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It was juse when the Martians were Spraying the people at Grovers Mill
with the heay ray. At first we couldn’t beljeve it was happening but it was
SO real..,

{Koch, 1970, p. 90)

The above quote could be thay of a person who had just visited some
exciting, futuristic virtual environmenr, Or someone who had recently
played the latest high—deﬁnirion video game. By in reality, ag any media
scholar might guess, i comes from 4 college student who had listened
to the Wy, of the Worlds radio broadeas; ata party op Halloween Eve,
1938, This famous incident of millions of Americans being panicked by
a radio dramatizatio, highlights the bower of the g media to affecr
audiences, whijcl, has received a great deal of scholarly ateention. The
scientific study of media etfects has 4 rich history dating bacl to inves-
tigations of such high-profile Phenomeny 4 World War g Propagands
(Hovi;md, 1‘,umsdnmc, & Sheffield, 1949) and the War of the Worlds
broadcast itself (Cantril, 19403, Ahhough this early research did nor
include the concept of telepresence, i Seems plausible thar telepresence
played 4 kev role, for example, in the fright Feactions obseryed fonx‘;'ng
the “invasion from Mapg Radio listeners whe, were especially fright-
ened may have felt more “jp» the invasion {spatial presence) or “yig)y»
Martiang {social presence), cq using them to e more fearful of the broad-
cast. The concept of telepresence has the potential 1o, help explain fright
reactions such a¢ these as wel] 46 a host of othey mediy effecrs, making i
a valuahble consideration for media scholarg and anvone o] mterested in

i

the abiliry of bresence to affecq GUICOmMes of technology e,
This chapter focgees on the porential for telepresence 1 influence

media effeers that have received FCCurming artention i the mass com-
Munication literature, Bevond the rofe of telepresence iy, catertainmenr
and persuasion covered in the rwe prior chaprers, theory and empirs-
cal evidence SUZRests that telepresence may also affee; other Importan

QUtComes of mediq CNPOSUTC, such g ABLICSSI0D and fear Although
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research linking telepresence 1, these areas s SCANT compared o that
On enjoyment gn Persuasion, rhis chapter discusses the likely relation-
ship between telepresence ang mediq theory ang ilustrates how the con-
ceptmay shape utcomes of medi, CXposure in three Prominent congeng
domains: violent mediy, frightcnmg media, and sexual mcdia/pornogm«
phy. The goal of this chaprer is ¢ highlight the IMportance of the con-
Cept of telepresence M empiricq] considerations of media effecrs, both
negative and Positive,

Media Theory and Telepresence

How do mediq aftect peoples Although individya] studies ¢can identify
IMportane variables in chis process, such g4 rolcprcscncc, nothing helps
to advance knuwicdgc better thap theory, Good theories help to explain
and predier empirical phenomenon as well as generage new h_\/;mrhcscs,
thereby ;1d\f;mcmg science (Chaffee & Berger, [987). Ag Kure Lewip
(951 famc)usly putit, “there i nothing s bractical as 4 good theory»
(P. 169). In the area of masg “OMmunication, several theorjes have been
formulared over the vears in ap effort ro clucidate the various inflyences
media may haye on audiences,

The first major “theory™ of media eftects, although never fnrm;x”y
stated, hag become known as the magic buller (or bypoderm;, needle)
model of g Communication (Sparks, 2006). This perspective emerged
in the ¢ rly twenrieth Century as a resyle of the dual cmergence of mygsg
society and myss media, the [ater of which was viewed by some as dan-
serous and a thregy to social order (Lowery & DeFleyr, 1995). In line
with this thinking, the idea behind magic huHct/hypodm‘mic needle the-
Ory was thar the media messages coyld “shoot™ o “inject” mggs audi-
ences with direcr qn Powertul effecrs o their thoughts and behaviors.
This Perspective rregre media users 4 uniform and undiffercnrinrui,
and it seemed supported by early studies like the Payne Fund Studies
of flm fe.g., Blumler, 1933) and aforemenrirmcd research on the War
of the Worlds radio broadeast (Canrril, 1940). The grim view of magic
buller theory was that media affecred everyone the same and could he
used to control the masses if It got into the wrong hands. However,
later research such g the Peoples Choice study (Iaz, rsteld, Bvrclmn, &
Gauder, 1948), which showed the media had , weak influence on vort-
ng behavior, largely debunked this idea and pomted to more limited or
subrle effects, paving the way for considerations of moderating variables
such as telepresence.

