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Abstract: In a digitally developed civilization access to different
kinds of content and information can be easily acquired. From all the
available content, some individuals chose and prefer to consume
aggressive or violent content. In this light, the scope of this
investigation is to determine the connection between the level of
Violent Content  Preferences (V'C) and the levels of General
Awntisocial Bebavionr (AS) and Schadenfrende (SCH) and the
relationship between the intensity of life satisfaction (LS) and the
intensity of Violent Content Preferences (1'C), General Antisocial
Behavionr  (AS) and ~ Schadenfrende  (SCH).  The  present
investigation is part of a chain of studies with reference to violent
bebaviours and cognitions. In this study, a number of 81 students (M
= 2757 SD = 9.25) from Arad, Romania, Aurel Vlaicu
University, were investigated. V'C and SCH. were measured with the
explorative affirmations, AS' scores were obtained with the help of the
How I Think Questionnaire (HIT) and 1.S was calcnlated with the
help of the Satisfaction with life scale (SWLS). The obtained data
ilustrates that V'C is positively associated with AS an SCH,
Surthermore, AS' is positively related with SCH, and LS was
negatively associated with V'C, AS and SCH. These outcomes point
out the requirement to take into consideration the content we consume
in regard to one’s satisfaction with life and can offer literature
meaningful information in regards to the prevention or reduction of
anti-social tendencies or cognitions.
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1. Introduction

Being a technologically developed civilization, access to different
kinds of content and information can be easily obtained (especially by using
the internet through different devices, i.e. smart phones, laptops, personal
computers). Individuals consume and prefer to consume various content
and information, some of it even being aggressive or violent. Literature
indicated that violent or aggressive content has a high frequency in media,
on the internet and on other platforms and some of this content can even be
accessed by individuals underage (Jahangir et al., 2014; Smith et al., 2003;
Thompson & Haninger, 2001; Westerman, & Tamborini, 2010; Wilson et al.,
2002). In this light, there are numerous studies in literature that found
significant associations between aggressive content consumption and anti-
social tendencies (Anderson & Dill, 2000; Anderson et al., 2003; Fischer &
Greitemeyer, 2006; Gentile et al., 2004; Greitemeyer & MclLatchie, 2011;
Zumbach & Bluemke, 2018). These findings do not necessary suggest that
all individuals who consume aggressive media will become criminals
(Zumbach & Bluemke, 2018). What they can suggest is the fact that
individuals who consume aggressive media may develop some anti-social
traits or tendencies and can enjoy when something bad happens to others,
but this does not necessarily mean that they will commit crimes (Ash et al.,
2019; Saleem et al., 2012; Zumbach & Bluemke, 2018). It is also true that
some individuals who enjoy aggressive content or enjoy when something
bad happens to others can also develop serious behavioral problems,
especially if there are pre-existing problems (Kanz, 2016; Greitemeyer &
McLatchie, 2011; Greitemeyer, 2014; Wang et al., 2019). Therefore in this
investigation we want to examine the link between the level of Violent
Content Preferences and the levels of general anti-social behavior (including
cognitions and types of behaviors) and Schadenfreude.

Schadenfreude is a borrowed term from the German language and
the literal translation is “harm joy” (Heider, 1958). It is represented by the
unusual experience of enjoyment or pleasure caused by the misery or
troubles experienced by other individuals (Wang et al., 2019). Schadenfreude
is a negative (or dark) emotion, where instead of experiencing compassion
towards someone's troubles, schadenfreude involves pleasurable feelings
from watching someone else suffer (Erzi, 2020; Wang et al., 2019). In this
light, recent studies from literature suggested that schadenfreude can be
related to some anti-social tendencies, such as: aggression, anger or
vengeance (Erzi, 2020; Sawada & Hayama, 2012). Studies also suggest that
individuals who consume content (with aggressive tendencies) can
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experience schadenfreude (Westerman & Tamborini, 2010; Wei & Liu, B.
2020; Ash et al, 2019; Ouwerkerk & Van Dijk, 2008). There are other
studies that indicated that the consumption of pro-social content (i.e. video
games or music) can reduce schadenfreude and anti-social tendencies
(Saleem et al, 2012; Greitemeyer et al., 2010; Greitemeyer, 2010).

