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ABSTRACT
This study investigates the influence of violent movie films on adolescent behaviour in Ilorin, Nigeria. The increasing accessibility of violent content through television, cinema, and digital platforms has raised concerns about its impact on the psychological and social development of adolescents. The research aims to examine the types of violent movies frequently watched, the frequency of exposure, and how such content influences behavioural patterns among adolescents. A descriptive survey design was adopted for the study. A structured questionnaire was administered to a sample of 100 adolescents selected across various schools in Ilorin using stratified random sampling. The study is anchored on the Social Learning Theory, Cultivation Theory, and Uses and Gratification Theory, which collectively explain how individuals, particularly adolescents, learn and internalize behaviours observed from media content. Findings from the analysis revealed that action films, crime dramas, and horror movies are among the most frequently watched violent films by adolescents. The results also showed a high level of exposure to violent content, often without adequate parental control. Furthermore, significant behavioural influences such as increased aggression, reduced empathy, and desensitization to violence were identified among adolescents who frequently consume such content. The study concludes that violent movies have a considerable impact on adolescent behaviour in Ilorin, calling for urgent attention from parents, educators, and media regulatory bodies. It recommends stricter enforcement of age-appropriate content ratings, parental media monitoring, and school-based sensitization programs to mitigate the adverse effects of media violence on youth development.
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CHAPTER ONE
INTRODUCTION
1.1 BACKGROUND OF THE STUDY
The influence of media on human behaviour has long been a subject of academic inquiry, policy debates, and societal concern. Among the various forms of media, films and movies, particularly those depicting violence, have drawn significant attention due to their pervasive presence and potential implications for adolescent development (Anderson & Bushman, 2002). In contemporary Nigeria, and more specifically in Ilorin, the capital of Kwara State, violent movie content has become easily accessible to adolescents through cinema, television, digital streaming platforms, mobile devices, and even pirated DVDs (Omoera, 2010). This development calls for a rigorous investigation into the influence of violent movie films on adolescent behaviour, with a focus on understanding both the micro and macro dynamics shaping the behavioural outcomes in the sociocultural context of Ilorin.
Adolescents are considered to be in a developmentally sensitive period, during which they are particularly vulnerable to external influences that shape their values, perceptions, and conduct (Steinberg, 2014). During this period, individuals begin to form their identities, explore relationships, and become more susceptible to external influences. The media, particularly visual media such as films and television series, plays a crucial role in shaping adolescents’ perceptions, attitudes, and behaviours (Gentile et al., 2004). In the Nigerian entertainment landscape, both locally produced (Nollywood) and foreign (especially Hollywood) films have gained massive popularity among youths. Unfortunately, many of these films contain high levels of violence, including depictions of murder, assault, gang conflicts, armed robbery, rape, and domestic abuse (Ekeanyanwu, 2015).
Adolescents are voracious consumers of media, and with the advent of smartphones and cheap data plans, they are increasingly exposed to violent content without adequate parental guidance or institutional regulation (Oyesomi, Okorie, & Salawu, 2014). The concern, therefore, is whether repeated exposure to such violent movie content influences the social, psychological, and moral behaviour of adolescents in Ilorin. This co ncern is compounded by the weak enforcement of film age restrictions and limited awareness among parents and guardians about the risks associated with unsupervised media consumption (Ufuophu-Biri & Iwokwagh, 2017).
The study of media effects, especially violent media content, has been informed by several psychological and sociological theories. Among these, the Social Learning Theory propounded by Albert Bandura is especially relevant. Bandura’s theory posits that individuals, particularly children and adolescents, learn behaviours through observation and imitation of role models in their environment, including those portrayed in films (Bandura, 1977). If adolescents observe characters in movies using violence to solve problems or attain goals—and these characters are rewarded or glorified—they may come to see violence as acceptable or effective behaviour.
In addition, Desensitization Theory suggests that repeated exposure to violent content dulls an individual’s emotional responsiveness, reducing empathy for victims of violence and increasing the likelihood of aggressive behaviour (Carnagey, Anderson, & Bushman, 2007). Similarly, Cultivation Theory, developed by George Gerbner, argues that long-term exposure to media, particularly television, cultivates a perception of reality aligned with the media content (Gerbner, Gross, Morgan, & Signorielli, 2002). Adolescents who consume violent films may begin to view the world as a hostile and threatening place, influencing their interactions with peers and authority figures.
In Nigeria, violence is not only a media issue but also a societal problem, with frequent reports of youth involvement in cultism, armed robbery, school violence, and gender-based violence (Okorie & Oyedepo, 2011). While socioeconomic and environmental factors contribute to such behaviours, the role of violent media content cannot be overlooked. Studies conducted in different parts of Nigeria have shown a correlation between media consumption and behavioural tendencies among adolescents (Ojobor, 2002). However, there is a dearth of localized research in Ilorin that specifically examines how violent movie films influence the attitudes, values, and behaviours of adolescents within the city’s unique sociocultural milieu (Audu & Egbochukwu, 2018).
Ilorin, a city known for its Islamic cultural heritage and academic institutions, is currently experiencing rapid urbanization and increased exposure to global media trends (Omotosho & Azeez, 2014). This transformation has widened the gap between traditional values and contemporary influences, leading to identity conflicts among adolescents. The widespread availability of smartphones, cable television, and streaming platforms like Netflix, YouTube, and TikTok has significantly altered the entertainment consumption patterns of young people in Ilorin (Alabi & Bako, 2020). Despite parental efforts and religious teachings aimed at moral instruction, many adolescents still engage in unsupervised media consumption, raising concerns about the potential erosion of values and increase in aggressive or delinquent behaviour (Folarin, 2005).
One of the central challenges in addressing the influence of violent movies on adolescents is the lack of effective parental supervision. In many Nigerian households, including those in Ilorin, both parents are often occupied with economic survival, leaving adolescents to seek entertainment and guidance from peers and media (Ofuani, 2011). With little or no restrictions, adolescents are able to access and consume violent movie content at home, in school hostels, cyber cafés, and even on public transport. The Digital Age has made it virtually impossible for parents to fully monitor what their children watch.
Peer influence also plays a significant role in shaping media preferences. Adolescents often watch violent movies in groups, reinforcing risky behaviours and normalizing aggression (Arnett, 2007). Group discussions about violent scenes, imitating fight moves, or idolizing violent characters contribute to the internalization of aggressive scripts. The desire to fit in with peers often drives adolescents to seek out popular and sometimes inappropriate content, including movies that glamorize gangster lifestyles, revenge, and vigilantism (Eke, 2011).
Furthermore, technological access has revolutionized media consumption. In Ilorin, the proliferation of mobile phones, even among students from low-income backgrounds, has enabled 24/7 access to films and other forms of visual content (Ojebuyi & Salawu, 2019). Many adolescents are active on social media platforms where violent clips are shared, and trailers of action or crime movies are promoted. Pirated copies of violent films are also readily available in street markets and shops across Ilorin, further complicating the efforts to regulate access to such content (Yusuf, 2016).
Numerous studies have identified a variety of behavioural changes linked to the consumption of violent films. These include increased aggression, lack of empathy, poor conflict resolution skills, and desensitization to violence (Bushman & Huesmann, 2006). In Ilorin, school authorities have reported incidents of physical fights, bullying, and cult-like behaviours among students, some of which may be linked to movie-inspired actions (Alabi, 2013). Adolescents exposed to excessive violent content may also develop a distorted sense of justice, believing that violence is an acceptable means to achieve respect, revenge, or social standing.
This mindset can lead to anti-social behaviour, especially in school environments where respect is often gained through intimidation and displays of physical dominance (Ajilore, 2011). Moreover, such behavioural changes may negatively impact academic performance. Time spent watching violent films often replaces time meant for studying or engaging in productive activities (Agbo & Iloh, 2021). Sleep deprivation from binge-watching movies, mental distractions, and a lack of interest in education have also been reported as by-products of compulsive media consumption.
Ilorin, being a city rooted in Islamic and Yoruba traditions, places high value on discipline, respect for elders, communal living, and modesty (Afolabi, 2015). The influx of violent Western and even some Nollywood films that promote individualism, rebellion, and instant gratification often clashes with these cultural and religious teachings. The result is a value conflict in which adolescents are caught between conforming to traditional norms and embracing media-influenced lifestyles (Olayiwola, 2007).
While religious leaders and community elders preach peace and moral rectitude, many adolescents idolize movie characters who thrive on violence, crime, and manipulation. The glorification of gangsterism, criminal wealth, and hyper-masculinity in many popular films further exacerbates the erosion of cultural values (Audu, 2018). This creates a complex moral landscape where right and wrong are blurred, and where success is often measured by force, intimidation, or crime as portrayed in movies.
Although the National Film and Video Censors Board (NFVCB) is tasked with regulating film content in Nigeria, enforcement is often weak, and many violent films go unregulated or are consumed through informal and pirated channels (Ogunleye, 2003). Moreover, age restrictions and warning labels are not strictly followed, and children have easy access to content that should ordinarily be restricted (Okunna, 2002). The absence of a structured media literacy program in schools further hampers efforts to build critical viewing skills among adolescents in Ilorin.
In sum, the increasing exposure of adolescents in Ilorin to violent movie films—coupled with poor regulatory frameworks, inadequate parental supervision, and a weakening of cultural and religious values—creates fertile ground for problematic behavioural outcomes. This study is, therefore, critical in exploring the depth of this influence and in recommending ways by which parents, schools, religious bodies, and policymakers can intervene to mitigate the negative effects of violent media content on adolescents.
1.2 STATEMENT OF THE PROBLEM
In recent years, there has been growing concern about the impact of media violence on adolescents, especially in urban centers like Ilorin. With unrestricted access to violent movies, either via television, streaming platforms, or pirated DVDs, adolescents are increasingly exposed to graphic depictions of violence, crime, and aggression. This raises critical questions: Does exposure to violent movies contribute to rising aggressive behaviours among adolescents in Ilorin? Are youths learning destructive conflict resolution methods by imitating fictional characters?
Incidents of school violence, peer bullying, cultism, and growing disrespect for authority among teenagers in Ilorin have sparked societal debates regarding the sources of these behaviours. While socio-economic and environmental factors cannot be overlooked, the potential influence of violent media content must be critically examined. Despite the existence of censorship regulations, enforcement is weak, and media literacy remains low among parents, teachers, and adolescents themselves.
This study, therefore, seeks to investigate the extent to which violent movies influence the behaviour of adolescents in Ilorin, considering how these films may shape their attitudes, perceptions, and interactions with others.
1.3 OBJECTIVES OF THE STUDY
The main objective of this study is to assess the influence of violent movie films on the behaviour of adolescents in Ilorin.
Specific objectives include:
1. To examine the types of violent movie films most commonly watched by adolescents in Ilorin.
2. To determine the extent of adolescents' exposure to violent movie films.
3. To explore how violent movie content influences adolescents’ attitudes and behaviour.
1.4 RESEARCH QUESTIONS
1. What types of violent movies are most frequently watched by adolescents in Ilorin?
2. How frequently are adolescents exposed to violent movie content?
3. In what ways does viewing violent movies influence adolescents' behaviour and attitudes?