Indeed, more reeent media theories have adopred 4 more sophisticared
view thar takes the medium. Message, audience, and type of effect ingg
ACCOUNT 10 deg Mg the EXICNT 1o which People are affecrey (Sparks,
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2006). Cultivation theory, for example, which emerged in the Jage | 9605,
suggested that television messages may influence viewer perceptions of
social reality, with the effect being strongest among heavier viewers an
those who have real-world experience with the content (Gerbner, Gross,
Morgan, Signorielli, & Shanahan, 2002). Other, functional approaches
to mass com munication such as barasocial interaction (Horton & Wohl,
1956) and uses and gratifications (Katz, Blumler, & Gurevitch, 1974)
called attention ro the idea that the way m which we experience media
Is important (Tamborini, 2000). Instead of treating audiences a5 passive
like magic bufjet theory, functiong] theories view audience memberg as
more active ip dercrmining the effects media have on them, The move to
an active view of audiences g supported in media research meta-analy-
ses, which clea rly demonstrage that certain types ot individuals or situa-
tions are associared with particular effects {Allen & Casey, 2007),

The notion of ay “active audience” has taken on new meaning in
fecent years due ro technological advances such g inrcmctivity. More-
over, as Tamborin; (2000) points out, “with tech nology’s promise to blur
the distinction between reality and virtyal reality to g pomnt where we
can no longer take for granted our 4 bility to separate the two, research.
ers have been forced to focus their attention op subtle differences in
the complex process of media experience” (p. 11). The primary way in
which this hasg happened is ¢h rough considerations of telepresence, “the
berceptual illusion of nonmediation” (Lombard & Ditton, 1997). and
related coneepts such as spatia) presence, social presence, immersion,
and realism, The rise of telepresence a5 4 research area has pot only
furthered undm'srzmdings of how highly advanced media technologies
affect users, byt it has also called atrention to the potential of this type
of psychological experience ro shape outcomes of exposure o evervday
media, as this volume shows.

Given the emergent and Erowing importance of telepresence as an
mdividual difference variable affected iy part by technology form and
COntent, an imporrant NEXTStep is to connecr it to existing theories of
media effeces ip order to berger explain and predict futyre outcomes,
Scholars have already attempred to do this i the relatively new areq of
entertainment theory (see chapter 7, ¢hig volumel, bur few have exam-
med more established media theories through the Jens of telepresence,
As Brvant and Cumming (2007) note, “one of the most pressing needs in
communication research is the grearer development, festing, and synthe-
sis of communication theorieg™ (p- 91 Linking these theories 1o telepres-
ence, where relevant, shoyld help their development immensely given the
profound changes thar have occurred in evervday media technologies
and use since classic effecrs theories were formulared. A full consider-
ation of thege linkages is bevond the scope of thig chapter, bur it wi]

Hlustrare in depth how one Prominent media effecrs theory, social learn.
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ing theory, refates to the experience of non-mediation 45 4p example of
how telepresence can be integrared ingo theories and models attempting
to explain the media’s Impact.

Application: Social Learning Theory and Telepresence Research

A general effect of great interest to media researchers i learning, and one
of the most well-known theories of how media affect learning is sociq]
learning theory (ST}, formulated by Albert Bandura (1977 In simple
rerms, this theory explains how people may mode) behaviors observed
i the medja. SLT was most famously tested through Bandura’s ¢lassic
“Bobo dol]” studies in the 1960s, designed to show that children may
imitate violene behavior viewed on television. In ope early experiment
(Bandura, Ross, & Ross, 1961), a random group of children were shown
a film of a mode] aggressing againse a punching bag-like Bobo doll while
another group was shown non-aggressive model, Bogh groups were
then left to play with 4 Bobo doll ang other toys, Results showed that
the children whe saw the aggressive model were more likely to play
aggressively themselves, sometimes even imitating the exact behaviors
they observed in the film such 4 bashing the Bobo doll with 4 ham-
mer. This research established thar observationa) learning may occur
and laid the toundation for what would become socia] learning theory.
Subsequent studies by Bandura and colleagues varied features sych, as
whether the model was rewarded or punishe to further refipe the per-
spective (Spa rks, 2006), and it has since been used as a theoreticy| basis
for numeroys investigations of media effects. ST g the most frequently
cited mechanism by which violent video Fames may cayge aggressive
behavior, for example (Sherry, 2007), and it has also been applied in
prosocial contexrs such as entertaimment education (Smith, 2002,
Social learning theory has clearly been useful to medi, researchers,
and a closer look 4t the complex process by which it works reveals severa|
possible linkage points with telepresence and related research. Accord-
ing to Bandura (2002), observationa] learning s governed by four gyly-
functions, cach of which may include a number of influencing factors.
The first, attentional processes, determine what modeling influences are
observed and extracted from ongoing modeled events. These are deter-
mined in part by characteristics of modeled events sych as salience and
complexity and also by observer attributes such a5 cognitive capabili-
ties. The second subfuncrion, retention processes, involves the coding

