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Abstract—This study aims to analyze the behavior of verbal bullying, social
bullying, and physical bullying in early childhood using game mobile learning.
The research approach used is qualitative phenomenology. The informants of
this study were 24 parents, 3 teachers, and 30 children aged 4-6 years in Early
Childhood Education Institutions in Indonesia. Data were collected through indepth interviews, observation, and documentation study. Based on the results
of data analysis, it is known the behavior of verbal bullying, social bullying, and
physical bullying there are differences in the intensity and frequency of bullying
behavior of children aged 4-6 years while playing game mobile learning at
home and in social settings. Unconsciously, bullying behavior is formed and
developed from an early age through game mobile learning used by children.
Children do not understand the meaning of bullying behavior which is shown
through attitudes, words, and behavior when playing game mobile learning. So,
the closest adults to the child are needed (1) to manage learning activities using
game mobile learning, (2) provide intensive assistance for children when playing game mobile learning, (3) provide good advice and admonitions when bullying behavior is presented by the child, (4) agree on clear rules, and (5) firmly
with children when playing game mobile learning.
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1

Introduction

The variety and types of game mobile learning are growing rapidly aimed to provide convenience in facilitating children's learning in a fun way [1], it has another side
that must be revealed more deeply. The flexibility, efficiency, and various conveniences found in the game mobile learning application are considered to be able to answer all developmental problems and achieve children's learning goals and demands,
with or without the assistance of adults around them [2], [3]. Types of games, play
games, action games, and other types of learning games have a good impact on improving student learning [4]. It is regardless of the impact of how children's character
formation during and after playing game mobile learning. In the learning process,
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learning games have different learning outcomes as well as traditional games that previously existed in children's play activities [5], [6]. New behaviors and habits emerge
according to the needs and goals of education and nurture to be achieved by the closest people around the child and no longer based on the child's interests and wishes or
vice versa. Several new behaviors that have emerged have become habits that require
more intensive prevention and assistance due to the presence of a game of mobile
learning.
Bullying is a phenomenon of behavior deviations committed by individuals or
groups of people who can give a negative impact on bullied victims [7]. This bullying
behavior can occur and be done by people intentionally or unintentionally [8]. Data on
bullying behavior from year to year continues to increase, both in terms of the number
of perpetrators and victims, the quality of bullying, and its impact on the individual,
social, mental, and moral [9]. Victims of bullying can happen to anyone and from any
social class, be it from upper or lower social class [10]. It can happen because bullying behavior is often not based on rationality and a healthy mindset rather than based
on the absolute interests of the perpetrator [11].
Related to this phenomenon bullying has become the center of attention and studies
from various groups, both from practitioners, academics, and observers. Bullying can
occur physically, verbally, socially, sexually, and cyber-bullying [12]. Bullying is a
form of violence that has legal sanctions if someone is proven to have committed [13].
Strictly speaking in the world and Indonesia, especially children who are victims of
bullying have legal protection. Both bullying verbally, physically, and psychologically through Law No. 35 of 2014 concerning Amendments to Law No. 23 of 2002, concerning the Child Protection Law has regulated the existence of a guarantee of legal
protection, both from the victim and the bullying [14].
Some cases of bullying in early childhood occur due to a lack of supervision from
teachers, parents, and the surrounding environment [15]. Parents and families are also
too lax in applying the rules, and the authorities do not have a firm attitude and viewpoint against bullying. Kindergarten teachers also have limited knowledge of bullying
[16]. Several studies have shown that boys are more likely to engage in bullying than
girls [10]. Also, girls are more likely than boys to become victims of bullying [17].
An Australian study of 38,000 children found that 22.1% of girls admitted to being
bullied by boys, and as much as 3.4% of boys admitted to being bullied by girls
(Rigby, 2003). It shows that boys are more bullying than girls. Usually, boys do bullying behavior physically, while girls usually bullying behavior in the form of verbal,
mental, and social [18]. Bullying is a habit pattern that is considered normal, it is increasingly difficult to distinguish both the perpetrator and the victim [19]. The emergence of deviant behavior due to bullying is finally seen as strange by the community
and becomes an urgent need that must be resolved immediately through synergies in
the management of education in schools and care at home, with macro-community
involvement around children from an early age.
The rapid development of technology and the progress of the times resulted in parents and teachers of early childhood experiencing indirect changes in the patterns of
care and management of education in schools [20]. Good education management is
the key to successful learning outcomes [21]. Especially during a pandemic like to-
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day, teachers and parents are still required to be able to provide education that is relevant to the progress of the times and the development of children [22]. Limitations of
parents regarding mastery of knowledge and finance should not be used as an excuse
in meeting children's learning needs, even though parents cannot full fill all of their
children's learning needs [23]. Electronic equipment such as gadgets that have now
become one of the children's learning needs at home must also be fulfilled by parents
as a form of responsibility for children's learning continuity [24]. It eventually becomes a problem for some parents and teachers in carrying out educational activities
because of the limited availability of learning facilities. On the other hand, meeting
the needs for learning equipment in the form of cell phones as a medium for learning
at home must be fulfilled along with the Covid-19 pandemic period requires children
to study at home. [25].
The presence of electronic game tools for learning car games in social interaction
and learning in children's environments makes the learning process change incredibly
fast, creative, and full of innovations [1], [26]. Technology-based, a variety of online
learning education services are available on sites that are easily accessible to children
and adults around [27]. The Intelligence and expertise of adults around children to be
able to choose the right learning application that can be accessed through online media is needed. This is necessary to fit the goals and development of children in learning [1]. Game mobile learning is a form of educational service that is fun, motivates,
and enhances children's creativity from an early age [2].
Game mobile learning in various countries has various impacts on children's learning processes [28]. In Australia, game mobile learning helps children to form attitudes
and behaviors. In Malaysia, children are also more motivated and enthusiastic in improving their academic abilities [29]. However, game mobile learning also has a very
high negative impact on children [30]. This can happen because a lot of game mobile
learning content triggers negative behavior, such as content about violence, competitions that require children to take sides, the cultural culture that is not appropriate for
the child's development stage [31]. Children tend to get angry when they are wrong or
lose, tease and curse people around them, sometimes slamming the mobile learning
tools used. This condition is unavoidable and must be accepted, because nearly 89%
of pre-school children in the world practice learning methods. the same through game
mobile learning [32].
Regarding the various advantages, disadvantages, advantages, and disadvantages of
using game mobile learning in early childhood, data is needed regarding the negative
effects of using game mobile learning, especially bullying behavior that has the potential to harm other parties. How bullying behavior can be avoided through an appropriate and targeted use management for children. So that basic data is needed as a form
of efforts to tackle bullying behavior in children from an early age, so this study seeks
to analyze verbal bullying, social bullying, and physical bullying in children aged 4-6
years, due to the intensity of using game mobile learning, both at home. and the
child's social environment.
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2