Anti-social behaviors are described as observable behaviors that can
have a negative impact on other individuals (in a direct or indirect manner),
by defying significant moral or social norms (Barriga et al., 2001). These
types of behaviors can include acts with a high level of violence (i.e. murder,
rape or violent assault) and/ or less violent acts of aggression (i.e.
shoplifting, lying or stealing) (Barriga et al., 2001). Anti-social behaviors are
generally associated with a number of risk factors, both internal and external,
such as elevated levels of impulsivity, sadistic personality attributes, illegal
substance consumption, social disadvantage, the presence of stressful life
events, academic failures and family problems (Bailey & Scott, 2008).

Further in this investigation we want to see the link between the
above mentioned variables (i.e. General Anti-social Behaviors, Violent
Content Preferences and Schadenfreude) and well-being (life satisfaction).
We especially want to see how Violent Content Preferences can affect
subjective wellbeing (life satisfaction) in a digitally developed society. In
psychology, life satisfaction (or subjective wellbeing) is represented by
cognitive-judgmental processes in which individuals manifest their personal
interpretations and conclusions in regards to exitence in general (Anand,
2016; Shin & Johnson, 1978; Diener et al., 1985). Negative life experiences,
such as decreased levels of academic achievement, inadequate parenting,
physical abuse, dysfunctional families, low family income, deviant peers and
disadvantaged neighborhoods or communities can alter the quality of
wellbeing and can associate with anti-social behaviors (Farrington, 2005;
MacDonald et al., 2005; Proctor & Linley, 2014; Henry, 1994; Millie, 2009;
Zullig et al., 2001).

Technological advancement can improve the quality of life
satisfaction or subjective wellbeing trough the enhancement of social
connections, informational support, access to enjoyment or entertainment
services and malleable working experiences (Burke et al.,, 2010; Ciolfi &
Lockley, 2018; Gwinner et al., 2017; Rad & Demeter, 2019). Other studies
showed that the influence of content consumption can have a significant
impact on wellbeing. In this light, some argue that the consumption of
aggressive content may lead to more negative or violent cognitions and
behaviors, which in turn can alter the elements of life satisfaction or
wellbeing (Huesmann, 2007; Jahangir et al., 2014; Reinecke & Oliver, 2017).
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2. Materials and research methods
2.1. Objective and Hypothesis

The objective of this study is to determine the connection between
the level of Violent Content Preferences (VC) and the levels of General
Antisocial Behavior (AS) and Schadenfreude (SCH) and the relationship
between the intensity of life satisfaction (LS) and the intensity of Violent
Content Preferences (VC), General Antisocial Behavior (AS) and
Schadenfreude (SCH). The present investigation is part of a chain of studies
referring to violent behaviors and cognitions (i.e. Demeter & Rad, 2020).

Hypothesis 1: There is a positive relationship between the level of
Violent Content Preferences (VC) and the levels of General Antisocial
Behavior (AS) and Schadenfreude (SCH).

Hypothesis 2: There is a negative correlation between the level of
Life Satisfaction (LS) and the presence of Violent Content Preferences (VC),
General Antisocial Behavior (AS) and Schadenfreude (SCH).

2.2. Participants

For this investigation, 81 students from Arad Romania, Aurel Vlaicu
University have willingly answered the statements on the basis of informal
agreement. The research participants consisted of 55 females and 26 males (f
- 67.9; m - 32.1%), with an age mean (M) of 27.57 and a SD (standard
deviation) of 9.25. Every participant was enrolled in or at least completed a
university period of studies (Bachelor's Degree, Master's Degree or
Postgraduate Degree). Convenience sampling has been utilized in this study.
Students that participated in this investigation were chosen on a consecutive
basis by order of presentation after completing an anonymous questionnaire
posted on social media sites in compliance with the easy concept of
accessibility. The time period used for data collection was from December
2019 to February 2020. The gender composition illustrates the bulk of the
female population of graduates and undergraduates in the Department of
Psychology, Social and Educational Sciences Sciences at Aurel Vlaicu
University in Arad.

