statements on the issue.
Its work is expected to be complete
in 2014. 80

One group of scholars hopes the
APA will revise its 2005 policy stating
that research had shown clear nega-
tive effects from exposure to violence,
including sexual violence, in interac-
tive video games. In a written state-
ment to the APA last September, the
scholars (who include ferguson, freed-
man and others), said: “we are of the
belief that the task force has a tremen-
dous opportunity to change the cul-
ture of this research field to one which
is less ideological and open to new
theories, data and beliefs.” 81

meanwhile, researchers continue to
analyze the effects of media violence.
Romer, Bushman and others are col-
laborating on a study analyzing whether
gun violence in video games has a
different effect on players than vio-
lence on television or in a movie has
on viewers. They also are comparing
the effects of games with gun violence
to other games, Romer says.

Researchers at Indiana University,
the National Institutes of Health and
other institutions are advancing stud-
ies using neuroimaging — contrast
imaging that maps brain activity and
the storage of images.

meanwhile, some video game de-
velopers are testing new types of games.
video game director Navid Khonsari,
who worked on “Grand Theft Auto III”
and other games, has been leading a
team in building a documentary game
about the 1979 Iranian Revolution. In-
stead of just shooting back, players can
help the wounded, sneak around to
take photographs and smuggle evidence.
“If I had conflict thrown at me in this
particular situation, I’m not going to pick
up a gun and charge soldiers, I’m going
to try to get to safety, and I’m going to
try to find the closest people to me and
get them to safety,” Khonsari said. 82

Richard Davidson, a neuroscientist
and founder of the Center for Investi-
gating Healthy minds at the University of
wisconsin-madison, received a $1.39 mil-
lion grant from the Bill and melinda
Gates foundation to develop games that
teach empathy and compassion rather
than violence. Test results of the games,
targeted at 8th-graders, are expected to
be released this spring.

Other researchers are considering
further studying the effects of interac-
tive games as well as exposure to on-
line hate groups, violent radical groups
and sexual violence.

OUTLOOK
Debate Rages On

C ourt rulings have led to calls for
more studies, and many researchers

agree more could be done — in-
cluding closer examinations of brain
imaging techniques, more focus groups
or refined studies on newer media.
murray of washington College says
he would like to see more detailed
neuroimaging of where violent images
are stored in the brain and how they
are processed.

ferguson of Stetson University hopes
the Supreme Court’s decision overturn-
ing California’s video game sales law
encourages scholars to be more cau-
tious and conservative in their state-
ments, which previously “expressed high
certitude, made spurious comparisons
with medical research . . . and in-
creasingly spoke beyond what the data
could support.” 83

But Strasburger from the University
of New mexico and mcClain-Delaney
of Common Sense media say tight fed-
eral budgets mean little money is avail-
able for media research. “The only re-
search being funded is by the industry,”
he says. “It’s a pretty bleak picture.”

murray contends research already
shows a link between entertainment
violence and actual violence. “The fu-
ture is really in education, media lit-
eracy and talking to parents,” he says.
Groups such as the Center for media
Literacy and media Power Youth are
seeking to promote media literacy in
all schools across the country.

Regardless, murray, wisconsin’s Can-
tor, ferguson and others believe the
public debate will continue, and a res-
olution will be difficult to reach.

“These things tend to run in obvi-
ous cycles,” ferguson says. “for a
while it was television. Even back to
the 1930s, a lot of people were pan-
icking about movies. Then it was rock
[music] in the 1980s, then pornogra-
phy and now video games.” most adults
fear video games because they are un-
familiar with them, he says.

mcClain-Delaney believes legislative
remedies will be slow but hopes some
answer is found — particularly in light
of children’s growing access to online
media. “we don’t allow kids to drive
until they are 16, drink until 21. They
can’t be legally bound in a contract
until they are 18,” she says. “But at 13,
they are totally an adult in a digital
world? That makes no sense, and that’s
exactly the time the parent begins to
retreat because they can’t track them.

“what do we do? what does the fCC
do? It’s a hard one,” she says. “I think
the next step is to look at how we as
a country want to balance our children’s
well-being. How do we want to help
them navigate the very violent content?”

But the industries and free speech
advocates will continue to oppose
media restrictions.

