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Abstract

With the popularity of network, and the development of electronic industry, electronic game has
increasingly become an important leisure; people’s life of violent video games was welcomed by
the younger generation in particular. Compared with the traditional violent films, violent video
games have more interactivity, synchronicity, repeatability, and the characteristics of direct rein-
forcement, and this also makes it more influence players. On the basis of predecessors’ research,
this article discusses the influence of violent video games on players from five aspects of the ag-
gressive behavior, cognition, aggressive feelings, aggressive physical arousal and reducing pro-
social behavior, and explains it based on the existing theoretical model, thus putting forward some
suggestions for further intervention of the negative effects of violent video games.
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