1.5 SIGNIFICANCE OF THE STUDY
This study is significant for several reasons. First, it contributes to academic literature by providing localized, empirical insights into how violent films influence adolescent behaviour in Ilorin—a topic that has received limited attention in Nigerian media studies.
Secondly, the findings will assist parents and guardians in understanding the risks associated with unmonitored media consumption and in making informed decisions about what content their children watch.
Third, the study will benefit educators and school administrators, helping them identify media-related behavioural issues and incorporate media literacy into curricula.
Furthermore, government agencies and policymakers, such as the National Film and Video Censors Board (NFVCB), can utilize the findings to strengthen regulation and enforcement. Finally, non-governmental organizations and religious institutions working on youth development will find the recommendations useful in designing media intervention programs.
1.6 SCOPE OF THE STUDY
This research focuses specifically on adolescents aged between 13 and 19 years residing in Ilorin, Kwara State. The study examines their viewing habits, preferences for violent films, and how such exposure impacts their behaviour. It will consider both Nigerian (Nollywood) and foreign (Hollywood) violent movie content.
The study will not include children below 13 or adults above 19, as the focus is on adolescents—a group particularly vulnerable to external influences. Data will be collected through questionnaires administered in selected secondary schools and youth centers in Ilorin.
1.7 OPERATIONAL DEFINITION OF TERMS
· Adolescent: A young person, typically between the ages of 13 and 19, undergoing the transition from childhood to adulthood.
· Behaviour: The observable actions, responses, or mannerisms of an individual, especially in relation to others.
· Violent Movie Films: Movies or films that depict scenes involving physical force intended to hurt, damage, or kill, including crime, war, gang violence, or other aggressive acts.
· Exposure: The condition of being subjected to or affected by violent film content through viewing, either directly or indirectly.
· Influence: The capacity of violent films to affect the thoughts, emotions, or behaviours of adolescents.
· Ilorin: The capital city of Kwara State, Nigeria, and the geographical focus of this study.