“States can’t target emerging media:
As new technologies are invented, states
cannot target them for restriction be-
cause of concern about the potential
influence on children,” said Ken Paul-
son, president of the first Amendment
Center, a program associated with The
freedom forum, a nonpartisan foun-
dation in washington, D.C.

mEDIA vIOLENCE

Continued from p. 160
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The Supreme Court’s 2011 ruling in
the California case “is a vibrant applica-
tion of 219-year-old principles to cutting-
edge technology and asserts that any
new forms of communication or media
to come will be protected by the first
Amendment,” he says. 84

Notes
1 Christy Lemire, “Parental Guidance: The
Hunger Games: Catching fire and Delivery
man, Plus Planes and Paranoia,” Rotten Toma-
toes, Nov. 22, 2013, www.rottentomatoes.
com/m/the_hunger_games_catching_fire/news/
1929025; Ann Hornaday, “Jennifer Lawrence
dominates ‘The Hunger Games: Catching fire’
sequel,” The Washington Post, Nov. 21, 2013,
http://tinyurl.com/kptx5ot.
2 Chris Baker, “Rapper Ace Hood brings vi-
olent lyrics to the ‘friendly’ Orange madness,”
The Syracuse Post-Standard, Oct. 11, 2013,
http://tinyurl.com/lez43oo.
3 Ryan Leas, “move over, Kerouac! ‘Grand Theft
Auto’ is the American Dream narrative now,”
Salon, Jan. 5, 2014, http://tinyurl.com/pocn2p5.
4 Aviva Lucas Gutnick, et al., “Always Connect-
ed: The new digital media habits of young chil-
dren,” The Joan Ganz Cooney Center at Sesame
workshop, 2011, http://tinyurl.com/br6an8q.
5 “An Examination of violence, Graphic vi-
olence and Gun violence in the media (2012-
2013),” Parents Television Council, December
2013, http://tinyurl.com/mhfwwxm.
6 Sarah m. Coyne, et al., “A mean Read: Ag-
gression in Adolescent English literature,” Jour-
nal of Children and Media, 2011; michelle
Ann Abate, Bloody Murder: The Homicide Tra-
dition in Children’s Literature (2013).
7 Brad J. Bushman, et al., “Gun violence
Trends in movies,” Pediatrics, Nov. 11, 2013.
8 Dave Grossman, “videogames as ‘murder
simulators,’ ” Variety Special Report: Violence
and Entertainment, 2013.
9 N. R. Kleinfeld, Ray Rivera and Serge f. Ko-
valeski, “Newtown Killer’s Obsessions in Chill-
ing Detail,” The New York Times, march 28, 2013,
http://tinyurl.com/d9v2uyy.
10 See “Remarks from the NRA press con-
ference on Sandy Hook school shooting (Tran-
script),” The Washington Post, Dec. 21, 2012.
11 Stephen J. Sedensky III, “Report of the State’s
Attorney for the Judicial District of Danbury
on the Shootings at Sandy Hook Elementary
School and 36 Yogananda Street, Newtown,

Connecticut on December 14, 2012,” Office of
the State’s Attorney, Judicial District of Dan-
bury, Nov. 25, 2013; “The final Report and
findings of the Safe School Initiative: Implica-
tions for the Prevention of School Attacks in
the United States,” U.S. Secret Service and U.S.
Department of Education, may 2002.
12 “Now is the Time: The President’s Plan to
Protect Our Children and Our Communities
by Reducing Gun violence,” white House,
http://tinyurl.com/ab3jauw.
13 Brown vs. Entertainment Merchants Assn.
(formerly Schwarzenegger v. EMA), 131 S. Ct.
2729, June 27, 2011.
14 “Television and Growing Up: The Impact
of Televised violence,” Office of the Surgeon
General, 1972; “Television and Behavior: Ten
Years of Scientific Progress and Implications
for the Eighties,” National Institute of mental
Health, 1982.
15 J. P. murray, et al., “Children’s brain re-
sponse to Tv violence: functional magnetic
Resonance Imaging (fmRI) of video viewing
in 8-13 year-old boys and girls,” Media Psy-
chology, 2006, pp. 25-37.
16 S. m. Coyne, et al., “Backbiting and blood-
shed in books: Short-term effects of reading
physical and relational aggression in literature,”
British Journal of Social Psychology, 2012, pp.
188-196. S. m. Coyne, et al., “Two sides to the
same coin: Relational and physical aggression
in the media,” Journal of Aggression, Conflict
and Peace Research, 2012, pp. 186-201.
17 Gretchen Cundiff, “The Influence of Rap/Hip-
Hop music: A mixed-method Analysis on Au-
dience Perceptions of misogynistic Lyrics and
the Issue of Domestic violence,” The Elon
Journal of Undergraduate Research in Com-
munications, Spring 2013, pp. 71-93.
18 Testimony of Brad J. Bushman before the
House Subcommittee on Commerce, Justice,
Science and Related Agencies, march 19, 2013.
19 Youssef Hasan, Laurent Begue, michael
Scharkow and Brad J. Bushman, “The more
you play, the more aggressive you become:
A long-term experimental study of cumula-
tive violent video game effects on hostile ex-
pectations and aggressive behavior,” Journal
of Experimental Social Psychology, 2012, pp.
224-227; C. A. Anderson, et al., “violent video
game effects on aggression, empathy, and
prosocial behavior in Eastern and western
countries: A meta-analytic review,” Psycho-
logical Bulletin, 2010; “Report of the media
violence Commission,” media violence Com-
mission, International Society for Research on
Aggression, 2012, pp. 335-341.