Research Methodology: Data and Sample Size

This study aims to reveal in-depth the bullying behavior of early childhood users of
the Game mobile learning. Bullying behavior in these children is analyzed based on
the characteristics and intensity of three types of bullying behavior, namely: verbal
bullying, social bullying, and physical bullying. The research approach used is qualitatively based on phenomenological studies. The subjects of this study were 24 parents and 30 children aged 4-6 years who registered as students in Early Childhood
Education Institutions in Indonesia. The Early Childhood Education Institutions was
the target of this study was selected purposively which could support the achievement
of the research objectives. The parameters used as the basis for choosing an early
childhood education institution as the target of this study are (1) readiness of the institution to accept researchers, (2) ownership of game mobile learning devices by students, (3) readiness of parents to provide information about game mobile learning,
and (4) the feasibility and appropriateness of the location where the child and parents
live to be physically attended by researchers related to the COVID-19 situation.
The research data were collected using in-depth interviews, observation, and documentation study. In-depth interviews and observations were conduct at the child's
place of residence and children's play area. Documentation studies conducted on the
existence of stored information, both in the form of writing and images related to
prominent events experienced by children when playing game mobile learning. The
document can be stored on electronic equipment, printing devices, or in other places
that can be considered as data. Data analysis was carried out interactively as long as
data collection took place to completion, which included the steps (1) data collecting,
(2) data reduction, (3) data display, (4) data verification, and (5) conclusion. The process of implementing this research was carried out by a team, which consisted of three
people, assisted by data collectors from student elements of the Early Childhood Education Teacher Education Study Program, State University of Malang.

