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mother impel him to escape from everyday life into the
virtual world of an online role-play computer game. After
a chat with Eliza, an old-fashioned internet chatbot with
some strange new abilities, Eliza mails Bela a couple of
logs: journal files of Eliza’s former chats with kids like him.
Every log file describes another media-related problem
such as media violence use, social isolation or media addic-
tion. Reading these logs, Bela realizes that Eliza is not an
ordinary computer chatbot, but a kind of media usage
advisor. Unfortunately, it turns out that the chat computer’s
advice to solve its chat partner’s problems is not very
helpful, but may be rather extremely harmful. Finally, he
realizes, it is up to him to develop a reasonable approach
to media usage.

Both teaching units were supplemented by several
exercises, role-plays, peer interviews and behavioral train-
ings. Within the units, teachers were advised to give clear
instructions to reduce electronic media usage to a reason-
able time slot not exceeding 60 minutes per school day and
to discuss possible harmful effects of an age-inappropriate
media usage. On the other side, we instructed the teachers
to organize their lessons as a process of two-way-learning:
Teachers were explicitly encouraged to give students the
chance to talk about their favorite media devices and
contents, to illustrate the fascinating aspects of electronic

media usage and to explain the positive facets of electronic
media. It is our firm conviction that only after teachers
really understand their students’ media world can they be
serious pilots and broadly accepted advisors in this world.
Furthermore, both teaching units were accompanied by
trilingual leaflets for parents, parent-teacher-conferences
and letters to parents. As the cooperation of parents is an
essential part of a teaching unit on leisure time media
behavior, we advised the teachers to arrange parent-
teacher-conferences where the “media topic” was linked
with other important (e.g. monetary) decisions, to get a real
chance to get through to almost all parents and not only the
committed ones.

On three occasions—before the first lesson in autumn
2005, after the first lesson in spring 2006, and after the
second lesson in spring 2007—a survey was conducted with
the children in the classes receiving the lessons and with a
further 454 schoolchildren from 20 control classes. On all
measurement occasions, a paper-pencil interview was
completed within the classroom setting concerning media
availability and exposure, leisure time and social behavior,
perceived parental education and guidance (general/
media), as well as socio-demographic parameters. Stan-
dardized psychological tests served to assess students’ IQ
(CFT 20), academic self-image, classroom climate and social
integration (FEESS 3–4). Additionally, all students’ body
weight and height were taken. The children’s parents were
questioned at t1, t3 and t4 regarding socio-demographic
parameters, educational achievement, media equipment
and exposure (self/child) as well as their children’s leisure
time behavior. A teacher questionnaire was used to evaluate
class characteristics, school performance and work habits at
all measurement occasions.

Findings
Due to our primary research focus on media usage effects
on academic achievement of primary school students, data
on students’ violent behavior was not collected until t3.
Therefore, at this point we can neither present longitudinal
data on the correlation between media violence and violent
behavior, nor can we interpret group differences between
control and treatment group as causal effects of the inter-
vention. Nevertheless, we considered it appropriate to
calculate a structural equation model for t3 to test the
hypothesis of an independent effect of media usage on
violent behavior. Our model (see Figure 3) shows signifi-
cant correlations between gender (male), personality
variables (lower empathy and higher impulsiveness), a
high degree of daily media exposure (content and time),
and problematic social behavior (measured by school
violence).

In this analysis, we especially focused on the role of
empathy and its moderating influence on the relationship
between media violence and violent behavior. On the one
hand, as expected, we observed a direct, independent effect
of violent media content use on violent behavior, although
we could not verify, as our literature review would suggest,
a significant direct effect of violent media content use on
empathy. On the other hand, we could confirm a direct
effect of temporal daily media exposure on empathy. From
our point of view, this result can be interpreted as indicat-
ing a necessary change in our perspective on media

Figure 2. An essential part of the media education lessons was
the creative reflection of children’s media usage and its possible
effects.
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violence research. Sheer media exposure times are of
importance for the development of violent behavior, an
influence that should not be underestimated. Children who
spend several hours a day in digital virtual worlds,
interacting only with media characters or avatars of other
users, seem to have a deficient development of empathy,
independent of the consumed content. Our interpretation:
Para-social relations to media characters and avatars
cannot substitute the role of real-world social interactions
in developing empathic abilities.

In this context, the results regarding our media teaching
units were encouraging (included in the analyses were only
those students who participated in all three measurement
occasions; treatment: n = 401, control: n = 363): Firstly, after
three measurement occasions, the percentage of primary
school children with a television or a games console in their
bedroom was significantly smaller in the intervention than
in the control group (see Figure 4).

Although there were already minor differences
between the groups at the time of the first survey (t1), the
media education lessons succeeded in widening them. We
also observed effects on media exposure (time and content)
for children in the 20 intervention schools at the third
measurement occasion (t3), compared to children in the
control schools. Regarding school achievement, further
measurements have to be obtained before we can assess
true effects of our media education program. First analyses,
however, show a higher percentage of children improving
their marks in the intervention group (56 percent) than in
the control group (48 percent). Besides students’ media
behavior, first analyses of t1 to t3 longitudinal data focused
on parental media education and guidance. In our under-
standing, parental media education consists of an atten-
dance-part and a regulation-part. Parental attendance
implies an interest in children’s media habits and an active
engagement in helping children to reflect on those habits.
The regulation-part consists of clear parental rules regard-
ing tolerable media times and media content on the one

hand, and monitoring of these rules on the other hand. In
our questionnaire, we focused on parental media education
regarding TV usage and video game playing. Figure 4 d)
shows an intervention effect on parental media education
relating to TV usage. Parents’ educational engagement in
the video game playing habits of their children increased in
both groups, whereas we cannot detect an additional inter-
vention effect. Even though control group parents and
group parents show intensified efforts in video game
related education (which is probably related to the inten-
sive current debate on video game usage in Germany), the
work with parents has to be intensified in the subsequent
years of our program.

