(®)
2016 2018

Research on content rating systems to reduce the influence of violence scenes in
videogames
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The research examined the influence of video games used by children aged
three to eighteen years on their aggression and social adaptabilities. The results showed that the
length of time the children spent on playing games and their experience with interactions in games
could affect the development of aggressive behaviors and social adaptabilities. It was also shown
that parental mediation could be effective for younger children and the effects of mediation
differed depending on the age of children and the types of problems that would require mediation,
suggesting that adjustments to mediation according to the levels of children’ s development and the
types of problems would be necessary. In relation to the ratings of games, affirmative and negative
results were obtained regarding whether games that contained content whose inappropriateness for the

children of particular ages was suggested by the outcome of ratings increased aggression.
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