T =
=
e r—

Lukas Blinka

Psychologie médii
uvod



1l

c=Epocha primarni orality e
(viz Walter Ong. Technologizace slova: Mluvena a psana rec) STlevahanmoglzace

=Epocha pisma | o

Kdo se mu nauci, prestanou si cvicit pamét’ a tim budou zapominat, nebot spoléhajice na pismo nebudou se rozpominat sami od sebe
zevnitr, nybrZ jen zjevné, podle cizich znak(; nasel jsi tedy prostiedek k upamatovani, ale nikoli pro pamét. Poskytujes svym Zakim

jen zdani moudrosti, ale nikoli moudrost pravou.... (Platon / Sékratés, dialog Faidros)

c+Epocha typografie

«=Epocha elektronické komunikace




Jednotlivé ,komunikacni epochy” jsou charakteristické zvysujici se
erozi dosavadnich socialnich norem, zménou mocenskych struktur
a individualizaci (tj. snizovani vlivu socialnich vazeb, snizovani
Jvyjednavani o ,identité“, naopak zvysovani psychologizace,
iIntrospekce, osameéni apod.). Média zasadne ovlivauji jak vnimame

a Interpretujeme realitu
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Silné a negativni UCinky

&\ pozornosti od 20. let 20. stoleti s rozvojem rozhlasového a kinematografie, pozdé€ji i televize apod.
=Prvotnim impulzem byla propaganda za 1. svétové valky. Vymyvani mozk(? Mohou média ménit
hodnoty, postoje a chovani lidi?
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WOUNDED AND A PRISONER
QUR SOLDIER CRIES FOR WATER.

THE GERMAN "SISTER"

POURS ITON THE GROUND BEFORE HIS EYES.
THERE IS NO WOMAN IN BRITAIN

WHO WOULD DO IT. " * N IVI U I\I
THERE 1S NO WOMAN IN BRITAIN ““REMEMBER, | S
WHO WILL FORGET |'|"7_7 E ;I:;_y Immcesﬁlgmaa"l#iﬂﬁhm id ONLY THE NAVY CAN STOP THIS F S S
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=Medialni panika jako hybna sila — tyka se vzdy 1. nového media, které ziskava dominanci a 2. déeti

Romantické a ,erotické” scény s détmi nehnuly ale u teenagerl sex scenes blew the sixteen-year-olds
off the graphs. Dotaznikova ¢ast u rodi¢l a ucitelll — na mladé plsobi filmy jednoznaéné Skodlivé, jejich

chovani je negativné ovlivhéno
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40. az 60. léta 20. stoleti

=Werthamovy studie — 50. |éta, obsahova analyza komiksll a snaha vysvétlit Grazy déti jejich napodobovanim
komiksovych hrdin(
cFrankfurtska Skola, T. Adorno — marxisticka kritika ,nizké" kultury

‘~Televize — serializace, reklama, parasocialni vztahy

=Behaviorismus a experimenty. Albert Bandura Neprimé posileni / teorie socialniho uceni (viz bobo doll experiment)
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Novinky.cz

Hlavni strénka » Interneta PC » Hry a herni systémy Podrubriky: Hardware Software Testy Hry a herni systémy Mobil
Bezpecnost

Dehydrovani mladi Citiané umiraji u poéitaéovych her p PHILIP

Cinsky parlament razantné vystoupil proti mlad§m hraé¢am, kterjm jesté nebylo osmnéct let. Podle sami sebe a nade det
O roDum E
nové iniciativy by vlida méla vydat natizeni spolu s technologii, ktera by témto lidem zabranila hrat I M B A R D 0

déle nez pét hodin v kuse. Snaha se odviji od rostouciho poétu tmrti jesté nedospélych hraca.

manfred Odpojeny muz

: Jak technologie pripravuje muze
Spitzer 3stuia co s tim

-4 Hra World of Warcraft je velmi

digitalni
demence

Domaci Zahrani¢i Krimi Kraje Ekonomika Kultura Finance

Zabava déti v lockdownu? Pocitacove hry. Zavisli
uz plni ordinace

@ 7. brezna 2021 0O v & Q

Vice volného ¢asu, nepravidelny dennf rezim. Situace, kdy se déti uéfi online, nahrava vzniku
zavislosti na pocitatovych hrach, ale také na modernich technologiich obecné. Na adiktologické
kliniky se proto nyni obraci az o &tyficet procent vice lidi s timto problémem, vé&tdinou rodi¢d,
kteff si se svymi ratolestmi uz nevéd( rady.