What is to be Done?
Fortunately, our program is far from being finished yet. In
early summer 2008, students in the treatment group took
part in a third step of our media education program, and a
fourth measurement (5th grade) was instituted in all three
study groups (data regarding this third year of our program
are currently being analyzed). An additional media
education unit and measurement occasion is scheduled for
the end of sixth grade in summer 2009 and we will probably
be able to follow students of all groups, treatment, both
control and baseline, up to the ninth grade. Thus, long-term
effects of our primary school media education program can
be tracked into adolescence. So much for the good news. The
bad news is that due to crammed curricula, it is hard to
convince treatment group teachers to take part in a last,
fourth teaching unit. As long as school-based media
education is not made compulsory in German curricula and
is focused only on new electronic learning and teaching
tools, this very important task will tend to be sidelined for
sure. It is necessary, on this account, to illustrate the chances
and advantages of media education programs based on
viable, well-evaluated examples, which can easily be
integrated into current school curricula.
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Figure 3. Structural equation analysis of school violence.
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Figure 4. A) Bedroom media equipment1 (TV, Games Console in %) by group and measurement occasion. B) Media exposure on an
average school day2 (TV, Computer Games in minutes) by group and measurement occasion. C) Usage of age-inappropriate computer
games (rated age 12, 16 or 18)3 by group and measurement occasion. D) Active parental media education4 (TV, Computer Games) by

group and measurement occasion.

1 Multivariate (TV/GC/PC) Analysis: Media Equipment (Repeated) �

Group, F(3/605) = 4.61, p < .01, η2 = .02; Group p < .05, η2 = .02; Media
Equipment, p < .001, η2 = .04.

2 Multivariate (TV/CG) Analysis: Media Exposure (Repeated) � Group,
F(2/706) = 4.26, p < .05, η2 = .01; Group p < .01, η2 = .02; Media Exposure,
p < .001, η2 = .11.

3 Univariate Analysis: Inappropriate Usage (Repeated) � Group,
F(1/371) = 1.87, p < = .17; Group p < .01, η2 = .02; Inappropriate Usage,
p < .001, η2 = .04.

4 Multivariate (TV/CG) Analysis: Parental Media Education(Repeated)
� Group, F(2/540) = 5.86, p < .01, η2 = .02; Group p = .20; Parental Media
Education, p < .001, η2 = .04. Univariate (TV): Parental Media
Education(Repeated) � Group, F(1/541) = 5.39, p < .05, η2 = .01. Univari-
ate (CG): Parental Media Education(Repeated) � Group, F(1/541) = .989,
p < = .282.
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Adolescents’Video Game Playing and
Aggression
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Now that computers are widespread, more and more
people are playing games on them for daily recreation.
Game designers have become a highly-paid elite due to the
demand in this market, and the number of game players has
been increasing rapidly. Moreover, gamers are no longer
satisfied with the initial mild games played just for fun, and
have begun to actively seek game partners online. Violence
is playing a larger part in games. According to the “2007
annual report of online gaming in China”, 19% of students
were keen on online-games; nearly 60% of players were
19–30 years old; 31% of players preferred RPG (Role Play
Games); and 24% preferred ACT and FPS (Action Game &
First Personal Shooting Game). Young people 19 years of
age and below have been investigated less; to explore the
nature of adolescents’ game playing and its consequences,
a research group in the Center for Child Development and
Family Studies at the Shanghai Normal University
conducted a research project focusing on the video game
playing of adolescents. The participants were students in
grades 6, 8, and 10 in middle schools in Shanghai, China.
We collected comprehensive data on various violence levels
of video game playing, game play time, level of game skill,
behavior problems, personality traits, parenting styles,
family earnings, etc. Our aim was to use multi-methods
such as questionnaires and experiments to investigate the
access of Chinese children and youth to violent video
games, analyze possible causes of aggression, and test the
relations between violent video game playing and
aggression.

Why Do Adolescents Love to Play Video
Games?
In our project, we were first interested in reasons for
adolescents’ involvement in video games. Our results
suggested that middle- and high-school students like to
play video games (with violence or not) for the following
main reasons:

First, games are designed elaborately and beautifully.
For example, some RPGs (Role Play Games) have an
intricate plot and funny dialogue, and some have delicate
CG (Character Graph) designing and dramatic audio
effects, which can have a magnificent audio and visual
impact.

Second, the system of levels in game design can provide
players with an experience of success. Video games usually
have a character level and a game level. Players can get
access to higher levels after gaining enough points through
their own efforts, and have a chance to experience success
thereby.

Third, games can enhance players’ judgment and other
abilities and enable them to practice using strategies. Many
games require players to make quick judgments, and some
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