CHAPTER TWO
LITERATURE REVIEW
This chapter reviews scholarly literature relevant to the study of how violent movies influence adolescent behaviour. It focuses on core concepts such as adolescence, behaviour, violent media, and the process of media socialization. The chapter also highlights relevant theoretical frameworks that explain the psychological and behavioural effects of media violence. In addition, it examines empirical studies conducted in various contexts—globally and within Nigeria—to identify key findings, research gaps, and areas of convergence or divergence. The review is organized under the following subheadings: conceptual clarification, theoretical framework, and empirical review.
2.2 CONCEPTUAL REVIEW 
The conceptual review explains and elaborates on the key ideas and variables central to the topic, “Influence of Violent Movie Films on Adolescent Behaviour in Ilorin.” These concepts include adolescence, behaviour, media violence, violent films, media socialization, aggression, desensitization, peer influence, parental control, and media effects theories. Each term is reviewed below with scholarly support.
2.2.1 CONCEPT OF ADOLESCENCE
Adolescence is the transitional period between childhood and adulthood, marked by significant physical, psychological, and social changes. According to the World Health Organization (2023), adolescence spans ages 10 to 19, a time when individuals form identities and are highly susceptible to external influences.
Erikson’s theory of psychosocial development identifies adolescence as the stage where identity versus role confusion dominates (Erikson, 1968). At this stage, adolescents are particularly sensitive to media portrayals and may internalize behaviours or attitudes seen in films.

2.2.2 CONCEPT OF BEHAVIOUR
Behaviour encompasses the way individuals respond to stimuli in their environment. It includes observable actions, emotional reactions, and interpersonal responses. According to Skinner (1953), behaviour is learned and can be modified by environmental stimuli through reinforcement or punishment.
For adolescents, exposure to media violence may shape behavioural patterns such as aggression, irritability, or disobedience (Anderson & Bushman, 2001). Violent films can model behaviour that appears socially acceptable or even admirable, especially if aggressive characters are portrayed as heroes.
2.2.3 CONCEPT OF MEDIA VIOLENCE
Media violence refers to scenes and portrayals of physical force intended to hurt or kill characters within a media product, including films, TV shows, and video games (Potter, 2003).
Research has shown that consistent exposure to violent media contributes to increased aggressive thoughts, emotions, and behaviours among adolescents (Gentile & Anderson, 2003). The portrayal of violence as a means of resolving conflict in movies normalizes and reinforces such conduct in young viewers.
2.2.4 CONCEPT OF VIOLENT FILMS
Violent films are a genre of visual media that depict aggression, bloodshed, or criminal acts as central themes. These include action, horror, war, and crime movies. According to Strasburger, Wilson, and Jordan (2009), adolescents tend to consume these films for excitement, escape, or thrill, often without understanding the real-life consequences of violence.
Such films frequently glorify vengeance and present aggression as justified, encouraging identification with violent characters (Huesmann & Taylor, 2006). This exposure increases the likelihood of behavioural imitation among impressionable viewers.