Nechci ted vyvolat hlasovani o
neduvére vladé, fika Rakusan. Az
pandemie pomine
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Média maji minimalni ucinek

«Po utichnuti medialni paniky zpravidla pocit zasadniho vlivu média mizi

:Jak se dané médium stava béznym napfi¢ populaci, stivame se vUci jeho vlivu ,slepi*
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Much ado about nothing: The misestimation and overinterpretation
of violent video game effects in Eastern and Western nations:
Comment on Anderson et al. (2010).

© Request Permissions

Ferguson, C. J., & Kilburn, J. (2010). Much ado about nothing: The misestimation and
overinterpretation of violent video game effects in Eastern and Western nations: Comment on
Anderson et al. (2010). Psychological Bulletin, 136(2), 174-178. https://doi.org/10.1037/a0018566

The issue of violent video game influences on youth violence and aggression remains intensely
debated in the scholarly literature and among the general public. Several recent meta-analyses,
examining outcome measures most closely related to serious aggressive acts, found little evidence
for a relationship between violent video games and aggression or violence. In a new meta-analysis,
C. A. Anderson et al. (2010) questioned these findings. However, their analysis has several
methodological issues that limit the interpretability of their results. In their analysis, C. A. Anderson
et al. included many studies that do not relate well to serious aggression, an apparently biased
sample of unpublished studies, and a “best practices” analysis that appears unreliable and does not
consider the impact of unstandardized aggression measures on the inflation of effect size estimates.
They also focused on bivariate correlations rather than better controlled estimates of effects.
Despite a number of methodological flaws that all appear likely to inflate effect size estimates, the
final estimate of r = .15 is sfill indicative of only weak effects. Contrasts between the claims of C. A.
Anderson et al. (2010) and real-world data on youth violence are discussed. (APA Psycinfo
Database Record (c) 2016 APA, all rights reserved)
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PSYCHOLOGICAL SCIENCE

Perspectives on Psychological Science

Do Angry Birds Make for Angry Children? 555"
Reprinis and permissions:

A Meta-AnaIYSis Of Video Game Inﬂuences sagepub.com/journalsPermissions.nav

DOI: 10.1177/1745691615592234

on Children’s and Adolescents’ Aggression, S
Mental Health, Prosocial Behavior, and
Academic Performance

Christopher J. Ferguson

Stetson Universily

Abstract

The issue of whether video games—violent or nonviolent—"harm” children and adolescents continues to be hotly
contested in the scientific community, among politicians, and in the general public. To date, researchers have focused
on college student samples in most studies on video games, often with poorly standardized outcome measures. To
answer questions about harm to minors, these studies are arguably not very illuminating. In the current analysis, |
sought to address this gap by focusing on studies of video game influences on child and adolescent samples. The
effects of overall video game use and exposure to violent video games specifically were considered, although this
[was not an analysis of ﬁathological game use. Overall, results from 101 studies suggest that video game intfluences
0

n increased aggression (r = .00), reduced prosocial behavior (r = .04), reduced academic performance (r = —.01),
lepressive symptoms (r = .04), and attention deficit symptoms (r = .03) are minimal. Issues related to researchers’
degrees of freedom and citation bias also continue to be common problems for the field. Publication bias remains
a problem for studies of aggression. Recommendations are given on how research may be improved and how the
psychological community should address video games from a public health perspective.
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hitps://doi.org/10.1038/541562-018-0506-1

The association between adolescent well-being
and digital technology use

Amy Orben™™ and Andrew K. Przybylski®2

The widespread use of digital technologies by young people has spurred speculation that their regular use negatively impacts
psychological well-being. Current empirical evidence supporting this idea Is largely based on secondary analyses of large-scale
social datasets. Though these datasets provide a valuable resource for highly powered investigations, thelr many variables
and observations are often explored with an analytical flexibility that marks small effects as statistically significant, thereby
leading to potential false positives and conflicting results. Here we address these methodological challenges by applying speci-
fication curve analysis (SCA) across three large-scale soclal datasets (total n=355,358) to rigorously examine correlational
fevidence for the e’lieIEs of digltal technology on adolescents. The assoclation we find between slgl"fal technology use and ado-)

lescent well-being Is negative but small, explaining at most 0.4% of the varlation In well-being. Taking the broader context of

the data Into account suggests that these effects are too small to warrant policy change.