3

Findings and Discussion

The findings and discussion of this research are presented in graphical and narrative form from each focus of the finding namely is verbal bullying, physical bullying,
and social bullying. The analysis in the form of a narrative about bullying behavior
will be analyzed by the case for ages 4 years, 5 years, and 6 years.
3.1

Verbal bullying

Figure 1 explained there are seven types of verbal bullying found in this study,
namely (1) swear (2) rebuke, (3) profanity, (4) calling inappropriate names, (5) mocking, (6) insulting, and (7) threatening. Of the seven findings, all of them were experienced and carried out by early childhood groups of 4-6 years. Children aged four
years often do verbal bullying in the form of rebuke, mocking, swear, threatening, and
insulting. Such bullying is relatively easy for 4-year-olds to say. The frequency of
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appearance of these words and the ease with which children aged four years old make
bully swear rebuke, and profanity easier to slide from the words of young children.
The ability of early childhood to record and imitate messages circulating in the environment is one of the factors causing the emergence of verbal bullying among 4-yearolds.
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Fig. 1. The Data Graph of Types and Intensity of Verbal Bullying

Children aged five years have different verbal bullying behavior and abilities with
those under and over. Age 5 years old dominantly tends to do verbal bullying in the
form of swear, mocking, calling inappropriate names, and profanity. This data can be
explained, that there has been an increase in the understanding and richness of vocabulary about terms heard in the environment. Children aged five years also can make
self-name associations with other social phenomena. The transfer of a child's nickname with another nickname that has a worse connotation can also be said to be high
cognitive and affective abilities for children of that age. In the perspective of cognitive psychology, the child's ability to do verbal bullying using unusual terms is part of
the development of children's intelligence [8]. However, the role of educators is needed to supervise, control, direct, correct, and at the same time warn against verbal bullying in early childhood [7], [33]. Early childhood educators must have a wealth and
educational style that is adaptive to the development of information technology so that
the messages conveyed by educators can be well received by students. [34], [35]. The
selection of appropriate words, the right place, polite intonation of the language, and
physical and psychological closeness received by children will make learning messages from educators will be very effective in the process of changing students' attitudes [36], [37].
For children aged six years, verbal bullying behavior that often appears are profanity, insulting, and calling in an appropriate name. The types of bullying that appear to
the perpetrators are almost the same as for children aged five years. A rather sharp
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difference from the data in graph 2 is the number of perpetrators, namely 8-10 children who bully. This number is relatively large because it reaches 33% more than the
total number of subjects in this study. In a social psychology review, the ability to
interact with others, be it at home, school, or in the community will always create
social and psychological advantages and disadvantages. From the perspective of child
development, changes in behavior and attitudes always cannot be separated from the
influence of the child's social environment [38]. The social environment makes a big
contribution to the formation of children's behavior, including the ability and courage
to carry out deviant behavior in the environment where they live. Children will develop following the innate character and environmental influences even though each
child will experience different development processes and results, both in terms of the
quality of intelligence and attitude [39].
3.2

Social bullying

Based on Figure 2 explained the findings of social bullying behavior in children
aged 4-6 years show very varied data. There are eight social bullying terms or labels
that appear in early childhood game mobile learning users. The eight terms of social
bullying are (1) intimidating, (2) blaspheme, (3) scoffed, (4) lie, (5) scare, (6) spreading rumors, (7) humiliate others, and (8) isolate someone. The data in graph 2. can be
explained that the dominance of social bullying in children using games mobile learning is on someone's isolation, scare, lie, and scoffed. Some of these social bullying
behaviors are carried out by children aged 4-6 years with different intensities and frequencies.
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Fig. 2. The Graph Data of Types and Intensity of Social Bullying

