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Introduction
Previous research has identified relationships 

between video game exposure and risky 

behaviors such as increases in aggression and 

risky driving behaviors (Beullens et al, 2008). 

Considering the importance of risk perception 

in shaping our everyday behaviors and 

decisions, we conducted a study investigating 

the relationship between video game exposure 

and risk perception more broadly. We also 

examined how the Big 5 personality traits 

would relate to video game exposure and risk 

perception.

Participants recruited from a university 

undergraduate subject pool and social media 

platforms completed a survey that assessed 

personality traits, risk perceptions, and a variety 

of video game behaviors and attitudes. 

Hypothesis: Greater video game 
exposure will predict lower riskiness 
ratings of potentially risky behaviors.

Method
109 people (47 male, 60 female) primarily recruited from an undergraduate 

student population completed an online survey that included the materials 

below. We excluded 11 respondents who failed an attention check or 

indicated that their data should be excluded, leaving a final sample of n=98.

Materials
Big Five Personality Traits

We assessed the personality characteristics of Conscientiousness, 

Agreeableness, Open-Mindedness, Extraversion and Negative 

Emotionality using the Big Five Inventory-2 (Soto & John, 2017).

Risk Perception and Risky Behaviors

Participants completed the Adolescent Risk-taking Questionnaire (ARQ; 

Gullone et al., 2000) which asks them to rate how risky different 

potentially risky behaviors are (e.g., drinking, smoking, speeding, 

overeating, gambling), and to indicate how much they actually engage in 

those behaviors.

Video Game Exposure

We measured participants level of gaming exposure with items asking 

how often participants played video games (1=less than once a month; 

6=everyday), how many hours they play video games per week, and how 

many years they have been playing video games.
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Results and Conclusion
Correlations among all of the variables are displayed in Table 1. We found a significant 

negative correlation between frequency of playing video games and how risky 

participants rated the behaviors on the ARQ. Frequency of playing video games and years 

playing video games were also positively associated with risky behaviors, though the 

correlation for years playing video games may be explained by older participants being 


