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Mobile gaming, online violence exposure, and low literacy predict aggression among children

	
Background/Objectives
[bookmark: _GoBack]Children spend more time with new media than with traditional media, while new media provide children more interactive way to play violent games with others. Experts and parents worried the influence of children’s exposure to violent video games on increasing aggressive behaviors and decreasing prosocial outcomes in long-term. This study applied the concept of general aggression model and cognitive information–processing model to examine the relationship of mobile gaming, online violence, Internet safety literacy, cyberbullying and school bullying perpetration. 

Methods
A representative sample of 2,155 primary school students from Taipei, Taiwan completed the longitudinal survey in both the 2015 (5th grade) and 2016 (6th grade) surveys. Multiple logistic regressions were conducted to examine the influence of mobile gaming, exposure to online violence, Internet safety literacy in grade 5 and changes from grade 5 to 6 as they related to the occurrence and persistence of children of cyberbullying perpetration and school bullying.

Results
Multivariate analysis results showed that after controlling for demographic factors children with higher levels of online violence exposure and lower Internet safety literacy in the 5th grade coupled with an increase in playing mobile games and violence exposure from 5th grade to 6th grade were more likely to engage in cyberbullying perpetration by 6th grade, while children with higher levels of mobile gaming and online violence exposure in the 5th grade predict cyberbullying perpetration persistence in the 6th grade. In addition, children who had higher levels of online violence exposure in the 5th grade and cyberbullying perpetration coupled with an increase in online violence exposure and cyberbullying perpetration predicted school bullying occurrence and persistence in the 6th grade.

Discussion
This study indicated that higher mobile gaming, online violence exposure and lower Internet safety literacy predict children’s aggression. Government should strengthen the regulation and the enforcement of violence content classification to reduce children’s media violence exposure. School could strengthen children’s Internet safety literacy to protect children’s cyberbullying occurrence. School bullying prevention programs should include cyberbullying prevention to improve the norms and culture of respect in the cyber world and at school.
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