20 See victor C. Strasburger, Barbara J. wilson
and Amy B. Jordan, Children, Adolescents, and
the Media (3rd edition) (2014); victor C. Stras-
burger, and Ed Donnerstein, “The New media
of violent video Games; Yet Same Old media
Problems?” Clinical Pediatrics, Aug. 22, 2013.
21 Jonathan L. freedman, Media Violence and
its Effect on Aggression: Assessing the Scientific
Evidence (2002).
22 Jessica m. Jerabeck and Christopher J. fer-
guson, “The influence of solitary and coop-
erative violent video game play on aggres-
sive and prosocial behavior,” Computers in
Human Behavior, 2013.
23 Christopher J. ferguson, “Is Reading ‘Banned’
Books Associated with Behavior Problems in
Young Readers? The Influence of Controversial
Young Adult Books on the Psychological well-
Being of Adolescents,” Psychology of Aesthetics,
Creativity, and the Arts, forthcoming, 2014.
24 “Gun Homicide Rate Down 49% Since 1993
Peak; Public Unaware,” Pew Research Center,
may 7, 2013, http://tinyurl.com/d9de4jn/. “Trends
in Homicide Rates: United States, 1994-2010,”
Centers for Disease Control and Preven-
tion, http://tinyurl.com/k7xv8qg; “Global Study
on Homicide: 2011,” United Nations Office on
Drugs and Crime, 2011, http://tinyurl.com/72b
lpzw.
25 Gerard Jones, Killing Monsters: Why Chil-
dren Need Fantasy, Super Heroes, and Make-
Believe Violence (2003).
26 Lauren myracle, “And the Banned Played
On,” The Huffington Post, April 16, 2012, http://
tinyurl.com/le2rdvx.
27 Lawurence Kutner and Cheryl K. Olson,
Grand Theft Childhood: The Surprising Truth
about Violent Video Games (2008).
28 Joanne Cantor, “Review of Grand Theft
Childhood: The Surprising Truth about violent
video Games and what Parents Can Do,” ac-
cessed at yourmindonmedia.com/wp-content/
uploads/gtc_review.pdf.
29 Steven J. Kirsh, Children, Adolescents, and
Media Violence, A Critical Look at the Research
(2012), p. 97.
30 Christopher J. ferguson, “Blazing Angels
or Resident Evil? Can violent video Games
Be a force for Good?” Review of General Psy-
chology, 2010, pp. 68-81.
31 James Paul Gee, What Video Games Have
to Teach Us About Learning and Literacy
(2003), pp. 199-200.
32 Steven Johnson, Everything Bad Is Good
For You (2005), p. 9.
33 In “Sunday Dialogue: violence in the media,”
The New York Times, Sept. 28, 2013.



164 CQ Researcher

mEDIA vIOLENCE

34 Ginsberg v. New York, 390 US 629, 1968.
35 “Rockefeller works to Reduce violence and
Indecency on Television,” U.S. Senate, march 14,
2005, http://tinyurl.com/k6aawq4.
36 Entertainment Software Association, “Com-
puter and video Game Ratings and the Law,”
www.theesa.com/policy/effective_ratings_sys
tem_argument.asp.
37 Gabe Rottman, “worst facts make worst
Law with violent video Games,” American
Civil Liberties Union, http://tinyurl.com/nyhjy96.
38 H. B. Shaffer, “violence in the media,” Edi-
torial Research Reports, may 17, 1972, available
at CQ Researcher Plus Archive, http://library.
cqpress.com/.
39 Mutual Film Corporation v. Industrial Com-
mission of Ohio, 236 US 230, 1915; ford H.
macGregor, “Official Censorship Legislation,”
Annals of the American Academy of Political
and Social Science, The Motion Picture in Its
Economic and Social Aspects, November 1926,
pp. 163-174.
40 “Interim Report of the Committee on the
Judiciary Pursuant to S. Res. 89 and S. Res.
190, A Part of the Investigation of Juvenile
Delinquency in the United States,” Commit-
tee on the Judiciary, 1954.
41 macGregor, op. cit.; Kirsch, op. cit.
42 Christopher J. ferguson, Adolescents, Crime,
and the Media: A Critical Analysis (2013).
43 Joseph Burstyn Inc. v. Wilson, et al., 343
U.S. 495, may 26, 1952, www.law.cornell.edu/
supremecourt/text/343/495.
44 “Hearings before the Subcommittee to In-
vestigate Juvenile Delinquency of the Com-
mittee on the Judiciary,” U.S. Senate, April 21,
22 and June 4, 1954.
45 “Comic Books and Juvenile Delinquency,”
Interim Report of the Committee on the Ju-
diciary Pursuant to S. Res. 89 and S. Res. 190,