and remembering of modeled evengs, Influential factors at this level
mclude cognitive construction and rehearsal. Third, bebaviora] produc-
1O processes involve translating symbolje CONCEPLIONSs into coyrses of
action, and the final subfy netion, Otvationg)] processes; has to do with
meentives for performing observed behaviors, Overall, the subfy netions
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Ewoldsen, Roskos-Ewoldsen, & Dillman Carpentier, 2002; Tamborini
& Bowman chapter 5, this volume). These mentq] models for behavior
can be thought of ag “cognitive constructions” (to use Bandura's term;)
that may be strengthened through repeated media exposure. And, in the
case of mental models formed in response to naturally mapped interac-
tive media experiences, they may even affect motor skills for performing
the behavior (Tamborini & Skalski, 2006), identified in the model as a
production processes “observer attribute.”

The revised observational learning mode| tlustrates severa| possible
linkage points between social learning theory and telepresence, show-
ing how the concept may facilitate social learning theory effects. Fur-
ther work along these lines could help increase the explanatory power
of the theory in the wake of the profound technologjcal changes thar
have occurred since the Bobo dol] experiments of the 1960s, As Bandura

expanded the range of models to which members of soctety are exposed
to day in and day out” (Bandura, 2002, p. 127). These words ring espe-
cially true following the rise of YouTube, mobile video devices, and simj-
lar applications and technologies. The potential to learn behaviors both
good and bad through media has never been greater. Expanding theories
such as SLT to include telepresence and related concepts can reinvigorate
these powerful tools and help them maingain their relevance in the digi-
tal age.

Other Media Theories and Telepresence

Beyond social learning, severa| other media theorieg could benefit from a
consideration of telepresence. Rubin and Hy ridakis (2001) identified the
dominant theoretica| berspectives in mass communication at the rurn of
the century and they included agenda setting, diffusion of innovations,
social cognition, uses and gratifications, cultivation, gap hypothesis,
critical/cultural studies, framing, and third person effects, Although
these perspectives encompass different approaches to the study of com-
munication, most are studied at a level conducive to adding the concept
of telepresence as an addirional explanatory mechanism, as in the fol.
lowing brief examples:

Cultivation Theory  and Telepresence  Ag previously discussed,
cultivation theory says that television consumption affecrs perceptions
of social reality (Gerbner et al., 2002). The perspective has recently
been explained in terms of cognitive processes underlying the effect.
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Specifically, this newer work argues that cultivation happens when
viewers are unmotivated to process information systematically and
instead rely on cognitive heuristics to arrive ar a judgment (Shrum,
2002). One factor that makes constructs more accessible for making
judgments is vividness, which in this domain has to do with the extent
to which something is “concrere and imagery provoking, and proximate
in a sensory, temporal, or spatial way” (Nishert & Ross, 1980, p. 45).
Although not exactly the same, this treatment of vividness is very simjlar
to how the term is used in the telepresence literature, with the same
implications. One would expect more vivid media of either type to create
a sense of presence with “constructs” such as those relating to violence
(e.g., the extent to which certain places are dangerous) or social roles
(e.g., the number of people in real life who are police officers), making
those constructs more accessible and likely to be used in making reality
judgments. Of all media theories, cultivation theory has one of the clearest
linkages to telepresence, since both have to do with differences berween
mediated experiences and real ones. The more mediated experiences

seem nonmediated, all other things being equal, the stronger cultivation
effects should be.