influence on how humans develop, socialize and thrive is a

compelling one'. As the time spent by young people online has
doubled in the past decade’, the debate about whether this shift neg-
atively impacts children and adolescents is becoming increasingly
heated®. A number of professional and governmental organizations
have therefore called for more research into digital screen-time®,
which has led to household panel surveys™ and large-scale social
datasets adding measures of digital technology use to those already
assessing psychological well-being®. Unfortunately, findings derived
from the cross-sectional analysis of these datasets are conflicting;
in some cases negative associations between digital technology use
and well-being are found™', often receiving much attention even
when correlations are small. Yet other results are mixed'' or contest
previously discovered negative effects when re-analysing identical
data". One high-quality, pre-registered analysis of UK adolescents
found that moderate digital engagement does not correlate with
well-being, but very high levels of usage possibly have small nega-
tive associations'*",

The idea that digital devices and the Internet have an enduring

The second possible explanation for conflicting patterns of effects
found in large-scale datasets is rooted in the scale of the data anal-
ysed. Compared to the laboratory- and community-based samples
typical of behavioural research (mostly <1,000)", large-scale social
datasets feature high numbers of participant observations (ranging
from 5,000 to 5,000,000)" This means that very small co-varia-
tions (for example, r< 0.01) between self-report items will result in
compelling evidence for rejecting the null hypothesis at alpha-levels
typically interpreted as statistically significant by behavioural sci-
entists (that is, P< 0.05). Thirdly, it is important to note that most
datasets are cross-sectional and therefore provide only correla-
tional evidence, making it difficult to pinpoint causes and effects.
Thus, large-scale datasets are simultaneously attractive and prob-
lematic for researchers, peer reviewers and the public. They are a
resource for testing behavioural theories at scale but are, at the same
time, inherently susceptive to false positives and significant but
minute effects using the alpha-levels traditionally employed in
behavioural science.

Given that digital technology’s impact on child well-being is a

Table 3 | Comparison specification results

Comparison specifications ¥RBS MTF MCs
Negative Binge-drinking x 295 x810 x1.02
Factors Marijuana x2.70 x10.09 x1.14
Bullying »x4.33 - wd 92
Getting into fights % 3.65 x15.58 -
Cigarettes - x18.47 -
Being arrested - - x0.96
Neutral Perceived weight »%1.02 - -
Factors Potatoes =x0.86 - -
Asthma =%1.34 = =
Milk x0.28" - -
Going to movies - x11.51* -
Religion - x16.29° -
Music - x32.68 -
Homework - w3.57" -
Cycling - - x1.88*
Height - - x%1.53*
Glaszes - - x1.45
Handedness - - =010
Positive Fruit =x0m =549 x1.32*
Factors Wegetables x0.27 x20.63" x1.52*
Sleep »3.06" w44 23 »1.65"
Breakfast ®237™ 30.55* x3.32*

The table shows the size of the affect of comparison varlables on adolescent wall-belng when
comparad o the size of tha effect of technology use (measured using the mean of technology
usa questions) on adokescent well-being. The values Indicate how many times larger the effects
of the comparison vartables are In comparison to technology use when axamining the Youth Ris|
and Behavlour Survey (YRBS), Monttoring the Future (MTF) and Millennlum Cohort Study (WIC!
datasats. * Denotes when the effect of the comparison varliable on well-being Is positive, and
therefore in the opposite direction to the effect of technology use. Mote: For the YRES the averaj
effact linking tachnology to well-being was g= —0.04% for the MTF the average sffect linking
technology to well-being was §=—0006& for tha MCS the average effect linking technology to
well-belng was §=—00042. Pleasa note that these figures may ba diffarent from those found In
Tabla 2, because the mean of technology use measuras was used In these analyses.
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Smisené ucinky

For some children under some conditions some television is

harmful.

For other children under the same conditions or for the same

children under other conditions it may be beneficial.