A Part of the Investigation of Juvenile Delin-
quency in the United States, 1954.” Also see
“Hearing on comic books and children,” Sub-
committee on Juvenile delinquency, https://
archive.org/details/juveniledelinque54unit.
46 “Interim Report of the Committee on the
Judiciary,” 1954.
47 “Juvenile Delinquency (motion Pictures),”
hearings before the Subcommittee to Investi-
gate Juvenile Delinquency of the Committee
on the Judiciary, U.S. Senate, June 15-18, 1955,
http://tinyurl.com/kn8tm7v.
48 “Juvenile Delinquency (Television Programs),”
hearings before the U.S. Senate Committee on
the Judiciary, Subcommittee to Investigate Ju-
venile Delinquency in the U.S., 1955.
49 for background, see Charles S. Clarke, “Tv
violence,” CQ Researcher, march 26, 1993,
pp. 265-288.
50 Ginsburg v. New York 390 US 629, April 22,
1968, http://tinyurl.com/mta8gym.
51 “History of motion Picture Association of
America,” www.mpaa.org/about/history; sur-
geon general’s report, 1972, op. cit.
52 R. K. Baker and S. J. Ball, “mass media and
violence: A staff report to the National Com-
mission on the Causes and Prevention of vi-
olence,” 1969.
53 The show portrayed actress Linda Blair being
sexually assaulted in prison with a mop handle.
54 In 1996, Congress amended Title III of
Communications Act to require all television
sets sold in the United States to incorporate
v-chip technology to block violent, sexual or
other programming. The act also provided
cable subscribers with ways to block un-
wanted programming. See Action for Children’s
Television v. FCC.
55 Ashley Strickland, “A brief history of young
adult literature,” CNN.com, Oct. 17, 2013;

Board of Education, Island Trees Union Free
School District v. Pico, 457 U.S. 853, 1982.
56 Carly A. Kocurek, “The Agony and the
Exidy: A History of video Game violence
and the Legacy of Death Race,” The Inter-
national Journal of Computer Games Research,
September 2012; “Death Race video Game
Outrages U.S. Safety Council,” Eugene Register-
Guard, Dec. 26, 1976.
57 Video Software Dealers Assn. v. Webster,
8th Circuit, 968 f.2d 684, July 1, 1992.
58 Chris Kohler, “This Day in Tech: July 29,
1994: videogame makers Propose Ratings
Board to Congress,” Wired, July 29, 2009.
59 for background, see Peter Katel, “Debating
Hip-Hop,” CQ Researcher, June 15, 2007, pp.
529-552.
60 “music violence: How Does it Affect Our
Children,” hearing before the Subcommittee on
Oversight of Government management, Re-
structuring and the District of Columbia of the
Senate Committee on Governmental Affairs,
Nov. 6, 1997, http://tinyurl.com/mnuw8m3.
61 Jerald Block, “Lessons from Columbine:
virtual and Real Rage,” American Journal of
Forensic Psychiatry, July 2007; mark ward,
“Columbine families sue computer game mak-
ers,” BBC News, may 1, 2001; The Associated
Press, “Columbine lawsuit over video games
dismissed,” Nov. 14, 2007.
62 “marketing violent Entertainment to Chil-
dren: A Review of Self-Regulation and In-
dustry Practices in the motion Picture, music
Recording & Electronic Game Industries,” U.S.
federal Trade Commission, Sept. 11, 2000.
63 “Joint Statement on the Impact of Enter-
tainment violence on Children,” Congressional
Public Health Summit, July 26, 2000, www2.
aap.org/advocacy/releases/jstmtevc.htm.
64 “Hearing on Children and media violence,
House Energy and Commerce Subcommittee
on Telecommunication and finance,” July 2001.
65 Dan frosch, “Colorado Police Link Rise in
violence to music,” The New York Times, Sept.
3, 2007, http://tinyurl.com/4jjsam6. Stephen Hold-
en, “Singing of the Cartels, and Investigating
Them,” The New York Times, Nov. 21, 2013.
66 “Home Technology monitor Survey,” Knowl-
edge Networks SRI, Spring 2004; “Dying to
Entertain: violence on Prime Time Broadcast
Television 1998-2006,” Parents Television Coun-
cil, January 2007.
67 federal Communications Commission, “In
the matter of violent Television Programming
and Its Impact on Children,” April 6, 2007.
68 “The Impact of media violence on Chil-
dren,” hearing before the Committee on Com-