Agenda Setting Theory and Telepresence Agenda setting refers to the
ability of news media “to influence the salience of topics on the public
agenda” (McCombs & Reynolds, 2002, p. 1). It says that the amount of
coverage the press gives ro particular issues gives “salience cues” as to
their relative importance (Wantra & Ghanem, 2007), telling people what
to think about. The frequent appearance of terms related to “salience”
in the agenda serting literature suggests a linkage point to telepresence.
Salience may be defined as an orienting motive that directs attention
toward specific aspects of a stimulus environment (Zillmann & Brosius,
2000). Aspects of a stimulus environment can be made more salient by the
manner in which they are presented th rough media technology, and this
may affect their perceived importance among members of the public. For
example, the Vietnam War has been called the first “living-toom war”
because of its regular coverage by television news (Arlen, 1982). TV’
ability to bring the battlefront 1o the home fronr u ndoubtedly contributed
to the anti-war movement (agenda) ar the trime by making the “horrors™
of war salient, More specifically, the high-telepresence evoking medium
of television likely brought more attention to (and presence with) death
and human casualty than older forms of media, which do not capture
that aspect of the stimulus environment as well, The phrase “living-room
war” self suggests a presence-like phenomenon, and there have been
efforts to reduce media ACCess to certain images (e.g., coffins carrying
fallen soldiers) in recent contlicts such as the war in Iraq (Memmorr,
2006). The ability of media salience and resulting telepresence to make
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——

stand out and may have a stronger impact on viewers (Greenberg, 1954
exemplification theory assumes 3 superior influence of certain types ¢
media evenrs (e.g., concrete or emotionally arousing ones). Telepresenc
S€ems to function similarly, with higlrtclcprcscncc inducing experi
ences producing stronger effects by making certain stimuli more promi
nent. Future work should continue to examine the complex relationshi;
between telepresence and media theory to advance knowledge of both.

Although much progress has been made in our understzmding of media
effects since the days of magic buller theory, Bryant and Cummins (2007)
lament the absence of theory in the mass communication literature, They
cite content analyses showing that only 27% to 399 of articles in popular
communication journals contain theory. They also note that many media
“theories” are not true theories at this time “but rather 4 relatively coher-
ent body of research guided by repeared theme and 4 general framework
of ideas and research methods™ (p. 2). Severa] of these badies of research
will now be discussed in light of telepresence, particularly research on
media sex, violence, and fright reactions. This discussion wil] help fur-
ther illuminate how telepresence may inform the study of media effects,
with the ultimate goal of advancing both theory and research,

Telepresence and Media Effects
Telepresence and Violence Effects

Media violence has long been a theme of public concern and anxiety and
s arguably the most rescarched topic in MAass communication. The first
documented scientific observation of the mass media dares back to the
Payne Fund Studies of the early 19305, which focused in large part on
violence in film. Of the 12 independent studies conducted, Dale’s {1935
content analysis of 1 500 flms produced from 1920-1979 Hlustrated
a substantial number of crime-related themes and incidents, Blumler's
(1933) survey regarding media experiences of nearly 2,000 children also
confirmed thar many respondents had performed and imitated violent
behaviors learned from the cinema, fueling anxicties about the mediym.
The early public concern over film Tikely srems i opart from irs highly
Immersive nagyre compared 1o other medig that preceded it {sce chaprer
2, this volume),

Sinee this initial glimpse at the beginning of the 20th century, hun-
dreds of studies have looked aq the effects of media violence, guided by
theories such as social learning and cultivation. The swift rise in juvenile
dclim‘;uczm,\' and youth crime iy the 19505 prompred U.S. congressional

hearings on the etfects of television violence on children (Wright et al.,

2001). The ability of television to bring highly realistic (possibly pres-

cnce-inducing) depictions of violence into the home undoubredly con-
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168  Paul D, Skaiski, James Denny, and Ashleigh K. Shelton

similar study using [IVET by Persky and Blascovich (2008}, even though
aggressive behavior was unaffected. As JVET becomes less bulky and
more familiar to ysers over time, telepresence should mediare violent
outcomes more consistently.