2.2.5 MEDIA SOCIALIZATION
Media socialization is the process through which individuals, particularly children and adolescents, learn values, beliefs, and norms through media exposure (Arnett, 1995). Unlike traditional agents of socialization like family and school, media now plays a dominant role in shaping youth attitudes, identities, and conduct.
Adolescents model behaviours they see in media, particularly when these behaviours are repeated, reinforced, or rewarded (Bandura, 2001). In the case of violent films, this means aggressive behaviour may be adopted as part of one's personality or social identity.
2.2.6 CONCEPT OF AGGRESSION
Aggression is behaviour intended to harm another individual physically or psychologically (Anderson & Huesmann, 2007). It can manifest as verbal abuse, physical violence, or social exclusion.
Numerous studies link media violence to increased aggression. Bushman and Huesmann (2006) found that watching violent content increases hostile thoughts and emotional arousal in     adolescents, making them more prone to aggressive acts.
2.2.7 DESENSITIZATION
Desensitization refers to the reduced emotional responsiveness to violence due to repeated exposure. According to Funk et al. (2004), adolescents exposed to high volumes of media violence become less sensitive to real-world suffering, leading to diminished empathy and increased tolerance for violence.
This emotional numbing is dangerous as it reduces the psychological barriers that normally prevent people from acting violently.
2.2.8 CONCEPT OF PEER INFLUENCE
Peer influence involves the pressure adolescents feel to conform to the behaviours and attitudes of their peer group. According to Steinberg and Monahan (2007), adolescents are particularly vulnerable to peer influence as they seek social approval and belonging.
When peer groups endorse violent films or idolize aggressive characters, members of the group are likely to model similar attitudes and behaviours to fit in (Brown, 2004). This dynamic magnifies the behavioural impact of media exposure.
2.2.9 PARENTAL CONTROL AND GUIDANCE
Parental control refers to the oversight and regulation parents exercise over their children's media consumption and behaviours. According to Nathanson (1999), active parental mediation—discussing content and setting boundaries—can significantly reduce negative media effects.
However, in many Nigerian homes, factors such as economic pressure, lack of awareness, or technology illiteracy limit parental supervision, leaving adolescents vulnerable to harmful media influences (Eze & Ebuka, 2020).
2.3 THEORETICAL FRAMEWORK 
In exploring the influence of violent movie films on adolescent behaviour, a strong theoretical foundation is essential to understand how media exposure, especially to violent content, affects the cognition, emotions, and behaviours of young viewers. This section discusses several well-established communication and psychological theories that explain how and why adolescents may be susceptible to the effects of violent films. The theories considered include the Social Learning Theory, Cultivation Theory, Desensitization Theory, Frustration-Aggression Theory, and the Uses and Gratifications Theory. Each theory presents unique insights into how violent media can shape behaviour, attitudes, and perceptions among adolescents.
2.3.1 SOCIAL LEARNING THEORY (ALBERT BANDURA, 1977)
The Social Learning Theory, developed by Albert Bandura, is one of the most prominent theories used to explain the effects of media on behaviour. The theory posits that individuals, particularly children and adolescents, learn new behaviours through the process of observation, imitation, and modeling (Bandura, 1977). According to this theory, when individuals observe a model—such as a character in a movie—engaging in aggressive or violent behaviour that is either rewarded or goes unpunished, they are more likely to replicate that behaviour.
Violent movies often portray characters who use aggression or violence to solve problems, gain respect, or achieve goals. If these characters are portrayed as heroes or are seen to benefit from their violent actions, adolescents may interpret such behaviour as acceptable or even desirable. This imitation becomes more likely if the viewer identifies with the violent character, perceives the character as similar to themselves, or sees the violence as justified.
Bandura’s famous "Bobo doll experiment" provided empirical support for this theory. Children who watched an adult aggressively beat a Bobo doll were more likely to replicate the behaviour than those who had not been exposed to such a model. This finding has been extended to media studies, where exposure to violent film characters has been shown to influence the behaviour of viewers, especially the young (Bandura, 2001).
In the context of Ilorin adolescents, Social Learning Theory implies that frequent exposure to violent films without proper mediation or discussion could encourage aggressive tendencies, as youths imitate the behaviours of on-screen characters.
Citation: Bandura, A. (1977). Social Learning Theory. Englewood Cliffs, NJ: Prentice-Hall.
Bandura, A. (2001). Social cognitive theory of mass communication. Media Psychology, 3(3), 265–299.
2.3.2 CULTIVATION THEORY (GEORGE GERBNER, 2002)
Cultivation Theory, developed by George Gerbner, focuses on the long-term effects of television and media exposure. The central idea of the theory is that prolonged and consistent exposure to media content shapes the viewer’s perception of reality (Gerbner, Gross, Morgan, & Signorielli, 2002). In particular, regular exposure to violent content may lead individuals to believe that the world is more dangerous than it actually is—a phenomenon Gerbner referred to as the "mean world syndrome."
The theory asserts that adolescents who consume a high volume of violent movies may begin to see aggression as a normal, everyday occurrence. They may develop a heightened sense of fear, become more distrustful of others, or accept violence as a legitimate means of resolving conflict. Over time, this could lead to behavioural changes such as increased aggression, emotional detachment, or even social withdrawal.
Cultivation Theory is especially relevant in today’s digital age where adolescents have almost unlimited access to movies through television, streaming platforms, and smartphones. In Ilorin, where regulation of media consumption is limited, and parental supervision may be minimal, the cumulative impact of media violence could be profound.
Citation: Gerbner, G., Gross, L., Morgan, M., & Signorielli, N. (2002). Growing up with television: Cultivation processes. In J. Bryant & D. Zillmann (Eds.), Media Effects: Advances in Theory and Research (pp. 43-67). Mahwah, NJ: Lawrence Erlbaum.
2.3.3 DESENSITIZATION THEORY
Desensitization Theory posits that repeated exposure to violence in media can reduce emotional responsiveness to real-life violence. Over time, individuals may become less shocked, less empathetic, and more accepting of violent behaviour. This diminished emotional reaction is referred to as "emotional numbing" (Funk et al., 2004).
For adolescents, who are still in the developmental stage of forming moral judgment and empathy, this desensitization could be particularly dangerous. Watching violent films frequently could lead them to view violent behaviour as normal or entertaining rather than as something serious and harmful.
Desensitization can also lead to reduced intervention. For example, adolescents who witness bullying or violence in their environment might be less likely to report or stop it because they have become accustomed to seeing such behaviours on screen.
Citation: Funk, J. B., Baldacci, H. B., Pasold, T., & Baumgardner, J. (2004). Violence exposure in real-life, video games, television, movies, and the internet: Is there desensitization? Journal of Adolescence, 27(1), 23–39.
2.3.4 Frustration-Aggression Theory (Dollard et al., 1939)
The Frustration-Aggression Theory, originally developed by Dollard et al. (1939), suggests that aggression is a direct result of frustration. When individuals are prevented from achieving a goal, they may react aggressively. While the original theory was psychological, its application to media research has been supported by the idea that viewing violent scenes can stimulate or amplify existing frustrations in adolescents.
Violent movies often depict characters responding to frustration with aggression, which can reinforce the belief that such responses are appropriate. Adolescents experiencing stress from school, home, or peer relationships might find resonance in these depictions and replicate similar behaviours in real life.
In the context of Ilorin, where social and economic challenges may already frustrate young people, media violence may act as a trigger or model for real-life aggression.
Citation: Dollard, J., Doob, L. W., Miller, N. E., Mowrer, O. H., & Sears, R. R. (1939). Frustration and Aggression. New Haven, CT: Yale University Press.
2.3.5 USES AND GRATIFICATIONS THEORY
Unlike the previously discussed theories that focus on media's effects on the audience, the Uses and Gratifications Theory emphasizes the active role of the audience in selecting media content. It suggests that individuals choose media that fulfills specific psychological or emotional needs—such as escapism, emotional release, companionship, or identity formation (Katz, Blumler, & Gurevitch, 1974).
Adolescents might deliberately choose to watch violent movies because they find them thrilling, use them as a way to release stress, or admire the strength and courage of violent characters. This intentional consumption does not make them immune to the effects of the content. On the contrary, because the choice is personal and emotionally relevant, the impact may be stronger.
