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Abstract

Researchers have focused on the desensitization effect of violent video games for nearly two dec-
ades with the popularity. Most research has found that long- or short-term exposure to violent
video games may lead to desensitization to violence, with lower arousal, reduced empathy for vic-
tims of violence, stronger attitudes toward violence, and so on. General Aggression Model provides
a social-cognitive framework for understanding the process that desensitization occurs. Actually,
there has been much debate regarding the desensitization effect of violent video games, and more
work is needed in the future.
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1. 5|8

BEE YIRS AW S, R A O NG R S AR B R TR i 2 B R ARG Bl 2 — o 8
rh [ B AR TZ(GPC) CNG i skt 7o (n & £5d) . E bR s A "] (IDC) I [F KA 1) (2018 4=
FEEe Ak & ) o, 2018 4, HEJERH P AU R 6.26 1N, [RIHLIEK 7.3%, FEWAFEATET 100
R ZhE R, 40% 2 S 1E I (R ak . HSL b, REBFIRRE SR MR, G55SR E
JLE, JBTREITHETFUIR(Teng, Li, & Liu, 2014). 57 IR & A MR B HAb AR (R B AV
BN T 3 2 B A AFAR] 25 7 )adk 49 22 1 LTI #k (Anderson & Bushman, 2001). &KL, 1L
85%MIF AR & F JTINZE, 50%H 1Rk & 8 2 % /17U & (APA Task Force on Violent Media, 2015), M
—ERRRE U EA T R 7 LU A a1

DA T B, A A A AR Ak 22 7 2 AN A0S B S22 3 1R 2 70 3 e AN UG, BN Bt DA (Krahé et
al., 2011). SR I, BB PRI SS 5. AEINFRE R 2147 NEPE 3R
RN EB RN, MR WE R, A KNG MR S I m X M Seh Ak . K
i if i, A2 B . B 4T A (Anderson et al., 2010), AF L0 8 713 50 AN BUR (Arriaga et al., 2015).
“CRIBANRE I, WEEEAIERER, B2 EFIRE RIS, X5 e —F
AR, HRXRZ 27T I 5 R (Brockmyer, 2013), F52 b, 87 B 137 % 10 B G 2 5T
Fi B AT LA VR — AN RS, I B AR e 5l T DU 6 B A SR R SIUE A SO AT AR B, DA
X RIS R AN A SR PRI 58 A 538 2 B
2. BRI

J AT AT 2 5 ORISR . I, AR TR L AT A RS B B R B 4 (Funk, 2005).
FLEOR — AN ERRIRN, METEH®EAEhEE AR R, tn, RIS T8RN
SIREY, AFRBEEL T RRBIE I, AF. T RN 55— AR S TR 2, X P o 1R iR
PR, EERPER RN . Bk, ORI PR OB 22 0 —FPiEsT J7iE, AUk SR B T 3 A
W= AR AR SIS 4 N

JBE B P B AN R, PR AR IS AR vE R T . BRI RBOR A — B X, A E E
SORAMASKT 2 TR AN 1 28 B D B 2k, FEDRIE R U OAT R SE, & — P BE I (R HERS AR
MER IR Tid FE(Rule & Ferguson, 1986). W\ ANBLEHE B Sy AH W HAS K AT RE ) ST A5 25 % A8 R 5 51
JUBAS TGS A, 15 26 R X T8 2 51 5 B O (1 28 ) I 1 46 S S AL BRI Ok, B ) Tk
(AT gl R SE IM/MAR T T e e . BRI LS B 52 35 38 B W] BB (Funk et al., 2004). 128 /7 B8 Ui X gt /2
Al BE 5| K 2 1B — AN KUK Bl & (Brockmyer, 2015), Anderson WA\ A% /7 BT xR Be 58 % 8 1 B 68U o
R 180 Wi A% (Anderson & Bushman, 2002).
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A=, I

—BEOLT, R EEEE S AT RS, ME B3RS S NALREET I AR, I
B RIEFM AR R R, BECRBUA AT Ay, — BB IS RR S 3, m s 46 (UnE48) FAH SC R 45
FE (B0 122 A5 5 ) 285 3 ) A B0 o T X % 777 A I B 0 S R TE A VA T R i PELT, At A T30 5 AN > 385
FIARL R SEEIEN SRR LR, BN R IE RN TR R AT B B . SRS NCR R34
FERTEETEAN B R ), R 5 ) B BUS WAE TE Tk #2 rh P A B LI R AR FR (Funk, 2005).