About the Author
Christina L. Lyons, a freelance journalist based in the Wash-
ington, D.C., area, writes primarily about U.S. government and
politics. She is a contributing author for CQ Press reference
books, including CQ’s Guide to Congress and Congress and
the Nation, and is a contributing editor for Bloomberg BNA’s
International Trade Daily. A former editor for Congressional
Quarterly, she also was coauthor of CQ’s Politics in America
2010. Lyons began her career as a newspaper reporter in
Maryland and then covered environment and health care policy
on Capitol Hill. She has a master’s degree in political science
from American University.



Feb. 14, 2014               165www.cqresearcher.com

merce, Science and Transportation, U.S. Sen-
ate, June 26, 2007, http://tinyurl.com/lyhapv3.
69 “The Impact of Interactive violence on
Children,” hearing before the Committee on
Commerce, Science and Transportation, U.S.
Senate, march 21, 2000, washington, D.C.,
2003. Also see American Amusement Ma-
chine Association vs. Kendrick, 7th Circuit,
2001; Interactive Digital Software Assn. vs. St.
Louis, 8th Circuit, 2003; Video Software Deals
Assn. v. Maleng, 325 f. Supp. 2d 1180, 1188
(w.D. wash., 2004); Entertainment Software
Assn. v. Blagojevich, 404 f. Supp. 2d 1051,
N.D. Ill. 2005; Entertainment Software Assn. vs.
Hatch, 8th Circuit, 2008.
70 “what’s In a Game? Regulation of violent
video Games and the first Amendment,”
hearing before the Subcommittee on Civil
Rights, Property Rights and Constitutional Rights,
Committee on the Judiciary, U.S. Senate,
march 26, 2006.
71 Joe Baca, D-Calif., The video Game Health
Labeling Act of 2011.
72 See “Priorities for Research to Reduce the
Threat of firearm-Related violence,” Institute
of medicine, June 2013.
73 Josh Gerstein, “wolf lashes out at violent
video games,” Politico, march 14, 2013, http://
tinyurl.com/lxconza.
74 “Youth violence: what we Need to Know,”
Report of the Subcommittee on Youth violence
of the Advisory Committee to the Social, Be-
havioral and Economic Sciences Directorate,
National Science foundation, feb. 1 and 2, 2013.
75 “video Games Ratings Enforcement Act,”
H.R. 287, introduced by Jim matheson, D-Utah,
Jan. 15, 2013.
76 Eric Lichtblau, “makers of violent video
Games marshall Support to fend Off Regu-
lation,” The New York Times, Jan. 11, 2013.
77 “Biden seeks video game industry input
on guns,” The Associated Press, Jan. 11, 2013;
Sen. Jay Rockefeller, “Does videogame violence
have an impact on children?” Variety Special
Report: Violence and Entertainment, 2013,
http://variety.com/2013/voices/opinion/rocke
feller-2476/.
78 “Only a Game: why Censoring New media
won’t Stop Gun violence,” 2013, executive
summary, media Coalition.
79 Xan Brooks, “Gun Control: Hollywood
ready to ‘help America heal,’ says mPAA
head,” The Guardian, Dec. 21, 2012, www.the-
guardian.com/film/2012/dec/21/gun-control-
hollywood.
80 “violence in the media — Psychologists Study
Tv and video Game violence for Potential

Harmful Effects,” American Psychological Associ-
ation, undated, http://tinyurl.com/cqzd8h8.
81 “Resolution on violence in video Games
and Interactive media,” American Psychologi-
cal Association, 2005, http://tinyurl.com/
bpn3p5n; “Scholars’ Open Statement to the
APA Task force on violent media,” delivered
to the APA Task force 9/26/13, http://
tinyurl.com/mvd2c5n.
82 Alan Yu, “Game Director Shifts from Grand
Theft Auto To Iranian Revolution,” NPR’s All
Tech Considered, Dec. 13, 2013, http://tinyurl.
com/kdkz5dj.