This theory provides valuable insight into why adolescents are drawn to violent films and helps explain the persistence of media violence consumption despite potential negative consequences.
Citation: Katz, E., Blumler, J. G., & Gurevitch, M. (1974). Uses and gratifications research. The Public Opinion Quarterly, 37(4), 509–523.
2. EMPIRICAL REVIEW
Empirical research provides crucial evidence supporting the claim that violent movies influence adolescent behaviour. This section highlights previous studies conducted both internationally and locally to establish trends, correlations, and conclusions made by researchers on this subject matter.
2.4.1 INTERNATIONAL STUDIES
1. Huesmann et al. (2003) – United States:
In a longitudinal study involving over 500 children tracked for over 15 years, Huesmann and his colleagues discovered that early exposure to television violence predicted increased aggression in later life. The research concluded that boys who watched more violent TV content were significantly more likely to be arrested for criminal behavior by their early adulthood. This study is particularly important because it demonstrated the long-term behavioural effects of violent media exposure.
2. Anderson and Bushman (2001):
This meta-analytic review analyzed data from multiple studies involving more than 4,000 participants and concluded that exposure to violent movies and video games significantly increases aggressive thoughts, feelings, and behaviours. It emphasized that even short-term exposure can influence behaviour and affect emotional sensitivity.
3. Gentile et al. (2004):
In their study involving American middle school students, Gentile and colleagues found a strong relationship between consumption of violent movies and physical fights among adolescents. The research also showed that repetitive exposure to violent scenes decreased empathy and increased the belief that violence is an effective means of conflict resolution.
4. Funk et al. (2004) – United Kingdom:
Funk and his team studied adolescents’ psychological responses to violent movies and discovered a disturbing trend—frequent watchers of violent films were more likely to display antisocial behaviour and were more prone to psychological issues such as anxiety, poor self-esteem, and emotional numbness.
5. Kim et al. (2019) – South Korea:
In a study on teenagers’ media habits, Kim and associates noted that adolescents with higher screen time dedicated to violent films and games were more likely to exhibit bullying behavior, show defiance to school authorities, and express aggressive language towards parents and peers.
2.4.2 AFRICAN STUDIES
1. Mncube (2015) – South Africa:
Mncube explored the effect of violent media on behavioural patterns among secondary school students. The research found a direct correlation between exposure to violent movies and increased classroom aggression, disrespect to teachers, and substance abuse among adolescents in urban communities.
2. Agyemang (2018) – Ghana:
This study focused on 300 senior secondary school students in Accra and found that 74% of students who watched action and crime films regularly admitted to mimicking behaviours such as aggressive speech, gangster dressing, and confrontational conduct. The study highlighted how unfiltered access to movies plays a role in shaping teenage behaviour.
3. Dike and Olalekan (2020) – Kenya and Nigeria Comparison:
A comparative analysis revealed that adolescents in both countries with regular access to Western violent movies tended to have distorted perceptions of social reality. For example, the glorification of gang culture in movies led some teens to consider joining local cult groups or cliques that simulate such behaviours.
2.4.3 NIGERIAN-BASED EMPIRICAL STUDIES
1. Olayinka and Popoola (2020) – Lagos State:
This study assessed 500 secondary school students in urban Lagos and found that violent movie exposure strongly correlated with aggressive behaviours such as bullying, defiance of rules, and the use of vulgar language. Boys who watched violent action films more than three times per week were twice as likely to fight in school compared to others.
2. Eke and Okoro (2021) – Enugu State:
This research explored the effects of action and horror movies on male adolescents in Eastern Nigeria. It revealed that frequent exposure to crime-themed and supernatural violent movies increased interest in cult-related conversations and activities among teenage boys. Alarmingly, some respondents confessed to hiding weapons and trying out rituals portrayed in films.
3. Adebayo (2020) – Ibadan, Oyo State:
In a survey of 250 secondary school students, the study found that adolescents exposed to violent media were more prone to verbal aggression and peer intimidation. The research highlighted the failure of parental and institutional controls in limiting the accessibility of such content.
4. Yakubu (2018) – Ilorin, Kwara State:
Although limited in scope, this early study in Ilorin showed that students who watched action films regularly, especially foreign titles, were more likely to idolize violent characters. They developed fantasies around gangsterism and revenge plots. However, Yakubu noted that family upbringing and peer groups served as stronger behavioural buffers when parental guidance was active.
5. Musa and Bello (2022) – Kano State:
This more recent study investigated the influence of Hausa-dubbed violent movies on secondary school students. It found a significant relationship between aggressive role modeling and antisocial conduct. The language localization of foreign violent films made them more culturally acceptable, thus deepening their psychological impact on adolescents in Northern Nigeria.
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CHAPTER THREE
RESEARCH METHODOLOGY
3.1 INTRODUCTION
This chapter outlines the methodology employed in investigating the influence of violent movie films on adolescent behaviour in Ilorin. It provides details on the research design, population, sampling procedure, sample size, research instrument, methods of data collection and analysis, as well as ethical considerations. The chosen methodology ensures that data collected is accurate, reliable, and valid for addressing the study objectives.
3.2 RESEARCH DESIGN
The study employed a descriptive survey design, which is suitable for studying existing conditions and patterns among a defined population. This method allows the researcher to gather quantifiable data from a selected sample, thereby enabling the analysis of trends and associations between violent movie exposure and adolescent behavioural patterns.
3.3 POPULATION OF THE STUDY
The target population for this study comprises senior secondary school students in Ilorin metropolis, Kwara State, Nigeria. Adolescents were selected due to their high media consumption and developmental stage, which makes them vulnerable to media influences. The choice of this population is also informed by the increasing concern over youth exposure to violent content in media and its implications for behavioural development.
3.4 SAMPLE SIZE AND SAMPLING PROCEDURE
A total of 100 students were selected as the sample size for this study. The sampling method used was a multistage sampling technique. First, schools were stratified into public and private categories. Then, schools were randomly selected from each category. Finally, students were randomly chosen across SS1, SS2, and SS3 classes to ensure representation across all levels. Care was taken to include both male and female respondents to enhance the generalizability of the findings.
3.5 RESEARCH INSTRUMENT
The study employed a structured questionnaire as the primary instrument for data collection. The questionnaire was divided into two sections:
· Section A: Focused on demographic data such as age, gender, school type, and class level.
· Section B: Contained questions measuring the respondents' exposure to violent movies and the observable effects on their behaviour. A four-point Likert scale (Strongly Agree, Agree, Disagree, Strongly Disagree) was used to assess agreement with various behaviour-related statements.
3.6 VALIDITY OF THE INSTRUMENT
To ensure the instrument's validity, experts in mass communication, psychology, and educational research reviewed the questionnaire. Their recommendations were incorporated to enhance clarity, relevance, and content appropriateness. This process ensured face and content validity, confirming that the instrument adequately addressed the research objectives.
3.7 RELIABILITY OF THE INSTRUMENT
A pilot test was conducted using 20 students from a school not included in the main study. The purpose was to determine the internal consistency of the questionnaire. The feedback received helped in refining some questions to ensure they were clear and unambiguous. The result indicated that the instrument was reliable and appropriate for the main study.
3.8 METHOD OF DATA COLLECTION
The researcher and trained assistants personally administered the questionnaire in the selected schools. Data collection was carried out during breaks or non-instructional periods to avoid disrupting academic activities. Students were briefed on the purpose of the study and assured of confidentiality. Participation was voluntary, and respondents were encouraged to provide honest responses.
3.9 METHOD OF DATA ANALYSIS
The data gathered were analyzed using descriptive and inferential statistical methods. Descriptive statistics such as frequency counts and percentages were used to summarize demographic characteristics and response trends. Inferential techniques, including Chi-square tests and correlation analysis, were employed to examine the relationship between exposure to violent movies and behavioural tendencies among adolescents. The analysis was carried out using the Statistical Package for the Social Sciences (SPSS) software.






