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ABSTRACT

We focused on the study of the influence of aggressive computer games on the development

of anxiety and agression in adolescent.

Total of 30 experimental subjects (aged 14-22, 16 female and 14 male) were requested to play 3D
aggressive video-game “Countery Zero”. In the Experimental Task (ET) subjects were requested
to fulfill anxiety and agression questionnaires immediately after the end of the game. In the
Control Task (CT) the same questionnaire was fulfilled 1 week after the initial testing procedure.
No difference in the anxiety and agression scores was revealed between the ET and CT. Within
the group of female subjects, anxiety level was higher in ET as compared to CT, while no
difference in the level of agression and anxiety between ET and CT was revealed within the
group of boys. At the same time, girls displayed increased level of agression in ET as compared
to boys, while the level of anxiety was higher in CT in boys. At the same time, 95% of boys and
5% of girls witnessed they were familiar with computer game, used in the current study. In our
opinion, increase of anxiety in ET as compared to CT within the group of female subjects, as
well as the increase of the level of agression in CT as compared to male subjects was determined
by the novelty and aggressive content of the computer game. At the same time, male subjects
were familiar with the game and presumably anticipation of aggressive performance caused the

increase of the level of anxiety in male subjects in the ET.

Key words: computer game, agression, situational anxiety.