83 Douglas A. Gentile and John P. murray, “media
violence and Public Policy: where we have
been and where we should go,” in Douglas A.
Gentile (ed.), Media violence and children: A
complete guide for parents and professionals
(2003); Christopher J. ferguson, “violent video
Games and Supreme Court: Lessons for the
Scientific Community in the wake of Brown v.
Entertainment merchants Association,” American
Psychologist, february-march 2013.
84 Ken Paulson, “Court’s video-game ruling
shields emerging media,” first Amendment Cen-
ter, June 27, 2011, http://tinyurl.com/3qmgk64.

FOR MORE INFORMATION
American Academy of Pediatrics, 141 Northwest Point Blvd., Elk Grove village, IL
60007-1098; 847-434-4000 or 800-433-9016; www.aap.org. Provides background on
media use and guidance for pediatricians, parents and educators.

American Psychological Association, 750 first St., NE, washington, DC 20002-
4242; 800-374-2721 or 202-336-5500; www.apa.org. Publishes research on the effects
of violent media on children and adolescents.

Center for Media Literacy, 22837 Pacific Coast Highway, #472, malibu, CA 90265;
310-804-3985; www.medialit.org. Provides research, professional development and
educational resources to support media literacy education.

Center on Media and Child Health, Children’s Hospital Boston, Harvard medical
School and Harvard School of Public Health, 300 Longwood Ave., Boston, mA 02115;
617-355-2000; www.cmch.tv. Researches the effects of media on the physical, mental
and social health of children.

Common Sense Media, 650 Townsend, Suite 435, San francisco, CA 94103; 415-
863-0600; www.commonsensemedia.org. Provides educational materials about media
for classrooms, ratings and reviews of books, movies, music, video and computer
games, websites and apps.

Entertainment Software Ratings Board, 317 madison Ave., 22nd floor, New
York, NY 10017; www.esrb.org. Self-regulatory body created by the Entertainment
Software Association that assigns ratings for video games and apps and enforces
industry-adopted advertising guidelines.

Media Coalition, 19 fulton St., New York, NY 10038; 212-587-4025; mediacoalition.
org. Defends the first Amendment rights of booksellers, publishers, librarians, video
game manufacturers and retailers and the recording industry.

Media Power Youth, 1245 Elm St. manchester, NH 03101; 603-222-1200; media
poweryouth.org. works with public-health programs, schools and communities to
teach media literacy to young people.

Motion Picture Association of America, 15301 ventura Blvd., Building E, Sherman
Oaks, CA 91403; 818-995-6600; www.mpaa.org. Provides a guide to film ratings and
list of ratings of specific films.

Parents Television Council, 707 wilshire Blvd., No. 2075, Los Angeles, CA 90017;
213-403-1300 or 800-882-6868; w2.parentstv.org. monitors prime time television shows
and PG and G-rated movies; provides summaries for parents of certain films and
shows, campaigns for Tv ratings.

Recording Industry Association of America, 1025 f St., N.w., 10th floor,
washington, DC 20004; 202-775-0101; www.riaa.com. Opposes efforts to censor
music, including efforts to restrict sales to minors and to create a uniform labeling
standard for the entertainment industry.

FOR MORE INFORMATION



166 CQ Researcher

Selected Sources

Bibliography
Books

Abate, Michelle Ann, Bloody Murder: The Homicide Tra-
dition in Children’s Literature, Johns Hopkins University
Press, 2013.
An Ohio State University professor of literature compiles a

list of literary hits that entail violence, from Grimm’s Fairy
Tales to modern young-adult novels.

Ferguson, Christopher J., Adolescents, Crime, and the
Media: A Critical Analysis, Spring Science+Business
Media, 2013.
A Stetson University psychology professor examines the de-

bate about whether media consumption is related to youth
crime and arguments over whether restrictions should be
placed on media.

Gentile, D. A., ed., Media violence and children: A com-
plete guide for parents and professionals, 2nd ed., Praeger
Publishing, in press.
The director of the media Research Lab at Iowa State Uni-

versity presents a range of articles on recent research re-
garding the effects of television, film, video game, music and
Internet violence.

Singer, Dorothy G., and Jerome L. Singer, Eds., Handbook
of Children and the Media, 2nd ed., Sage Publications,
2012.
The codirectors of the Yale University family Television Re-

search and Consultation Center affiliated with the Zigler Cen-
ter for Child Development and Public Policy provide a collec-
tion of essays examining children’s use of new media technology
and summarizing research on children and the media.

Strasburger, Victor C., et al., Children Adolescents and the
Media, 3rd ed., Sage Publications, 2014.
A University of New mexico School of medicine pediatrics

professor (Strasburger), with a University of Illinois commu-
nications professor and a University of Pennsylvania com-
munications professor discuss research on how media im-
pact the lives of children and adolescents.