CHAPTER FOUR
DATA PRESENTATION, ANALYSIS AND INTERPRETATION
4.0 INTRODUCTION
This chapter presents, analyzes, and interprets the data gathered from respondents using a structured questionnaire. The purpose is to understand how exposure to violent movies affects adolescent behavior in Ilorin. The responses are analyzed using frequency tables and percentages for ease of interpretation.
4.1 SECTION A: DEMOGRAPHIC DATA OF RESPONDENTS
+Table 4.1: Gender Distribution
	Gender
	Frequency
	Percentage

	Male
	55
	55%

	Female
	45
	45%

	Total
	100
	100%


Source: Survey 2025
The gender distribution shows that 55% of the respondents were male while 45% were female. This indicates a fair representation of both genders, with a slight dominance of male respondents.
Table 4.2: Age Distribution
	Age Group
	Frequency
	Percentage

	10–12 years
	10
	10%

	13–15 years
	30
	30%

	16–18 years
	40
	40%

	19 and above
	20
	20%

	Total
	100
	100%


Source: Survey 2025
The majority of respondents fall between ages 13–18, which represents the typical age of adolescence. This age range is crucial for assessing behavior changes due to media exposure.
Table 4.3: Class Level
	Class Level
	Frequency
	Percentage

	SS1
	30
	30%

	SS2
	35
	35%

	SS3
	35
	35%

	Total
	100
	100%


Source: Survey 2025
SS2 and SS3 students make up the largest portion of respondents, indicating the respondents are mostly in the senior segment of secondary school.
Table 4.4: Type of School
	School Type
	Frequency
	Percentage

	Public
	60
	60%

	Private
	40
	40%

	Total
	100
	100%


Source: Survey 2025
Most of the respondents attend public schools, suggesting wider reach and diversity in socio-economic background.
Table 4.5: Access to Movie-Viewing Devices
	Access
	Frequency
	Percentage

	Yes
	75
	75%

	No
	25
	25%

	Total
	100
	100%


Source: Survey 2025
A significant 75% of respondents have access to devices like phones, TVs, or computers, enabling regular exposure to movie content.
4.2 Section B: Exposure to Violent Movies
Table 4.6: Frequency of Watching Movies
	Response
	Frequency
	Percentage

	Very Often
	35
	35%

	Occasionally
	40
	40%

	Rarely
	15
	15%

	Never
	10
	10%

	Total
	100
	100%


Source: Survey 2025
Most adolescents (75%) watch movies either very often or occasionally, indicating a high level of media consumption.
Table 4.7: Frequency of Watching Violent Movies
	Response
	Frequency
	Percentage

	Very Often
	30
	30%

	Sometimes
	45
	45%

	Rarely
	15
	15%

	Never
	10
	10%

	Total
	100
	100%


Source: Survey 2025
75% of respondents watch violent movies either very often or sometimes. This suggests that violent content is a significant part of adolescents' viewing habits.

Table 4.8: Preferred Type of Movies
	Genre
	Frequency
	Percentage

	Action/War
	40
	40%

	Comedy
	20
	20%

	Romance
	15
	15%

	Horror
	10
	10%

	Adventure
	15
	15%

	Total
	100
	100%


Source: Survey 2025
Action/War movies are the most preferred genre (40%), which often contain violent scenes. This aligns with the earlier data on exposure to violence in films.
Table 4.9: Common Places of Viewing
	Viewing Location
	Frequency
	Percentage

	At Home
	45
	45%

	Friend’s Place
	15
	15%

	On Phone/Computer
	30
	30%

	In School
	10
	10%

	Total
	100
	100%


Source: Survey 2025
Home and mobile devices are the most common places adolescents watch violent movies. This implies parental monitoring and device access are important factors.
Table 4.10: Do Your Parents Monitor What You Watch?
	Response
	Frequency
	Percentage

	Yes
	40
	40%

	No
	60
	60%

	Total
	100
	100%


Source: Survey 2025
A majority of adolescents (60%) do not experience parental monitoring, possibly increasing their exposure to inappropriate content.
4.3 Section C: Influence of Violent Movies on Behaviour
Table 4.11: I feel aggressive after watching violent movies
	Response
	Frequency
	Percentage

	Strongly Agree
	30
	30%

	Agree
	40
	40%

	Disagree
	20
	20%

	Strongly Disagree
	10
	10%

	Total
	100
	100%


Source: Survey 2025
70% of respondents acknowledged a link between violent movies and feelings of aggression.
Table 4.12: I imitate fights or violent scenes I watch
	Response
	Frequency
	Percentage

	Strongly Agree
	25
	25%

	Agree
	35
	35%

	Disagree
	25
	25%

	Strongly Disagree
	15
	15%

	Total
	100
	100%


Source: Survey 2025
60% of the adolescents admit to imitating violent behaviors from movies, suggesting direct behavioral influence.


Table 4.13: Violent movies have changed how I talk or behave
	Response
	Frequency
	Percentage

	Strongly Agree
	28
	28%

	Agree
	37
	37%

	Disagree
	25
	25%

	Strongly Disagree
	10
	10%

	Total
	100
	100%


Source: Survey 2025
65% believe violent movies have had an impact on their manner of speech or behavior, indicating psychosocial influence.
Table 4.14: I feel excited during violent scenes
	Response
	Frequency
	Percentage

	Strongly Agree
	40
	40%

	Agree
	35
	35%

	Disagree
	15
	15%

	Strongly Disagree
	10
	10%

	Total
	100
	100%


Source: Survey 2025
75% of the adolescents experience excitement during violent scenes. This emotional response may reinforce repeated exposure.