The children aged four years tend to engage in social bullying by lying, spreading
rumors, and blaspheme, and several other negative behaviors as shown in Fig 2. Lies
and deviant behavior are inherently owned by all humans, including children. However, in the view of psychology and education, all deviant behavior can be changed even
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though in some cases it may take a long time. Behavioral deviations, including the
habit of bullying, if left unchecked, will become an internalized character in every
activity of human life [40]. If this happens, then every person's behavior will always
be accompanied by negative behavior that tends to deviate from social values in general. Psychiatric aspects whose character is much more difficult to change than other
deviant behaviors that have not yet taken root and have been internalized in a child's
or someone's life [41]. The influence of the social and family environment is very
decisive on the formation of children's behavior [42]. People who are close to children
must be able to give positive messages to children, both in the form of physical behavior and oral information [43]. Persuasive and motivational behavior among parents, teachers, and other educators is indispensable in shaping and changing children's
behavior [44].
Children aged five years tend to do social bullying in the form of scoffed, isolated
someone, and humiliate others. Making fun of or insulting other children is a child's
behavior that arises as a result of children's social interactions. This behavior is part of
the child's effort to show his superiority in the eyes of the environment [45]. However,
the behavior of mocking and criticizing or even insulting other children creates social
estrangement between children and even between parents. In the study of child development psychology, the behavior of criticizing and taunting others will not last long
because all the behavior that appears in them is part of the process of self-formation
[42]. The behavior of taunting and criticizing others is easy to change at the same time
when the child receives a reward or reward that is pleasantly appropriate for the child.
For early childhood, rewards or gifts that are considered capable of changing their
behavior are not always in the form of physical objects but can be in the form of verbal praise that is fun and uplifts their psychology [46]. Parents, teachers, and educators as well as anyone who has a close relationship with children must have an understanding and educational ability for students [47]. Parenting activities for parents are
still very relevant to provide the same understanding of strategies for educating children that are in line with educational programs in schools.
Children aged 6 years tend to do social bullying to almost all types of bullying that
children do. In order, the quality and frequency of social bullying carried out by children aged 6 years were isolated someone, scare, lie, scoffed, spreading issues, humiliating others, blaspheme, and intimidating. At the age of 6 years already can process
words and thoughts that are close to perfect in the perspective of child development
psychology. 6-year-olds also have the ability and courage to gather peers to build patterns of social interaction. However, it cannot be denied that the kinship and social
processes of children will always clash with disappointments and self-protects associated with not fulfilling their expectations. Therefore, social bullying often occurs in
early childhood. Physically and psychologically, children aged six years can exert
pressure on other parties, especially their peers. Likewise, to his parents, Six-year-old
child also has the will to force his will so that all his needs are met. In this context,
social bullying occurs when a child feels that he is not being fulfilled what he wants.
The principle of reciprocal or reciprocity is often used as a weapon for children to
exert pressure on other parties, including their parents and peer environment. Once
again, early childhood needs full attention from parents, so the existence and role of
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parents in making educational interactions are needed to help early childhood development.
3.3

Physical bullying

Physical bullying as depicted in Figure 3 that is done by children aged 4-6 years is
(1) damaging things, (2) hurt herself, (3) hurting others, and (4) throw stuff away.
Each of these bullying behaviors has a relatively average intensity and frequency for
all groups of early childhood. Physical bullying is done to oneself and also to others,
either by destroying things or hurting them physically.
10
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Fig. 3. The Graph Data of Types and Intensity of Physical Bullying