3. RNEFHER AT LHER

Anderson Z5 ] — M B B A (General Aggression Model, GAM)#R ML 7 — /N4> — A KIHESE Sk PR AR 1K
B IIE R BOSFE . NI B I R UG OB R RN AR RS, 2 e AR AR S 46 T [l B 5T R
IF, TR AR W B S S 2 PR Bt 2 AV T OSS o % 0 L1 R e 11 % ) N B dRe Tt 2 51 R 1R 41
FERE . DRGSR RN, AH 2 [FR 27 s s R  Se . RIBAY . BIT AR E SCEE T — MR
W 2 5, FTUKIAREI0R )i FiEk)E, sy T 8RR, FERESEEMG R PIT2HiR, X
I BB T o BB AR AR R A S R R e e P R A AN PR AIG . R ) AR R
fiK. XZEFEHFNFGFEIC. B2 IEFIE SR, X BIWHRSE R, A B mdst . Wb
B NAT RE5AT 45 B (Carnagey, Anderson, & Bartholow, 2007).

4. RNV TFHEHBAIREXTHAR
4.1. EENE

W90 5@ 0 90 RS 15 77 H R e i R S A A B R A 1 1) R 1 Ok R
SKARFURR 77 HL TR I I BBOBONE TG 17 AR i o 2 ) 285 Bl 5 SOt 17 288 07 #L - U 8 11 JBE L (Brockmiyer,
2015). Funk %5(2004)58/% T 150 VU FFE e E/NFA (82 4 54 ) I AR B i, Jhfh . Xh 2
JIRIASFED G, JOUHEAR 5 B SR ARG, Wk B M2 ) 5Rm R IS EAH K . Wei
(2007)7E [ P IR 312 44/ 4ERT 7 B (202 4 5 47), RIS R 1% SRR e
HAEEMIE, HAER AP L BT, Moller Al Krahé (2009)ll & T 295 44 {8 [F i 2 A= {1 5 J1 LT
TR AE RSO, FRAE 30 A JEREH g 143 MaR(72 42 B AR TINE, KIS T T R i i
WSRO T AR 4T . Moller F1 Krahé (2010)2 J5HEAT T — I KFEAN = 1237, M 42 =
13.4 % ,637 4 53R AR 7T, L5 77 Ui s A FH R A% TR0 12 AN F 5 AR5 0 i B A ik  Fraser
252012)%F SEE DY BT K 2E3E 789 44 KAEAE(242 N AR)HHMT A, RIS TIPSR B B 4
FEREMIREm, I BARIEREE BT IR S5 LA BEE N R FARSER ST NI &R ol
SHAER o BERTE5E(2014) % =AM T = Frmnks 583 4224254 280 #)i#H T MR RA KB, Bhiie
& & BUEAT AP 52 VAT VR (0 — 5 8 5 2 ) AR FE A TE A OC, 9 HL7E 2 ) AR Fefub i P 5 iy
AT NI A o TR i) 25 1 2 — R %2 (19 A2 A e e — BT [B) N 2 77 e Uit e A A A 00, BT DA
T3 T ) o 2 T P U AR PR S B B R
4.2. ITAMR

Funk %5(2003)J6 A& 1 66 44 JLE(5~12 2RO, SRE LRI 10 5k4E R, X 10 5K46 &
135 2 S Bt N Sl Bt 455, R RIL, KIADER 7 o7 ik 1) L3E X6 4 B S5 A3 40 R Ik
ZARPH(2012) LA 37 £ RIS IREAT P B IBCARI G, R IR ) iR A 30 A R SR R )
B AER R AR H T 9 . Grizzard Z5(2017)¥ 5 T 145 2 KT 87 8T 2 BB )
WEFE, Wi 4 K, BORERDUFE R IR N S ATE) 10~15 08k, (H2— 4L S E A S E 1),