For most children under most conditions, most television is

probably neither particularly harmful nor particularly beneficial.

| Television
‘in the Lives of Our
Children

| Wilbur Schramm
J'Jack Lyle
h and Edwin B. Parker

N ———————




what kinds of communication on what kinds of issues, brought to
the attention of what kinds of people under what kinds of

conditions have what kinds of effects?

Communication as a Discipline

Views from Europe

Communication Research Paradigms

Five Challenges for the Future of Media-Effects Research

PATTI M. VALKENBURG
JOCHEN PETER!
Amsterdam School of Communication Research

The past several decades have witnessed thousands of studies into the effects of media
on children and adults. The effects sizes that are found in these studies are typically
small to moderate, at best. In this article, we first compare the effect sizes found in
media-effects research to those found in other social and behavioral sciences, and
demonstrate that small effect sizes are just as common in these other disciplines. Then,
we discuss why, in contradiction to these other disciplines, small media effects often
lead to opposing, or even polarized views among communication scholars. Finally, we
present five challenges for future media-effects research that may increase the
explanatory power of current media-effects models: 1) improved media exposure
measures; 2) more programmatic research on conditional media effects; 3) more
targeted, cumulative theory testing; 4) a broader recognition of transactional media
effects; and 5) a reconsideration of the media-effects paradigm in the context of new
media.
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1996 — vychazi Journal od Media Psychology

1999 — vychazi Media Psychology @
2003 — vychazi prvni ucebnice (David Giles), revize 2010 ( |

=Védecké studium lidského chovani a kognitivnich a emocnich procest v kontextu

pouzivani médii (konzumace a tvorby)

=Zkoumani vztahu mezi lidmi a medialnim prostredim a to optikou psychologie

1987 — APA zaklada Divizi 46

— Psychologie

Cberpsychology, 4 médii
MEDIA___ s COMPUTERS IN Behavior, and
Media Psychology PSYCHOLOGY Soaal Networking

T pashledii
priyer oo et

MBEL HOALT,
ROE LEWES

HOGREFE |/



Prekazky

=Verejny zajem a tlak — stale silna (ale faleSna) dichotomie dobre vs Spatné. Vétsi podpora vyzkumu
negativnich vlivQ

zInterdisciplinarita — fada poznatk( vznikala a byla komunikovana rozpojené

=Teoretické vakuum — oddélené obory (metodologicky, teoreticky, i fyzicky) vede k neznalosti, ze s jedné
véci vénuije i nékdo jiny a tedy i pfehlizeni uz zjisténych poznatku.

«=Oborové rozpory — silnéjSi metodologicka a statisticka tradice obCas vede k preziravemu postoji u
psychologt vicéi medialistim, nutnost redukce Siroky medialni material na jednoduché stimuly zase k
pfeziravosti u medialistu

=Jak to bude vypadat dal? Na které katedre by mél tento obor byt? Nauci se psychologové vice pocitat s
medii? Nebo medialisti vic zakomponuji psychologii? Nebo bude silnéjSi mezioborova/mezikatederni
spoluprace? MUNI

FSS
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Model zvySené nac

VA" 4

uéinkiim

Proposition 2

Y

Response states:

cognitive,
emotional,
excitative

hylnosti k medialnim

Media
effects

Proposition 1
Dispositional Proposition 3:
Role 1(predictors) Media
Developmental || use
Social Proposition 3:
R 4

Proposition 1: Media effects depend on three types of differential susceptibility vanables.

Proposition 2: Three media response states mediate the relationship between media use and effects.
Proposition 3: The differential susceptibility variables have two roles; they act as predictors and moderators.

Proposition 4: Media effects are transactional.

Valkenburg, P. M., & Peter, J. (2013). The differential susceptibility to media effects model. Journal of communication, 63(2), 221-2
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faktory nachylnosti:
osobnostni
vyvojove

socialni

—>»| pouziti média [€——————1 efekt média

).

Selektivita ve vybéru média - vybér je ovlivnén osobnimi, vyvojovymi a
socialnimi faktory

Stejné tri skupiny faktord urcuji nachylnost jedince vici Uc¢ink@im médii
Transakcni vztah mezi pouzit média a ucCinkem

Vztah mezi pouzitim média a ucCinkem neni primy, ale mediovany skrze
fyziologické, emocni a kognitivni reakce jedince
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