In sequence, the intensity of physical bullying that 4-year-olds do is hurting others,
damaging things, throw stuff away, and hurt themselves. The quality or frequency of
bullying is relatively similar. This data can be explained that all types of physical bullying have been carried out and befell children aged 4 years, even though the quality
of the bullying did not cause serious damage or pain. However, this incident must be
the concern of all parties related to early childhood education, especially efforts to
prevent and stop these negative behaviors. Every child has certainly committed physical bullying but everyone must also be aware of this incident so that it does not lead to
bullying that is even more dangerous, both to themselves and others.
Children aged five years tend to do physical bullying in the form of damaging
things, hurting others, and throw stuff away, and then hurt themselves. The data show
that the quality and frequency of physical bullying against various types of bullying
by children aged five years are not too extreme. Physical bullying is an action that
requires motor and physical movements that are guided by the will of the soul to do
something, both to oneself and others. [48]. This incident is part of the child's development process that always appears in every child's movement in their environment.
Parents and educators need the energy management of children's movement so that
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the direction of movement and physical development of children goes through the
correct process according to development principles and tasks. Children's play and
educational devices must be managed properly so that they are used properly according to their function as learning tools [49].
Almost all 6-year-olds do physical bullying with almost the same intensity between
damaging things, hurting others, throw stuff away, and hurt themselves. This means
that physical bullying behavior can easily be done by children aged six years by involving playing equipment as a trigger for the emergence of physical bullying. This
can be understood because indeed physical movements at an early age including the
age of 6 years have high intensity and quality, along with the presence of playing age
in children. Early childhood will always move and play even without being triggered
by play devices or other objects that children need. Children will look for and make
use of objects in their environment to express themselves through various movements
and imaginations of thoughts towards situations and events of other objects.
The following is a summary of the data in the graphical form regarding verbal bullying, social bullying, and physical bullying for each age group 4 years, five years,
and six years. Figure 4 shows that bullying in the form of verbal bullying, social bullying, and physical bullying are all experienced and carried out by children aged 4-6
years with different intensities. Bullying that stands out for four-year-old is physical
bullying followed by verbal bullying and social bullying. Children aged five years do
bullying in the form of verbal bullying, namely physical bullying, and social bullying.
Meanwhile, children aged six years dominate bullying in the form of social bullying
followed by verbal bullying.
100%
80%
60%

Social Bullying
Phisical Bullying

40%

Verbal Bullying
20%
0%
4 years

5 years

6 year

Fig. 4. The Summary Graph of Bullying Actions for Children aged 4-6 Years

The problem of bullying in early childhood is not only triggered by a game called
game mobile learning. Many other potential triggers are bullying behavior in children.
Based on a meta-analysis, game mobile learning data has a positive and negative impact on a learning process [50]. During this period, some children felt motivated and
greatly helped by learning activities using game mobile learning [51]. In Finland,
game mobile learning training can change the way adults think around children [52].

12

http://www.i-jim.org

Paper—The Analysis of Child Bullying Behaviour of Game Mobile Learning Users, in the Early…