Articles

“Special Report: Violence and Entertainment,” Variety,
2013, http://variety.com/violence.
This lengthy report includes a compilation of guest columns

from media producers, writers, researchers, lawmakers and
others addressing the issue of violence in entertainment
media from various angles.

Pozios, Vasilis K., et al., “Does Media Violence Lead to
the Real Thing?”The New York Times, Aug. 23, 2013, www.

nytimes.com/2013/08/25/opinion/sunday/does-media-
violence-lead-to-the-real-thing.html?_r=0.
In an op-ed, three forensic psychiatrists who founded the

consulting group Broadcast Thought say research shows that
media exposure is a risk factor for violence that could be
easily modified but should be further studied along with
other risk factors.

Reports and Studies

“Media and Violence: An Analysis of Current Research,”
Common Sense Media, Winter 2013, www.commonsense
media.org/research/media-and-violence-an-analysis-of-cur
rent-research.
A nonprofit organization that provides educational materials

for teachers and parents regarding media content and ratings
explores existing research on the effects of exposing youths
to media violence and notes where research is lacking.

“Priorities for Research to Reduce the Threat of Firearm-
Related Violence,” Institute of Medicine, June 2013, www.
iom.edu/Reports/2013/Priorities-for-Research-to-Reduce-
the-Threat-of-Firearm-Related-Violence.aspx.
In response to an executive order by President Obama after

the December 2012 Sandy Hook school shooting, the Cen-
ters for Disease Control and Prevention, the Institute of med-
icine and the National Research Council assembled a com-
mittee of experts to develop a potential research agenda
focused on firearm-related violence.

“Youth Violence: What We Need to Know,” Report of the
Subcommittee on Youth Violence of the Advisory Com-
mittee to the Social, Behavioral and Economic Sciences
Directorate, National Science Foundation, Feb. 1-2, 2013.
http://wolf.house.gov/sites/wolf.house.gov/files/documents/
Violence_Report_Long_v4.pdf.
The National Science foundation Subcommittee on Youth

violence reviews existing research on the potential causes
of youth violence and where more research is needed.

Bushman, Brad J., et al., “Gun Violence Trends in Movies,”
Pediatrics, Nov. 11, 2013.
A study focusing on the top 30 films since 1950 concludes

that violence in films has more than doubled and that gun
violence in PG-13 rated films has more than tripled since
the rating was introduced in 1985.

DeLisi, Matt, et al., “Violent Video Games, Delinquency,
and Youth Violence: New Evidence,” Youth Violence and
Juvenile Justice, April 2013.
A study of institutionalized juvenile delinquents shows that

playing violent video games is associated with some mea-
sures of delinquency and antisocial behavior.



Feb. 14, 2014               167www.cqresearcher.com

Aggressive Behavior

Bernhard, Nicholas, “Video games don’t cause violence,”
Boulder Daily Camera, Jan. 19, 2014, www.dailycamera.
com/guest-opinions/ci_24936193/video-games-dont-cause-
violence.
A video game developer says there is no direct correlation

between the number of video games sold and national crime
statistics.

Bushman, Brad, “Do violent video games play a role in
shootings?” CNN, Sept. 18, 2013, www.cnn.com/2013/
09/18/opinion/bushman-video-games/.
A psychology and communication professor says those who

play video games have higher levels of aggressive behavior
but that video games are only one factor in shaping such
behavior.

Kain, Erik, “Do Games Like ‘Grand Theft Auto V’ Cause
Real-World Violence?”Forbes, Sept. 18, 2013, www.forbes.
com/sites/erikkain/2013/09/18/do-games-like-grand-theft-
auto-v-cause-real-world-violence/.
A reporter says no study has shown that violent video

games result directly in violence and mass shootings.

Literacy

Ronayne, Kathleen, “State-funded program to target youth
violence through media literacy,” The Concord Monitor,
Dec. 3, 2013, www.concordmonitor.com/news/work/busi
ness/9629943-95/state-funded-program-to-target-youth-
violence-through-media-literacy.
A new state-funded program in New Hampshire will edu-

cate students about media violence in an effort to prevent
actual violence.

Trimmer, Michael, “Sex and violence in films are not the
problem,” Christian Today, Feb. 2, 2014, www.christian
today.com/article/sex.and.violence.in.films.are.not.the.
problem/35664.htm.
The head of a Christian film-review website says schools

and churches should implement media literacy classes for
children from an early age.

Money

Medved, Michael, “Column: Hollywood’s gun hypocrisy,”
USA Today, Jan. 15, 2013, www.usatoday.com/story/opin
ion/2013/01/15/hollywood-movies-gun-control/1837605/.
A conservative radio host and author says Hollywood stars

are calling for gun control, but making millions off violent
films.