DOI: 10.12677/ap.2019.92037 288 o HE R


https://doi.org/10.12677/ap.2019.92037

Ty AUE I AREE A GBI 1), 28 5 R, PRALPERCAT LAARIE R84 fy ta b 73— 28 330 X A iy 4 1o i
TERI, HE DR TR & BRI S R WK RE DT IF BRI P 2CRE ) iz AL B He il
Besh, S HE R A ORI, A ARE I A OO SE 5 RINIKBE IR AIR. X TR ST fe fit 1 %%
JIH TR BRI 2 B A« RIS -

4.3. IDVIEE SR

4.3.1. SpAEIBIERR

T 77 BTN AR B B R I — Bt R TE H M BT S0 R D ) AR B AP BRI . B 9 A8 4
JHAEREEAR, Wt WP | Rk H 45k 2 8 3 0 W Ul 4 ik 1) J B JBd B R% B » Carnagey« Anderson
J% Bushman (2007)7E—/MEAER N 257 4 KA (124 4 BA)IBT R ORI, B 20 20502 )1 B i)
PR e DR 22 7 H 7  r i A 2 TE UL TSI T 52 N B B0 R A AT B o 2 A0 5 Bk LS BE AR o S0
[ VLG22 T (2009) BA 44 44 55 R 242 il A A AR ) I AASCGEEA T &2, o R I AT 15 4 8h & )
IR 5 L 2 AN 1 RSBk P S DAL/ T AR J B IR 2H . Arriaga S5(2015)%F 135 44 K= BEAL
SECNWIT 15 - EiERk, B FL R BB R 7 B U AR R A AE T AR 5 T U 5 70 52 3 3 1 1 P I (1 i
FLA 5K B R AR . 7 Ui AR A A TR A

b, O LRI T AR AESE , TERE AR ) B U RR G K 1 AR BB . Barlett A1
Rodeheffer (2009)1k 74 44 K5 A2 56 g Diid B4 ) H IR ANiE 8 77 B iRk AR5 0k 3L 45 24,
R INBCE B S T IR B i 0 R B . Gentile. Bender A1 Anderson (2017)LA 134 44 8~12 % i) &
B, BENLA BCABATIIE 25 4380 5 ) F TR BRI, I T R BB B I R D AR P Ak B ol
T, BUER 7 B IR 5B % I e KT LU 2R T

4.3.2. BHEXBIL

UK, W3 FE AR S AH 5C M A7 SRR 58 2 ) M - AR K I RS . P300 2 WAE T AR IR 7E
300 ms~600 ms 7o A5 IR, PAAER 50 R I SR B 5 | R i i oy Sl ik 1 PROEEIL R 48 RIEESHL R G
O, TR MR RN B PSS LA 5980 (Delplanque et al., 2006), FT LABFFEE LA P300 VE A BT Fx .

Bartholow. Bushman I Sestir (2006)fR % 39 4 55 K54 (1 R & 1K H 43 A8 71 H Pl sk Fl AR 2
JIH R, FFRRI, SAERITEREKHM L, BT TUERE KA E 5 71 E I P300 PR
W, AE TR TR K IR BN . Engelhardt Z5(2011)M 2000 44 k24 vhiiie . (K2
HL TR IR & 35 4, RIGHENL D BECHORBT 25 20 dh B /0l Fiiek el R B ik, ZEWE
AR B . BRI, =R T H IR AR A IR I I TE LG B 00 I B ) P300 R B A B 77 B iR
IR IG I TE /N 5 G2 77 B U AR R 00 )t P S0 ZE e 2% ) W U AR i WL 5 0 B A 1R P300 i L
KB IJIEREA T I HIUAE R 1R T /s To il = 28 77 HL TR 20 360 P i 7 SR 28 B 8 7 T i
AEFR TR, H P300 JIEERIR /N o Engelhardt [RBH 5870 S UE B 1 2 77 FE -3t 3 10K H Ao RN e 190 A

ZEZRBH(2012) A 552 1 K S fh 5 7 01 I )R B LB R AL BRI P300L N110 PAN84 - N110
& 90 ms~140 ms 747 B 73k, [BE Bt N 48 AN RN B A 3t in T . sk, 54k
FITHETIRAHML, BIEFHREKAHN N110 BB RIHE K, WS % R N i, R
HEL T KM BeAt, g5 R EoR, BB &AL B A S TG KR SR E LS B A 1 P300
W ZRARE, WA B CME TR ILE RS % R, BRI 7B