Other research has considered additional form, individual difference,
and content variables related to telepresence and violent video game
effects. Ivory and Kalyanaraman (2007) investigated the impacts of tech-
nological advancements more common than [VET {e.g., whether a game
IS accompanied by a narrative storyline). Results indicated that both
technological advancements and violent video §ame content were pogj-
tively correlated with telepresence and arousal. Fastin (2006) explored
the subject of video game violence and gender effects on telepresence and
aggressive thoughts, and results indicated that females playing violent
video games e€Xperience an increase i aggressive thoughts and telepres-
ence when a gender match between the game character and self exists
(an ethical issye that has further been addressed by Klimmt, Schmid,
Nosper, Hartmann, & Vorderer, 2006). Moreover, Eastin found that
combating a human Opponent, rather than playing against the computer,
increases aggressive thoughts in both males and females, perhaps due to
anincrease in socig) presence. Farrar, Kremar, and Nowak (2006) found
WO separarte caysg) paths leading to telepresence. Fi rst, males and more
frequent gamers experienced more telepresence, and second, partici-
pants who played 4 violent video game felt more telepresence thap those
who played 4 nonviolent videg game, ultimarely leading to an increase
in resentment, verpba] aggression, and physica]ly agegressive intentions.
Lachlan and Maloney (2008) examined the role played by individual dif-
ferences in generating violent content 1 games and foung it to be highly
variable acrosg telepresence tendencies and other player characteristics.

For years, the question of whether media violence Jeads to aggres-
sive behaviors or jf people with naturally aggressive tendencies seek
out violent media has sparked heated debates berween industry figures,
scholars, legislators, and the general public. Yer jr hard to deny thar
the diffusion of rechnological mnovations such as high-deﬁniri(m (HD),
surround sound, and interactive controls are increasing]y immersing
media users in worlds of violence, with uncertain consequences. This
makes research on media violence of continued imporrance. Although
almost all of the research on media violence and telepresence thus far has
focused on video games, violent television and film should not be over-
looked. These Popular sources of violent content [ack nteractivity bue
offer moye salient models and greater realism, fearureg that will become
more pronounced as high-resolution digital technologies continge to dit-
fuse. These and other developments need to be considered 1o advance
knowledge on this important topic and help inform the ongoing media
violence debate,
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& Barlert, 2009), and even extends to mobije devices such as the iPhone

now. The creators of sexual mediy clearly seem to Want o give usery 4
sense of being physically ¢lose to the people Tepresented in thejr content
(i.e., experiences ofpresencc), and they have attempted to do this i large
part through iNnovative applications of technology, 4 number of whjl,
have beep identified by Lombard and Jones (2004). Presence as reql-
s, for example, has beep attempted by adyle entertainment producers
through Hp videos and sey toys such as artificig] genitals with lifelike
skin. Transportatio, has been achieved through interactive DVDs that
allow users t¢ “come rogerher” with mediate Partners. This is sjm;.
lar to socigl aCLor within mediyy, computer programs featuring virtual
girlfriends ang other “Joyerg.» Immersion has been attempted through
combinations of the above that engage mulriple senses, e.g., video of 4
performer along with an external reproduction of the performer’s geni-
tals that the yser can interact with. And producrs such as the Realdol,
which are life-sized and lifelike Jove dolls (one of which wag memorably
featured in the film Lars ang the Real Girl), provide an example of pres-
CnCe as medjum g5 social actor (for 4 more comprehensjye discussion
of these and other INtersections of media form and sexual content, see
Lombard & Jones, 2004). Aside from products such a the Realdoll,
one notable aspecr of the above examples is thejr reliance, for the most
Part, on popular media such 4 Tvs, VCRs, computers, and the Internet,
Sexual media has clearly come 4 long way i terms of its presence poten-
tial, and Yer it is still rooted in everyday technologies instead of more
advanced ones such as VR {or “reledild()nics,” aterm coined to refer
specifically t advanced sexyg| technologies).