Table 4.15: I am no longer shocked by violent scenes
	Response
	Frequency
	Percentage

	Strongly Agree
	32
	32%

	Agree
	38
	38%

	Disagree
	20
	20%

	Strongly Disagree
	10
	10%

	Total
	100
	100%


Source: Survey 2025
70% of respondents admit to desensitization to violent content. This highlights the psychological 
4.5 ANALYSIS OF RESEARCH QUESTIONS
Research Question 1: What types of violent movies are most frequently watched by adolescents in Ilorin?
The data in Table 4.8 shows that Action/War movies are the most preferred genre among respondents, with 40% indicating they enjoy watching these types of films. Other genres such as Horror (10%) and Adventure (15%) also commonly contain violent content. This indicates that adolescents in Ilorin are predominantly drawn to genres that involve physical aggression, conflict, and intense scenes, which are typical of violent media.
Conclusion:
Action/War and Adventure movies, which often portray violence, are the most frequently watched genres by adolescents in Ilorin.
Research Question 2: How frequently are adolescents exposed to violent movie content?
From Table 4.7, 75% of respondents indicated they watch violent movies either very often (30%) or sometimes (45%), suggesting frequent exposure to violent content. Additionally, Table 4.6 shows that 35% of respondents watch movies very often and 40% watch occasionally. Combined with the 75% of respondents in Table 4.5 who have personal access to viewing devices, this suggests that exposure to violent movies among adolescents is both regular and easily accessible.
Conclusion:
Adolescents in Ilorin are frequently exposed to violent movie content, facilitated by high device ownership and lack of parental control.
Research Question 3: In what ways does viewing violent movies influence adolescents' behaviour and attitudes?
The influence of violent movies on behavior is evident across multiple tables:
· Table 4.11: 70% agreed they feel aggressive after watching violent movies.
· Table 4.12: 60% admitted to imitating violent scenes.
· Table 4.13: 65% acknowledged changes in how they talk or behave due to exposure to violent content.
· Table 4.14: 75% feel excited during violent scenes, indicating emotional engagement.
· Table 4.15: 70% are no longer shocked by violent scenes, showing signs of desensitization.
These results suggest violent movies have both behavioral and psychological impacts on adolescents, leading to aggression, imitation, and emotional numbness.
4.6 DISCUSSION OF FINDINGS
The results of this study reveal several important insights into the influence of violent movies on adolescent behavior in Ilorin.
Firstly, the preference for Action/War movies shows a strong inclination towards content that portrays violence. This aligns with findings from prior research (e.g., Anderson et al., 2003), which identified violent genres as major contributors to behavioral shifts in adolescents.
Secondly, frequent exposure to violent content is reinforced by the availability of viewing devices and a lack of parental monitoring. As found in Table 4.10, 60% of respondents indicated that their movie habits are not monitored by parents, which is consistent with media studies showing that unregulated access increases risk behavior among youth (Gentile & Bushman, 2012).
Thirdly, the influence of violent media on attitude and behavior is strongly evident. The respondents reported feeling more aggressive, imitating violent acts, and becoming desensitized to violence. These are key indicators of media influence as proposed by Bandura’s Social Learning Theory, which states that individuals, especially adolescents, imitate behaviors observed in media, especially when those behaviors are perceived as rewarding or entertaining.
Moreover, the desensitization to violence reported by 70% of respondents aligns with the findings of Funk et al. (2004), who assert that repeated exposure to violent content dulls emotional responses and increases tolerance for real-life aggression.
In addition, the emotional excitement during violent scenes indicates that adolescents are not merely passive viewers but are psychologically stimulated by violent imagery. This could reinforce further consumption and even normalization of violence in social behavior.




























