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     The first article reviewed focused on the continuing controversy which surrounds the effect of video games on aggressive or hostile thoughts and behaviors.  Specifically, Tamborini, Eastin, Skalski, Lachlan, et al. (2004) examined how participation in varying degrees of violent video games impacted individual’s experience of telepresence and hostility.  In this research, telepresence refers to the subjective experience of one being present within the game’s situation rather than their actual surroundings.  In other words, telepresence refers to the game’s ability to engage the player, allowing them to feel as if they are actually part of the action.  The concept of hostility was operationalized in participant’s scores on the 29-item Buss-Perry Questionaire (BPAQ) of trait aggression.  
     Participants were assigned to one of four groups which were designed to represent varying levels of immersion into game violence.  They played violent VR games, played violent video games, watched violent video games or played a nonviolent video game.  Following each assigned activity, the previously identified measures of telepresence and hostility were employed.  The initial belief was that there would be a positive correlation between telepresence and the resulting level of hostility.  In addition, it was hypothesized that the VR environment would provide a greater level of telepresence and hostility.  Although many video games provide their players an opportunity to interact with the action of the game, they cannot block out actual environmental sounds and other cues which may limit one’s level of submersion into the game’s experience.  This is in contrast to the vividness and three dimensional experiences which the VR games allow.  
     The results of the study did not appear to prove out the initial hypotheses of the researchers.  In regards to telepresence, the expected differences between VR and traditional video games were not noted.  In fact, although not statistically significant, the traditional video games actually scored higher than the VR games in this area.  This level of telepresence did however appear to be impacted positively by the amount of previous video game use reported by the subjects. 
     In regards to the belief that violent video games would increase hostility and that the violent VR video games would demonstrate the greatest effects, the results were mixed.  Although those involved in playing and watching the violent video games did score higher in the area of hostile thoughts (than those who played the nonviolent game), there were no significant differences in this area within the three groups, including VR versus traditional violent video games and even those who simply watched the games.  This again, would appear to refute the initial belief concerning the effects of VR games on telepresence and subsequent hostility.
     Although the article did not prove its initial hypotheses, it does attempt to validate a somewhat common sense notion.  Since previous studies have demonstrated a positive correlation between the viewing of aggression and the presence of post-viewing aggression, the belief often associated with video games is that they are even more at risk of being a negative influence as they take the individual from a passive to a more active role in the aggression.  I do not believe, however, that this study’s lack of supporting data alone discounts the possibility of such a relationship.  Part of my reasoning for this belief is due to the researcher’s attempt to use a subjective term such as telepresence without apparent success in transforming it into an operational definition.  They measure it through self-report.  It would be interesting to possibly find other ways to quantify the level of submersion into the game such as perhaps the measuring of sympathetic system activation.  Similarly, measuring telepresence through different types of games, different games, and with different controls appears paramount to comparing apples and oranges.  It becomes difficult to identify differences or the lack of differences in telepresence or subsequent hostility, as being due to the type of game played.  It may instead be due to the differences between two different games and the different goals and methods and means to achieving these goals which are present.  
     I also believe that only allowing 5 minutes of play time may be limiting in one’s ability to immerse into any gaming experience.  From experience, it may take five to ten minutes to actually begin understanding a game’s features and goals.  Future research may wish to lengthen this time period.
     Finally, this study appears to be looking for a connection between telepresence and hostility.  This connection to hostility, however, is being done in attitude and thoughts only.  A clear connection to how such game participation would increase actual short-term aggressive behavior is, at best, limited to conjecture.
     This article’s research does present an interesting attempt to explore the possible relationship between the variables of telepresence and resulting hostility.  In doing so, it provides value in being a possible spring board for future research and stimulating further though on this subject.  However, I also believe it has both methodological and procedural limitation which inhibit its ability to provide measure what it purports to measure (e.g. validity) and which should be considered in future research in this area.
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