To date, no studies haye examined how telepresence relates to gex-
ual mediq etfects, byr many studies have been done on sexual media
effects in general. Researel senerally lumps these outcomes nto three
major categories: (a) arousal, () attituding] changcs, and (¢) behavioral
eftects (Harric & Barlete, 2009). In terms of the firse type of effect, one
might expect telepresence 1o, relare positively to sexua] arousal simply
by making the mediated experience more Jike the “rea] thing,” which
SCems to be whar ysers of sexual media content want (along with ygers
of prcscncc~i1)ducing media in general; Lombygrd & Dirr(m.l997). And
as suggested above, the arousal effect shoyld increase with more sen-
SOTY engagement and inrcmcriviry, especially if the lagrer provides gen;-
tal stimulation, However, thege formal features of technology are not
necessary for aroysa] to oceur. As Harris and Bartlert (2009) suggest,
explicitness need ot correlage highly wich arousal, since viewers can
Bl in their OWISeripts for wiag may happen during a4 sex scene that
1S not fully shown tor shown ¢ all). And in the case of technology, an
Imperfect device thar ha limited INMersive or Interactive capabilities
May constrain whay happens physically, whereags g Person’s imaginarion
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“an go anywhere and do anything, Thijs highlights the need to conduct
research on the psychological experience of telepresence as it relates to
A person’s arousal level i response to sexual mediy content. Sexually
explicit media has already been shown to lead to high levels of physi-
ological arousal (Allen & D’Alcssio, 1993). While it seems likely thae
telepresence may mediate or moderare this effect, the rojo of tech nology
form and content variables in the process is more questionable and in
need of further study.

The other two general types of sexug] media exposyre outcomes, aetj-
tudinal changes and behavioral effects, have 3 Jess intuitive connection
to telepresence. Attitudinal effects that have been studied include accep-
tance ot violence ip interpersona| relationships, dcceptance of the rape
myth, and the view that sexyal rel;\tionships are adversaria] (Mundorf et
al., 2007y, On the behaviora] side, researchers have looked at outcomes
such as disinhibition of known behaviors and impact on rape and other
sex crimes (Harrig & Bartlere, 2009, Research in this area has tended
to focus on the effects of sexually explicit material of either 4 nonviolent
or violent nature, Meta-analysis findings indicate that exposure to this
type of content (particularly violent Pornographyy js positively related
to negative attitudes and antisocial hehaviorg (Mundort e 4], 2007).
However, researchers have struggled to identify 4 coherent theoreticg]
explanation for the observed parrern of results, and telepresence may be
able to help. It has been found, for example, that simple exposyre rates
to sexually explicit materials do not predict ¢criminal sexual behavior
(Allen, D Alessio, & Emmers~5()mmer, 1997). Mundorf and colleagues
suggest that individua] differences or situations need to he taken into
decount, particularly how 4 person “reacts” o exposure,

This calls attention to the potentia| value of considering telepresence
and related coneepts in future work on this topic, since telepresence js 4
psychological reaction that can help explain and predict effecrs. Viewers
who experience telepresence in response to a rape film, for example, may
be more likely to €ngage in criminal sexua] behavior after exposure (and
develop strong mental models for doing s0), whereqs other viewers may
be disgusted and break the connection, minimizing the effect. In that
sense, telepresence May serve as a consumer’s basis for selecting from
different types of sexual medis content and technologies, since they want
to feel “there™ o “with” content of interest. Theories such as uses and
gratifications and social learning can help determine where telepresence
fits in the complex interplay berween exposure and effeces.

On a final note, the experience of telepresence may also provide clyes
for what to do about the negative outcomes associated wich exposure
to sexually explicit marterials. Merta-analvsis hasg also been performed
on studies examining educationy] messages designed to combat harm-
ful effeces (Mundorf et al., 2007), and these findings indicate thar such
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172 Paul D. Skalski, James Denny, and Ashleigh K. Shelton

messages not only eradicate negative effects but also cause a small posi-
tive change in attirudes! As Mundorf and colleagues explain:

Educational efforts assume that the problem of media ts the misap-
propriation of content to real life. A vicarious fantasy experience
creates an emotional reaction. The educational marerial recontex-
tualizes this experience, perhaps reminding the consumer that such
material is in fact a fantasy and nor a reflection of real life. (p. 194)

Although telepresence is never mentioned in this literature, the discus-
ston of content being equated with “real life™ is consistent with research
on perceived reality (Porter, 1988) and seems to partially implicare it
in shaping harmful effects, though ir also Suggests a solution. Breaking
or reducing telepresence over time, as in virtual exposure therapy, may
help at-risk individuals to overcome their urge to act ourt in violent and
antisocial ways in response. Regardless, sexually explicit media is likely
to remain controversial due to moral and ethical issyes associated with
it, as well as irs ubiquity in everyday life and media.