Pittman, Genevra, “Gun violence increasing in PG-13 movies,”
Reuters, Nov. 11, 2013, www.reuters.com/article/2013/11/
11/us-gun-violence-idUSBRE9AA04320131111.
A new study finds that the depiction of gun violence in

PG-13 movies has more than tripled over the last two
decades.

Regulation

Elber, Lynn, “Study: Erratic TV violence ratings fail parents,”
The Associated Press, Dec. 9, 2013, www.bigstory.ap.org/
article/study-erratic-tv-violence-ratings-fail-parents.
A new study finds that violent dramas on broadcast net-

works carry fewer parental cautions than cable dramas but
are equally graphic in their portrayal of violence, suggesting
failures in the Tv ratings system.

Reaney, Patricia, “U.S. watchdog group calls for new TV,
movie rating system,” Reuters, Jan. 8, 2014, www.reuters.
com/article/2014/01/09/us-ratings-idUSBREA0800L201
40109.
The Parents Television Council is calling for a more accu-

rate U.S. television and film rating system, saying the current
system does not accurately reflect media violence.

Sneed, Tierney, “Don’t Expect Any Major Changes to the
MPAA Ratings System in 2014,”U.S. News & World Report,
Jan. 7, 2014, www.usnews.com/news/articles/2014/01/07/
dont-expect-a-new-movie-ratings-system-in-2014.
Critics say the motion Picture Association of America is too

lenient when rating films for violence but too harsh in rating
them for profanity and sexual content.

The Next Step:
Additional Articles from Current Periodicals

CITING CQ RESEARCHER

Sample formats for citing these reports in a bibliography

include the ones listed below. Preferred styles and formats

vary, so please check with your instructor or professor.

mLA STYLE
Jost, Kenneth. “Remembering 9/11.” CQ Researcher 2 Sept.

2011: 701-732.

APA STYLE

Jost, K. (2011, September 2). Remembering 9/11. CQ Re-

searcher, 9, 701-732.

CHICAGO STYLE

Jost, Kenneth. “Remembering 9/11.” CQ Researcher, Sep-

tember 2, 2011, 701-732.



ACCESS
CQ Researcher is available in print and online. for access, visit your
library or www.cqresearcher.com.

STAY CURRENT
for notice of upcoming CQ Researcher reports or to learn more about
CQ Researcher products, subscribe to the free email newsletters, CQ Re-
searcher Alert! and CQ Researcher News: http://cqpress.com/newsletters.

PURCHASE
To purchase a CQ Researcher report in print or electronic format
(PDf), visit www.cqpress.com or call 866-427-7737. Single reports start
at $15. Bulk purchase discounts and electronic-rights licensing are
also available.

SUBSCRIBE
Annual full-service CQ Researcher subscriptions—including 44 reports
a year, monthly index updates, and a bound volume—start at $1,054.
Add $25 for domestic postage.

CQ Researcher Online offers a backfile from 1991 and a number of
tools to simplify research. for pricing information, call 800-818-7243 or
805-499-9774 or email librarysales@sagepub.com.

Upcoming Reports

In-depth Reports on Issues in the News

?Are you writing a paper?

Need backup for a debate?

Want to become an expert on an issue?

for 90 years, students have turned to CQ Researcher for in-depth reporting on issues in
the news. Reports on a full range of political and social issues are now available. following
is a selection of recent reports:

voting Controversies, 2/21/14 Polarized Society, 2/28/14 Home Schooling, 3/7/14

Civil Liberties
whistleblowers, 1/14
Religious Repression, 11/13
Solitary Confinement, 9/12
Re-examining the Constitution, 9/12

Crime/Law
Racial Profiling, 11/13
Domestic violence, 11/13
Border Security, 9/13
Gun Control, 3/13
Improving Cybersecurity, 2/13
Supreme Court Controversies, 9/12

Education
Humanities Education, 12/13
Law Schools, 4/13
Homeless Students, 4/13
Plagiarism and Cheating, 1/13

Environment/Society
National Parks, 1/14
Big Data and Privacy, 10/13
future of the Arctic, 9/13
women and work, 7/13
Telecommuting, 7/13
Climate Change, 6/13

Health/Safety
Chemical & Biological weapons, 12/13
Lyme Disease, 11/13
Domestic Drones, 10/13
Regulating Pharmaceuticals, 10/13
worker Safety, 10/13
Alternative medicine, 9/13

Politics/Economy
Resurgent Russia, 2/14
minimum wage, 1/14
The federal Reserve, 1/14
Government Spending, 7/13


