Supplementary Material to

“Do Fans of Violent Stories Show a Higher Potential for Creative Harm? True Crime as a Stimulating
Environment for Malevolent Creativity”

Discussion of secondary findings in study 1

We also observed significant interactions of gender, trait aggression, and verbal creativity on
malevolent creativity. This aligns with the idea that malevolent creativity differs between men and
women (Harris & Reiter-Palmon, 2015; Lee & Dow, 2011, Zhao et al., 2022), although this difference is
not necessarily expressed in total performance, but instead, in men and women engaging different
strategies (e.g., physical vs. social aggression) and cognitive-affective processes to reach the same
malevolent outcomes (Kapoor, 2019; Perchtold-Stefan et al., 2023b). In this study, only in men, trait
aggression was linked to higher total malevolent creativity (also fluency and malevolence, see Figures
SM1ABC), while general creativity was linked to higher malevolence of ideas only in women! (see
Figure SM1D). This is compatible with notions that malevolent creativity in women and men may be
driven by different socio-cultural factors and contexts (Perchtold-Stefan et al., 2022a, 2023b, see Card
et al., 2008, for gender differences in aggression). Type of aggression on the MCT (physical, verbal,
social, threat, tricks) did not contribute to explaining observed effects, as they lacked significant
relationships with true crime consumption and gender, deviating from previous observations
(Perchtold-Stefan et al., 2023b). In sum, study 1 does not suggest a direct link between true crime
consumption and malevolent creativity; instead, potential true crime effects on malevolent creativity

depended on trait aggression as well as general creative potential.

1 Although the interaction of gender x verbal creativity may suggest that gender moderates the interaction of
true crime consumption x verbal creativity, follow-up analyses did not help to explain the lack of association
between general and malevolent creativity at high levels of true crime consumption. While the three-way
interaction of true crime consumption x gender x verbal creativity was significant for originality (p = .048; total
MC: p = .250), it only showed that the link of general creativity and MC originality at lower level of true crime
consumption was significant for women (B = 0.07, p <.001) but not men (B =0.01, p =.307). As women consumed
more true crime than men and were slightly overrepresented in our sample (53%), this may explain this effect.
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Figure SM1. Blue lines (1) indicate women, orange lines (2) indicate men. (A) illustrates the interaction of trait
aggression and gender on total malevolent creativity, in that trait aggression was only linked to higher total
malevolent creativity in men, but not women. (B) illustrates the same interaction for MC fluency, in that trait
aggression was only linked to higher MC fluency in men, but not women. (C) illustrates the same interaction for
MC malevolence, in that trait aggression was only linked to higher MC fluency in men, but not women. (D)
illustrates the interaction of verbal creativity and gender on MC malevolence, in that higher verbal creativity was

only linked to higher MC malevolence in women, but not men. N = 160.

Discussion of secondary findings in study 2

Fictional horror and other media preferences also explained variance in malevolent creativity,
rendering true crime effects non-significant. The positive effect of horror preference on malevolence
of ideas was additionally moderated by preference for other media: Horror preference was linked to
producing more harmful ideas on the MCT when simultaneous preference for other media genres was
low or moderate, but now when it was high (see Figure SM2A). This effect likely originated from
physical aggression, as horror preference positively correlated with amount of physical aggression in
the MCT ideas, which was rated as more harmful. This shows that while creative ideas for revenge may
manifest in a broad spectrum from less damaging (tricks, mischief, lying) to more damaging ideas
(assault, imprisonment, murder), individuals with a selective preference for horror media seem
focused on bodily harm, which may reflect violent media links to physical violence (Gentile et al., 2011,
Krahé & Moller, 2010; but see Breuer et al., 2015). Yet, the moderation by other media preferences
suggests that more diverse media interests may weaken or dilute effects of violent media on
aggression (Greitemeyer & Migge, 2014), and here, harmfulness of creative ideas. As a limitation, we

only assessed media preferences (genre fandom) and not media consumption time (e.g., hours per
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week). Thus, our effects reflect a more general liking of media genres and not degree of consumption,
which future studies should follow up on.

Finally, fictional horror preference also interacted with depressed affect in that at high levels of
depressive affect, horror preference was linked to higher originality on the MCT (see Figure SM2B).
Compared to true crime consumption, fictional horror may offer more examples of novel, surprising,
extraordinary harm to others?, simply because it is not constrained by laws of nature and human
capability. Together with high depressed affect, which shows positive associations with malevolent
creativity (Perchtold-Stefan et al., 2023a), this passive repertoire of creative harm may manifest in
more original, out-of-the-box ideas to take revenge in real-life situations. It is also interesting to discuss
this from the perspective of the Dual-Pathway to Creativity Model here (Baas et al., 2008, De Dreu et
al., 2024; Nijstad et al., 2010), which suggests that negative affect may increase originality of creative
ideas via the persistence pathway under the right circumstances (e.g., task engagement, sufficient
cognitive capacity®). If we consider that the negative conflict situations of the MCT both match
common media revenge narratives (being wronged or mistreated out of the blue) and activate
antisocial bias that comes with depressed affect, this may explain why such individuals would show
higher persistence in generating creative revenge ideas, which through higher within-categorical
fluency (e.g., for physical aggression), may ultimately yield higher originality of ideas (see De Dreu et
al., 2024). As a limitation, the persistence pathway to creativity is usually found for activating negative
moods (anxiety, threat) and not deactivating moods like depression. However, as our participants were
from the general population, it is possible that our depression measure also reflects trait anxiety and
neuroticism (for overlap of constructs, see Jylhd & Isometsa, 2006), which are discussed as activators

of the persistence pathway to creativity (Baas et al., 2013).

2 The SAW Franchise by James Wan and Leigh Whannell comes to mind.

3 As we tested participants from the general population, depressed affect is likely not accompanied by reduced
cognitive capacities, which would imply lower creativity scores, also on a malevolent creativity test (also see
Perchtold-Stefan et al., 2023a).
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Figure SM2. (A) illustrates the interaction of fictional horror preference and other media consumption on MC
malevolence, in that fictional horror preference was only linked to MC malevolence when other media
preference was low. (B) illustrates the interaction of fictional horror preference and depressive affect on MC
originality, in that fictional horror preference was only linked to MC originality when depressive affect was high.

N =307.
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