Telepresence and Fright Effects

At the start of the chapter, a quote from a listener of the 1938 Wi of
the Worlds radio broadeast illustrated that mediared messages can have
adverse effects upon an audience known as fright effects. Like the reac-
tions to the War of the Worlds broadcast, many fright effects are imme-
diate in nature, meaning that they occur while the audience is attending
to a trightening media presentation according to Harrison and Cantor
(2000). They point out that the symptoms of these effects can include
increased heart rare, sweating, trembling, shortness of breath, choking,
chest pain, nausea, dizziness/fainrness, and many other physiological
manifestations, as well as emotional effects ranging from g fecling of
losing control to ¢rying and tantrums, Along with panic, ir would seem
that most of the effects stemming from the War of the Worlds broad-
cast were immediate, and thar once the Martian attack was revealed to
be nothing more than » radio drama, those who had fallen prey to the
broadcast saw these symptoms subside. In the case of other fright effecrs,
however, this is not always the case.

Attending to frightening media content can lead to enduring effects.
As Harrison and Cantor (2000) explain, avoidance behaviors such as
the avoiding of situations that are either reminiscent or merely simi-
lar to those that were presented in a frightening media message or the
avoiding of that type of scary media content or form altogether can last
anywhere from several hours to more than one year following exposure
to such content. Ocher symptoms that might have a short- o long-term
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hold upon audience members can be an alteration of one’s behavior in
the areas of sleeping and eating, and obsessive talking or thinking about
the frightening content. Regardless of whether the effects are immedi-
ate or enduring, such effects should not be taken lightly, and it might be
important to determine if telepresence plays a role in increasing frighe
effects.

As mentioned in the introduction, telepresence may have had a hand
in increasing the level of terror felt by the War of the Worlds broadcast’s
audience. Furthermore, it is almost certain that telepresence plays a role
in the effects of orher frightening media content as well. Through the
examination of several of its core concepts, a betrer understanding of

to frightening stimuli can be gained.

Realism is a key component for experiencing presence. The more
accurately a mediated environment can capture reality, then the grearer
the telepresence effects (Lombard & Ditron, 1997). Many researchers
have also found that when looking ar realism in terms of frightening
media content, realism is one of the biggest contributors to increasing
affective response tn children and adults (Neuendorf & Sparks, 1988;
Harrison & Cantor, 2000, Valkenburg, Cantor, & Peeters, 2000). Other
than children of a very young age, viewers generally find realistic threats
ot events more frightening when presented in the media than tantastic
threats. Harrison and Cantor (2000) discuss the principle of Stimulus
Generalization, which posits that if a person js frightened by a real-life
stimulus, then a mediated representation of that stimulus will elicit a
fear response thar is similar to that of the stimulus being represented, but
to a lesser level of fear. For instance, if a person is frightened by spiders,
then a film that fearures spiders as a threat will induce a similar fright
response for the person that he or she would experience with a real-life
spider, but the person will experience less anxiety with the film version.
Interestingly, this tactic has been applied intentionally in the area of
cybertherapy, where high relepresence~inducing technologies such as VR
have been used to help people overcome fears including spider phobia
(Garcia-Palacios, Hoftman, Carlin, Furness, & Botella, 2002).

Harrison and Cantor (2000} point to psychology research that cat-
egorizes frightening stimuli into fye classifications, four of which are
exclusively real-life objects or situations. The four real-life stimuli cat-
egories include animals, such as sharks or the aforementioned spiders;
environmental, such as natural disasters; blood/injecrion/injury, thus
capitalizing on people’s fear of needles, physical harm, or queasiness
at the sight of blood; and situational, such as a fear of heights or the
dark. Filmmakers and television programs that utilize these stimulj are
tumerous, and with such realistically frightening inclusions, viewers
nay experience greater levels of both presence and fear,
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The immersion component of presence may also elicit greater frighe

