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Internet Game Addiction according to the School Violence

and Cyber bullying Victimization of Elementary School Students

Jin-oh Choi*

ABSTRACT

This study analyzed the impacts of school violence & cyber bullying victimization on the Internet game addiction from
896 4th-6th grade elementary school students in Seoul and Gyeonggi educational regions. Results indicated that school
violence and cyber bullying victimization could aggravate Internet game addiction, particularly, for male students compared
to female students. Regrading family and friend protection as buffer factors for Internet game addiction, the family
protection could alleviate the negative impacts of cyber bullying victimization on the level of game addiction and the friend

protection could moderate the negative impacts of school violence victimization on the Internet game addiction level.
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