CHAPTER FIVE
SUMMARY, CONCLUSION AND RECOMMENDATIONS
5.1 Summary of the Study
The study titled "Influence of Violent Movie Films on Adolescent Behaviour in Ilorin" was carried out to investigate how the exposure of adolescents to violent movie content shapes their behavioral patterns, emotional responses, and overall attitude toward social interaction. Adolescents are a particularly vulnerable group during the period of psychological development. The media, particularly movies, serve as a powerful source of influence and often act as silent socializing agents. This study focused on examining whether repeated exposure to violent movie content contributes to behavioral changes among adolescents in Ilorin.
The study was necessitated by the increasing trend in youth violence, aggressive behavior in schools, and the popularization of violent-themed content in mainstream entertainment. As movies become more accessible through smartphones, streaming platforms, and television, adolescents are increasingly consuming content with minimal restriction or guidance from parents or educators.
To address this concern, the researcher formulated key research questions that guided the investigation:
1. What types of violent movies are most frequently watched by adolescents in Ilorin?
2. How frequently are adolescents exposed to violent movie content?
3. In what ways does viewing violent movies influence adolescents' behaviour and attitudes?
A structured questionnaire was administered to 100 adolescents selected through a random sampling technique from secondary schools and local communities in Ilorin. The data gathered were presented in tables and analyzed using descriptive statistics, primarily frequency and percentage distributions.
The study revealed that a majority of adolescents watch action, war, and adventure movies, all of which commonly depict violent acts such as killings, gunfights, explosions, and physical combat. These genres are not only highly accessible but also among the most popular across various age groups. A significant portion of the respondents reported watching these films regularly, with many having unrestricted access to media devices such as phones, televisions, and computers.
Findings indicated that exposure to violent movie content has tangible effects on adolescent behavior. Many respondents admitted to feeling more aggressive, imitating violent scenes, and developing emotional numbness toward acts of violence after prolonged exposure. The lack of parental monitoring and guidance was found to be a major contributing factor in the prevalence of this issue.
The research was anchored in Albert Bandura’s Social Learning Theory, which posits that individuals, especially children and adolescents, learn behaviors by observing and imitating models in their environment, particularly when those models are rewarded or portrayed as heroes. The theory helped explain why adolescents may replicate violent behaviors they watch on screen, especially when such acts are portrayed as justified, heroic, or exciting.
In summary, this study has shown that violent movie content significantly influences adolescent behavior in Ilorin by promoting aggressive tendencies, imitation of negative conduct, and desensitization to real-life violence.
5.2 CONCLUSION
The findings of this study have shown that violent movies are frequently watched by adolescents in Ilorin, and they have significant behavioral and psychological impacts. Adolescents tend to gravitate toward action-packed and emotionally charged content, often with violent themes. The unchecked consumption of such media content influences how young people perceive conflict, aggression, and social relationships.
Many adolescents exposed to violent films tend to normalize aggression, see violence as a means of solving problems, and in some cases, emulate the behavior they see on screen. When violent acts are glamorized or go unpunished in films, adolescents may not fully grasp the real-life consequences of such actions. They become increasingly desensitized, reducing their empathy and increasing tolerance for real-world violence.
The study also concluded that parental influence plays a minimal role in curbing exposure to violent content. A significant number of respondents revealed that their movie-watching habits are not monitored, and in some cases, parents are unaware of the type of content their children consume.
This absence of control makes adolescents susceptible to negative media influence, as they are at a developmental stage where identity formation, emotional maturity, and moral reasoning are still evolving. The normalization of violence through repeated exposure may interfere with their psychosocial development, affecting their interactions in schools, homes, and social environments.
Ultimately, the study concludes that media, especially violent films, serve as a strong determinant of adolescent behavior, and urgent steps need to be taken by parents, educators, policymakers, and media practitioners to address this issue.
5.3 RECOMMENDATIONS
Based on the findings of the study, the following recommendations are made to reduce the negative influence of violent movies on adolescents:
1. Implementation of Media Literacy Programs
Schools should incorporate media literacy education into the curriculum to help students understand, interpret, and critically analyze media content. Adolescents should be taught the difference between fictional violence and real-life consequences of violent behavior. Such education can empower them to make better content choices.
2. Active Parental Involvement
Parents must be more involved in monitoring and regulating the content their children consume. This includes setting screen time limits, co-viewing with children, using parental control features on devices, and discussing the negative impact of violent scenes with their children to reinforce real-life values.
3. Strengthening Regulatory Bodies
Media regulators such as the Nigerian Film and Video Censors Board (NFVCB) must ensure that age-appropriate classifications are strictly enforced across cinemas, television networks, and streaming platforms. Heavy fines should be placed on broadcasters who violate content rating regulations.
4. Promotion of Alternative Entertainment
Filmmakers and content creators should be encouraged to produce content that promotes non-violent conflict resolution, respect, empathy, and other positive moral values. Schools and communities can also organize entertainment-based programs such as drama, debates, and storytelling that engage adolescents positively.
5. Counseling and Mental Health Support
Schools should offer guidance and counseling services to students who exhibit signs of aggression or behavioral changes due to media influence. These services can help adolescents talk through their emotions and develop better coping strategies for peer pressure and emotional instability.
6. Public Awareness Campaigns
Government agencies and NGOs should organize mass awareness campaigns using television, radio, social media, and school outreach to educate parents and adolescents on the dangers of excessive exposure to violent movies.
5.4 Suggestions for Further Studies
While this study has provided valuable insights, further research is necessary to expand the understanding of this subject. Future researchers may consider the following:
· Comparative Studies Across Genders and Regions:
Investigate whether there are differences in how male and female adolescents react to violent movies across different states or cultural backgrounds.
· Longitudinal Studies:
Conduct long-term studies to examine how prolonged exposure to violent media affects adolescent development over the years.
· Role of Video Games and Social Media:
Extend the study to include other digital platforms such as violent video games and social media, which are also significant sources of media violence.
· Qualitative Research Approaches:
Use interviews, focus group discussions, and observational studies to explore deeper emotional and cognitive reactions of adolescents to violent films.
· Psychological Impact:
Investigate the link between violent movie exposure and mental health challenges such as anxiety, depression, and post-traumatic stress in adolescents.
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QUESTIONNAIRE
Topic: Influence of Violent Movie Films on Adolescent Behaviour in Ilorin
Instruction:
This questionnaire is designed purely for academic purposes. All responses will be treated with strict confidentiality. Please tick (✔) the option that best represents your opinion.
Section A: Demographic Information
1. Gender:
☐ Male  ☐ Female
2. Age:
☐ 10–12 years  ☐ 13–15 years  ☐ 16–18 years  ☐ 19 and above
3. Class Level:
☐ SS1  ☐ SS2  ☐ SS3
4. School Type:
☐ Public  ☐ Private
5. Do you have access to a phone, TV, or computer at home?
☐ Yes  ☐ No
Section B: Exposure to Violent Movies
6. How often do you watch movies?
☐ Very often  ☐ Occasionally  ☐ Rarely  ☐ Never
7. How often do you watch movies with violent scenes (e.g., shooting, fighting, killing)?
☐ Very often  ☐ Sometimes  ☐ Rarely  ☐ Never
8. What type of movies do you mostly prefer?
☐ Action/War  ☐ Comedy  ☐ Romance  ☐ Horror  ☐ Adventure
9. Where do you mostly watch violent movies?
☐ At home  ☐ At a friend’s place  ☐ On the phone/computer  ☐ In school
10. Do your parents or guardians monitor the type of movies you watch?
☐ Yes  ☐ No
Section C: Influence on Behaviour
Instructions:
Please indicate your level of agreement with the following statements by ticking the appropriate option.
(SA = Strongly Agree, A = Agree, D = Disagree, SD = Strongly Disagree)
	S/N
	Statement
	SA
	A
	D
	SD

	11
	Watching violent movies makes me feel aggressive or angry.
	☐
	☐
	☐
	☐

	12
	I often try to imitate fighting scenes from movies.
	☐
	☐
	☐
	☐

	13
	Violent movies have influenced the way I talk or behave.
	☐
	☐
	☐
	☐

	14
	I feel excited when watching violent or action-packed scenes.
	☐
	☐
	☐
	☐

	15
	I find myself becoming less sensitive to violence after watching them.
	☐
	☐
	☐
	☐

	16
	Violent movies make me more confident or fearless.
	☐
	☐
	☐
	☐

	17
	I sometimes act out what I watch in violent movies in school or at home.
	☐
	☐
	☐
	☐

	18
	Violent films influence the way I resolve conflicts (e.g., through force).
	☐
	☐
	☐
	☐

	19
	Watching violent movies has affected my relationship with others.
	☐
	☐
	☐
	☐

	20
	There should be more control over the kind of movies adolescents watch.
	☐
	☐
	☐
	☐



Section D: General Opinion
21. Do you think violent movies influence how adolescents behave?
 ☐ Yes  ☐ No  ☐ Not Sure
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