
Appendix 1: Behavioral Coding Scheme and Interrater Reliability Scores 

Behavior Brief definition Cohen’s Kappa 
Aggressive 
behavior 

Intervention 
behavior 

Violent 
behavior 

Calming hand gestures  Slow, calming gestures performed with open 
hands usually with the palm of the hand facing 
the ground or directed towards the receiver. 
Actors gesticulating with their hands while 
talking should only be coded if the gestures in 
themselves seem to be calming. Not all slow 
gestures are thus calming hand gestures.   

0.57  X 

 

Aggressive gestures  Fast, angry and expressive gestures.  Aggressive 
gestures typically involve pointing at someone 
in a forceful manner, palms turned upwards, 
simulating hitting or slapping, movements that 
incite the other party to attack (e.g. waving 
them closer). Aggressive gestures also include 
hitting objects.  

0.62 X X 

 

Invading space  The actor moves his face very close to the face 
of the receiver without touching him/her. This 
usually involves just a few centimeters of 
distance between the actor and receiver, but 
could be slightly more.  

0.48 X  

 

Non-forceful touching  Stroking or gently touching the receiver without 
physically holding him/her back or trying to 
move him/her in a particular direction.  

0.54  X 
 

Blocking or holding a person back Either blocking an antagonist from crossing a 
specific point or holding on to an antagonist 
trying to fixate them at a specific point.  

0.52  X 
 

Hauling a person off  The actor is actively trying to change the course, 
position, path, or direction of the receiver by 
holding on to the receiver and (attempt to) lead, 
pull or carry that individual in some direction.  

0.69 X X 

 

Throwing or aggressively pulling a person  A forceful and fast paced pull where the actor 
grips the receiver and throws or aggressively 
pulls them. The actor will typically try to 
forcefully move the receiver of the act while the 
actor remains more or less in the same spot.  

NA X  X 

Push  The actor uses his or her arms, chest or shoulder 
to increase the distance between the actor and 
the receiver or push the receiver sideways.  

0.71 X X X 

Hitting  The actor hits the receiver with a clenched or 
open hand. A hit is when the actor uses his/her 
hand to strike someone else with relative high 
velocity.  

0.67 X  X 

Striking with object  The actor uses an object to strike the receiver 
either by hitting them or throwing the object at 
them.  

NA X  X 

Kicking  kicking the receiver with foot or knee. The actor 
uses his/her foot or leg to strike the receiver.  

1 X  X 



Wrestling/grappling Grappling/wrestling is a behavior seen when 
the actor and receiver are in close combat. 
Grappling/wrestling is characterized by the 
actor holding onto, shaking, moving or 
struggling with a receiver often in a chaotic and 
messy fashion.  

0.65 X  X 

 NA indicates that both coders agreed that the behavior in question did not appear at any time during the conflict. 
This makes it impossible to code the Kappa value since it contains no variation. 
  



Appendix 2: Test of situational differences between used and discarded videos  
 
Comparison of the distribution of included and excluded videos on day of the week 
 

 Included in analysis 
Excluded from 

analysis 

Weekday (Monday-Thursday) 10 20 

Weekend (Friday-Sunday) 36 99 

P-value of chi-square test of independence = 0.461372  

 
 
Comparison of the distribution of included and excluded videos on time of the day 
 

 Included in analysis Excluded from analysis 

Day (8 AM to 7 PM) 7 28 

Night (8 PM to 7 AM) 39 88 

P-value of chi-square test of independence = 0.213499 
 
 
 
 
 
  



Appendix 3: Multivariate (fixed effect) Conditional Logit Analysis without the control variable (N = 1,282 
potential targets of 641 interventions by 176 third-parties in 46 situations) 

 
  Odds Ratio p-value 95% Confidence interval 

Number of aggressive behaviors 1.123 > 0,001 1.055 1.196 

Number of concurrent interventions 0.804 0.088 0.626 1.033 

Same social group 1.628 0.006 1.151 2.304 

Male 2.352 0.023 1.125 4.920 

 
  



Appendix 4: Multivariate (fixed effect) Conditional Logit Analysis with Only Violent Behaviors (N = 1,282 
potential targets of 641 interventions by 176 third-parties in 46 situations) 

 
 Variable Odds Ratio p-value 95% Confidence interval  

Number of violent behaviors 1.104 0.002 1.036 1.177  

Number of concurrent interventions 0.806 0.089 0.628 1.033  

Same social group 1.545 0.012 1.102 2.166  

Male 1.868 0.045 1.013 3.442  

Previously targeted 1.267 > 0,001 1.128 1.425  

 
 
  



Appendix 5: Multivariate (fixed effect) Conditional Logit Analysis with Most Aggressive Behaviors (N = 1,282 
potential targets of 641 interventions by 176 third-parties in 46 situations) 

 
 Variable Odds Ratio p-value 95% Confidence interval 

Most aggressive behaviors 1.620 > 0,001 1.257 2.087 

Number of concurrent interventions 0.765 0.018 0.612 0.955 

Same social group 1.491 0.013 1.087 2.044 

Male 1.951 0.020 1.113 3.423 

Previously targeted 1.287 > 0,001 1.138 1.456 

 
 
 
 
  



Appendix 6: Multivariate (fixed effect) Conditional Logit Analysis with First Aggressive Behaviors (N = 1,282 
potential targets of 641 interventions by 176 third-parties in 46 situations) 

 
 Variable Odds Ratio p-value 95% Confidence interval 

First aggressive behavior 1.014 0.103 0.997 1.031 

Number of concurrent interventions 0.825 0.137 0.640 1.063 

Same social group 1.503 0.014 1.087 2.079 

Male 1.623 0.156 0.832 3.165 

Previously targeted 1.295 > 0,001 1.161 1.445 

 
 
 