{HIE, HF SRR T RIS . 0507 552013)0A 34 4 R4 AWK, B8 H D 20 04087
SRR W IR S A 2 1B R UK R P300 sy, 45 RO IR DT HL il R4 P300 P 2 KT
TR AL, R T A R ) AR S R R )3 s U I R . TT R A 80 AR L
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A=, I

JRiE Y 34 A=A A BT T IR IAL -1 2K PR REA R EE, MEmEARD, JFHK
SPGE ) 8 i W 2056 R RE M 6L 39 Pt BB 0L 1) 25 2

4.3.3. IhakEREtE R %

H 17 O A DB 70 10 Dh B M R AR (MR SR AT 72 5 77 HL TR AR K I Th RE O RZ M, (H & 5%
T2 7 PR P BUSS A R e A 2, HEE B BA—2. Weber. Ritterfeld £ Mathiak (2006)
T 13 2R AEAETR S TR K E 3, SR BN, il ek B R AR BUh AT AT, /T4
A [ RS A A ) DX S0 B, T R 00 2% ), 3 B W 0 27 [ T PRI DA A 00 iy 105 [ I8 14
I, B TSI T AR AIH], BDRAE T RALE . Montag SF(2012)F85F T 21 45 — AFRS ik A
200 TV 19 L A5 TR 5 HEDU R (F E I RS AIZ B0 K) (M e = 2333 &), LR E
AN, B NIRS R BT A AE W 7 B I e AR S Bz S5 PRI S A T AL, 12 X AR
TERFAILEE VIR, BRI T KA. [FIFE, Gentile %:(2016)1E4T 7 — I MRI #F 7t
R, SAERIIBF AL, B )T B 2K LE Dol X I 01 26 B2 DX S Hh ], e T & 0 i
RIS . (HAE, JTJLEER, B ILA MR AF 7 A R IS 77 B 7k 0 KA s, Kithn J2 3
[ 55(2018) 7y H M55 (Gao et al., 2017) K I ) R IT KAWL G P SL A B R i (0 ok DX 3t 5 4R 2277
HLF IR B KA 2 AN, Szycik 25(2017) A KR INE J7 H TR DL S AE G 1 44 B I 17 26 s i [X
(I o

5. RNBFIFRRBE R E =

el 28 7 TR I AN AR NS X BT, AR KSR RS, — S fRdP P R R (B R 4
FBEHIR 7 A ) 2 P S PR 2 (B 2 0 v 73 80 BOAE FH (Funke et al., 2002) o {H A 6T 48 PR 2 1 B A
WEFUE LD . Brockmyer %5(2009)38 Hi0 B2 5 (Hiid MA KA S 5 J2 10 S AL R BEDLIE AR P RE 2
Wi 1 i % AT N B2 D AR RS, R “UTIR” « “AFAE” U7 L TR R B P AL
BZH5RE, MRES 50N 2007 4 58 e RR B

6. ARRE

FI R FE P A0t 58 77 7Bk B L BOSOS AT T A 22, BARIE AR, ARRAE VLT LT TR A FHAN
WEIC. 1) SRl de )y 7 e 7 A K B J RS — AW € S BARAT L TN B e bm 3 T 4
—o 2) BITHR TR TS B A BOE A R R S, IX AT RE S UM A B LK i A 335
HIREE AR AR, BT PG ZEARELIRANE T, PRFUE 20 5 7 i TR B U R 2, Bl 2 2
5. FKEHFRITAEE. 3) RTFEIE TR 2 B OB LR EAN S E W, AR,
4) K S S i 8 7 R I XA AN B AR R AT A SRR, OB AR B, XL
i B VRGN 7r 0 5) H AT LT 0 e fi B8 77 B 73l X 7 2B R B 0 IR AT T BB 7T, X o2
BT H 1

SE 3k

BRI, ¥R, BN, BOOR, X5(2014). B SRS BEEAT AR ——HNEE SR ENER. 4
HRELHE, 30(2), 185-192.

FRGENE, VLJGIR, ANE(2009). 77 H AR R A0 3R 0 BB R W Ph ey SRR, O BESE R, 41(3), 259-266.

ZERPH(2012). R H FHEXCHIBAAC AL, TS, B PR R

BT, skepEoh, WIS, AT, Z5SCR, SR, EEGT(2013). SR k5 BN O Rk S R U EURS: — 5 ERP W
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