Game mobile learning is not as loud as they appear. Pedagogically, child educator
teachers focus on peer learning, virtual environments, environmental awareness, storytelling, and physical involvement to train the simplicity of game mobile learning in
the early childhood learning process [53]. Collaborative, creative, productive, and
participatory learning activities when children learn to use game mobile learning are
one of the solutions for how game mobile learning no longer limits the formation of
children as sociable individuals [1], [44].
Game mobile learning is not the enemy, each party must always be careful in accompanying early childhood to negative behavior that is caused by users of game mobile learning (M. Wang et al., 2009). Although game mobile learning has eliminated
almost all types of games native to local communities in the world that were once the
pride of children in a country. in fact, traditional games can also be turned on into
game mobile learning through innovative development of game mobile learning tools
that are fun and friendly for children's development [1], [54]. Traditional games that
are usually done outside the home are no longer activities that children can do freely,
so game mobile learning is one of the children's learning options to gain knowledge
(Surahman et al., 2020). Sorting the types of games, the ability to receive learning
messages during the learning process using game mobile learning for children requires special learning management and assistance by the adults around them.
Game mobile learning describes the form of playing individually because they only
interact with the use of an electronic game tool [30]. It can indirectly turn off the social sense inherent in children [55]. The frequency and intensity of play that takes
hours without moving the limbs can also hinder their physical growth as well as psycho-social development. Playing game mobile learning, feeling bored, and feeling
hopeless because of the defeat when playing games is very likely to happen to children. Game mobile learning can easily influence children's attitudes [30]. Experiencing depression, irritability, and taking anarchic action when you experience defeat
while playing. On the other hand, winning when playing game mobile learning is also
able to foster motivation, high enthusiasm, and excessive joy so that you don't want to
stop playing and forget about time and responsibility. [32].
Insecure, depression, inability to control oneself, and boredom and addiction to
playing game mobile learning need to be a special concern as a form of the disorder
that occurs in children's personality development due to the use of game mobile learning [56]. Completing learning facilities using game mobile learning is an effort to full
fill children's rights to learn by parents and teachers [41]. But without realizing it, this
can also open up opportunities for failure in the formation of the child's personality
and behavior towards the social surroundings. Slamming cell phones, cursing, and
getting angry when you experience defeat at play are some forms of unsettling behavior that are left without the attention of adults around the child to direct and advise.
Children who were asked about anger, cursing and did not want to make friends when
playing learning games, apparently did not know and felt there was nothing. Caring
and mentoring activities for adults around children is a form of management of mobile
learning games to support their personality and early childhood education programs.
In a developmental psychology review, each child has uniqueness, abilities, and
creativity as well as different developmental differences between children [57]. All
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children must be protected from bullying, both as perpetrators and victims. The growing period of children who are sensitive to outside influences must be protected from
bad behavior that befell them, especially children aged 0-6 who are at the golden age
stage [21]. Children in this phase have extraordinary growth in the aspects of cognition, language, physical, social-emotional, art, religious, and moral values in every
developmental task [58]. In the golden age, children learned many new things and
began to adapt to their surroundings such as the school environment, the environment
around the house, and the social environment of their peers. Attention, protection, and
proper stimulation are essential for the optimal growth and development of children.
Inhibition of the child's growth and development at this stage can result in disruption
of the child's social life skills in the future [59].
The development of the digital world is growing rapidly [60]. Changes in this era
should not be a hindrance for various forms of innovation in learning in the world of
education, especially education in early childhood [61]. Children are white papers and
they still have to live and develop according to their times [62]. Based on the findings
of this study, it shows that many bullying behaviors appear and develop without realizing it through learning activities using game mobile learning used by children. Children themselves do not understand the meaning of bullying behavior which is shown
through attitudes, words, and behavior when playing game mobile learning. So, the
expertise of the closest adults to the child is needed to manage learning activities using game mobile learning, provide intensive assistance for children when playing
game mobile learning, provide good advice and admonitions when bullying behavior
is presented by the child, and agree on clear rules. and firmly with children when
playing game mobile learning.

4

Conclusion

The game mobile learning is part of achieving successful responses in education
and innovation. This gives rise to many media services that can be chosen by the actors in educating children from an early age. However, the impact caused by the use
of game mobile learning as a form of media for children to learn is very large on
changes in attitudes and behavior that have the connotation of bullying, both verbally
and nonverbally as well as other possible effects that have not been analyzed in this
study.
In general, the results of this study can be concluded, that early childhood game
mobile learning users are proven to generate new behaviors that can be interpreted as
bullying. This bullying occurs aimed at other people as well as himself. Bullying carried out by early childhood users of games mobile learning is in the form of (1) verbal
bullying, (2) social bullying, and (3) physical bullying. The intensity and quality of
bullying by early childhood varies according to the frequency and intensity of children using games mobile learning. The longer the child uses the learning car game,
the more frequent bullying will be. The farther away from parental supervision, the
longer the child will use games mobile learning as a game tool. However, the impact
of bullying on early childhood has not reached a stage that endangers themselves or
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others, but it must be done as soon as possible when the child is playing games mobile
learning. This assistance is carried out to prevent an even worse impact on children's
development.
Unconsciously, bullying behavior is formed and developed from an early age
through game mobile learning used by children. Children do not understand the meaning of bullying behavior which is shown through attitudes, words, and behavior when
playing game mobile learning. So, the closest person must immediately realize the
need for intensive assistance and manage using game mobile learning for child to get
goal of learning outcome.
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