responses in audience members. Immersion is the aspect of presence that
draws a person into a medium physically and psychologically (Lombard
& Ditton, 1997). For instance, a more immersive video game would be
a game where the player physically feels as if they are a part of the video
game world, and while playing, shuts our much of the external world
in which they reside. In the case of The War of the Worlds broadeast of
1938, no visual immersion could be achieved; however, many listeners
were no doubt immersed into the medium of radio, perhaps like never
before. The format of the presentation itself, a program that mimicked
the characteristics of a musical program with breaking news bulletins
that reported the invasion from Mars (Koch, 1970), was a presentation
style that listeners were accustomed to, and thus it is understandable
why so many listeners were drawn into what was happening hefore their
very ears (Cantril, 1940). The broadcast boasted skilled actors, a solid
seript, and sound effects to further bring listeners into the apocalyptic
experience. Even without the aid of visuals to draw in its listeners, the
medium of radio was seemingly capable of pulling the public into its
world. -
Ot course, motion pictures have an obvious advantage over radio in
terms of achieving immersion and non-mediation due to its ability to
visually pull in its audience. When looking at film, one finds a medium
that has always been doing its utmost to represent the real world within
its frame, and that has successtully been drawing its audience into this
representational realm both physically and psychologically (see chap-
ter 2, this volume). Also, in film one finds a medium that, soon after
Its inception and transtormation into a narrative device (Cook, 2004),
began serving up mixes of fantasy and horror to its terrified audiences
(Gitford, 1973), all the while striving to attain the greatest possible
immersive quality.

The horror film mav work extraordimarily well as an immersive genre
because of the divide between the real world and that which is in the
frame. Undoubtedly, sitting in a darkened movie theater and viewing,
cinematic terror unfold on the screen while enveloped by darkness all
around helps viewers psychologically shut out the external world and
focus more attentively on the world presented on the screen. Not only s
the film surrounded by darkness, but it is projected onto a glant screen,
which has been found to increase viewer arousal and sense of participa-
tion, as well as excitement felt during the viewing experience (Lombard
& Ditton, 19975, If the image flling this giant screen is one of horror,
offering some realistic threat as was discussed carlier, and the audience
is fully drawn into the world presented within the frame of the 6lm, then
it is logical 1o argue thar the immersion aspect ot presence can lead to
greater fright effects in viewers, Furthermore, when looking at coping
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strategies that have been developed or that are mstinctively practiced o
reduce the effects of viewing frightening content, it is clear that many of
these strategies can be successful in reducing or sometimes even eljmi-
nating viewer immersion. The behavioral control strategy of covering
the eves was found to be effective in reducing fright effecrs in younger
children (Wilson, 1989). Of course, covering the eyes breaks any visual
contact that the child has with the frightening content, and withogr
visual conract, the level of tmmersion {and telepresence) naturally woyld
be lessened.

Telepresence and Other Effects

Inaddition to the violence, sex, and fright reactions, there are many other
media effects areas that telepresence may help inform, Spence, Lachlan,
and Westerman (2009), for example, examined how presence affects
responses to tragic news stories, showing how the concept may ben-
efit journalistic research. In an earljer presence and news study, Bracken
(2006) found that the improved image quality of HDTV (over standard
definition) had a positive impact on source credibility and overal cred-
ibility of a newscast. Additional media effects areas that could benefit
from incorporating telepresence include media portrayals (of minorities,
gender, etc.), political media effects (e.g., perceptions of issues and can-
didates), effects of health and safety campaigns, and culturgl effects of
the mass medja. As discussed earlier, entertainment and persuasion are
also important considerations in the matrix of media effects (see chapter
7y and chapter 6, this volume).

Conclusion

The evidence presented in this chapter underscores the rich potential
for telepresence to affect outcomes of media exposure. Furure research
should attempt to link these outcomes to both media theory and telep-
resence. This will help advance knowledge of how individuals and soci-
ety are affected by both current and emerging popular media. Though
it is true that audiences have come long way since the War of Worlds
broadcast of 1938, the same is true of the media that frighten them (and
atfect them in other ways). Scary radio and films, for example, have
now been joined by the popular genre of survival horror video games,
mcluding such grisly titles as Resideny Evil, Left 4 Dead. and Carnevil,
These and other interactive, Immersive experiences point to potentially
powertul effects. They demand reconsideration of how media impact
audiences, as does the ubiquity of media iy daily life and the steep rise
in media use due ro tethered mobhile devices like cel] phones. To keep up
with current and furype trends in popular media use and understand the
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array of effects it may have, new concepts are needed, and telepresence
can help immensely in filling this void.
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