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The Psychophysiology of James Bond: Phasic Emotional Responses to
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The authors examined emotional valence- and arousal-related phasic psychophysiological responses to
different violent events in the first-person shooter video game “James Bond 007: NightFire” among 36
young adults. Event-related changes in zygomaticus major, corrugator supercilii, and orbicularis oculi
electromyographic (EMG) activity and skin conductance level (SCL) were recorded, and the participants
rated their emotions and the trait psychoticism based on the Psychoticism dimension of the Eysenck
Personality Questionnaire—Revised, Short Form. Wounding and killing the opponent elicited an increase
in SCL and a decrease in zygomatic and orbicularis oculi EMG activity. The decrease in zygomatic and
orbicularis oculi activity was less pronounced among high Psychoticism scorers compared with low
Psychoticism scorers. The wounding and death of the player’s own character (James Bond) elicited an
increase in SCL and zygomatic and orbicularis oculi EMG activity and a decrease in corrugator activity.
Instead of joy resulting from victory and success, wounding and killing the opponent may elicit
high-arousal negative affect (anxiety), with high Psychoticism scorers experiencing less anxiety than low
Psychoticism scorers. Although counterintuitive, the wounding and death of the player’s own character
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may increase some aspect of positive emotion.
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We know very little about phasic emotional responses elicited
by violent video game events, although they might mediate the
potential harmful effects of violent games (Ravaja, Saari,
Salminen, Laarni, & Kallinen, 2006). Several (although not all)
authors have concluded that there is a causal relationship between
violent video game play and aggressive behavior, cognitions, and
affect (for meta-analyses, see Anderson, 2004; Anderson & Bush-
man, 2001; for an alternative meta-analysis, see Sherry, 2001).
Violent games may elicit not only self-reported aggressive affect
(i.e., feelings of anger or hostility) but also anxiety (fear; Anderson
& Ford, 1986). An apparent limitation of the studies using self-
report to measure emotional responses is that they neglect the fact
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that different game events may elicit different, even opposing,
emotional responses (Ravaja, Saari, Salminen, et al., 2006). Prior
studies have also shown that exposure to violent video games
increases physiological arousal (e.g., Ballard & Weist, 1996; for a
meta-analysis, see Anderson & Bushman, 2001). However, these
studies have used tonic measures (e.g., 1-min mean physiological
values) that give no information on responses elicited by specific,
instantaneous game events.

The present study was designed to examine phasic psychophys-
iological responses indexing emotional valence and arousal elic-
ited by violent events in the first-person shooter video game
“James Bond 007: NightFire.” Facial electromyographic (EMG)
activity over zygomaticus major and corrugator supercilii was used
to index positive and negative emotions, respectively (e.g., Lang,
Greenwald, Bradley, & Hamm, 1993; Ravaja, 2004a), and orbic-
ularis oculi activity was used to index positively valenced high-
arousal emotions (Ravaja, Saari, Kallinen, & Laarni, 2006;
Witvliet & Vrana, 1995). Electrodermal activity (EDA) was used
as an index of arousal (Ravaja, 2004a). Obviously, violent video
games (e.g., first-person shooters) involve at least two different
types of events that might elicit differential emotional responses:
(2) The player (or player’s character) wounds or kills an opponent
and (b) the opponent wounds or kills the player’s character. Given
that wounding or killing an opponent represents a victory and a
success in the game (and in a real gun fight), these events might





