2.3. Instruments

2.3.1. The How I Think Questionnaire (HIT) (Barriga et al., 2001)

In this investigation the HIT tool (Barriga et al., 2001) was used for
the assessment of general anti-social behavior (AS), developed to determine
the intensity of self-serving cognitive distortions (i.e. Blaming Others,
Assuming the Worst, Minimizing/Mislabeling and Self-Centered) and the

101



BRAIN. Broad Research in June, 2021
Artificial Intelligence and Neuroscience Volume 12, Issue 2

four categorizations of antisocial actions (i.e. Physical Aggression, Stealing,
Opposition-Defiance and Lying). HIT (Barriga et al., 2001) is made of 54
statements, with an answering scale made of 6 points (Likert type scale),
stretching from strongly agree (6) to strongly disagreed (1).

From the number of 54 statements, 39 are designed to evaluate the
four categorizations of self-serving cognitive distortions and the four styles
of antisocial behaviors, 8 are designed to measure the degree of anomalous
response (to identify the authenticity of the gathered data) and 7 are
designed as positive filters to mask the 39 questions (Barriga et al., 2001).
The level of Physical Aggression plus the level of Opposition-Defiance
make up the Overt Scale (antisocial phenomenon that specifically affect the
casualty) and the level of the Stealing plus the level of Lying make up the
Covert Scale (antisocial acts that indirectly include the victim) (Barriga et al.,
2001). In this light, the questionnaire consists of a total of 12 scales and
subscales and can have a global score (Barriga et al., 2001).

In the previous analysis (Demeter et al., 2018), HI'T was validated for
Romanian use (linguistic validation) and the present investigation revealed a
good internal accuracy, with an Alpha Crombach coefficient varying from.68
t0.84, with a global coefficient of.91.

2.3.2. Explorative Affirmations

In this research, we established a set of commonly formulated
affirmations, based on literature studies and works (American Psychiatric
Association, 2013; Martens & Palermo, 2005; Shoemaker, 2010; Bandura et
al., 1963; Bethell et al.,, 2019; Smith et al., 2009), that seek to analyze the
intensity of: violent/ aggtressive content (text, audio or video) preferences
(VC; e.g. I prefer to read literature or content with an aggressive or violent
theme; evaluated by 4 items); perceived positive childhood experiences (e.g.
I was feeling secure in my childhood; evaluated by 3 items); control/
domination of others (e.g. I feel good when the people around me do what I
say; evaluated by 3 items); perceived superiority (e.g. I consider the people
around me to be inferior to me; evaluated by 3 items); perceived loneliness
(e.g. I feel alone; evaluated by 1 item); openness (e.g. I easily relate to other
people; evaluated by 1 item); self-isolation (e.g. I prefer to spend more time
alone; evaluated by litem); and schadenfreude (SCH; e.g. I feel good when
something bad happens to other people; evaluated by 1 item). The 17
statements were introduced with a 6-point response scale (Likert scale),
stretching from 5 (it characterizes me to a great extent) to 0 (it doesn't
characterize me at all).
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Schadenfreude (SCH) and violent/ aggressive content preferences
(VC) will be used in this study. Schadenfreude assesses the way individuals
feel about the troubles experienced by other individuals and violent/
aggressive content preferences assesses the way in which individuals chose
to consume that type of content, in the form of video, audio or text. The
Alpha Cronbach coefficient for violent/ aggressive content preferences was
.87, indicating that the chosen scale was reliable in this study.

2.3.3. Satisfaction with life scale (SWLS) (Diener et al., 1985)

SWLS (Diener et al, 1985) was used to measure life satisfaction
(subjective wellbeing), which seeks to identify the comprehensive mental
interpretations of one’s perception with existence. This tool is composed of
5 statements, with a 7-points response scale, stretching strongly agree (7) to
strongly disagree (1) (Diener et al.,, 1985). SWLS (Diener et al., 1985) was
linguistically tested in a previous analysis for Romanian utlility (Stevens et al.,
2012) and demonstrated improved internal accuracy with an Alpha
Cronbach coefficient of 0.80 in the current investigation.

2.4. Study Design and Procedure

A non-experimental correlational design will be used for this
investigation. For the first hypothesis the dependent variables are: the level
of VC and the levels of AS and SCH. For the second hypothesis the
dependent variables are: the intensity of LS and the intensity of VC, SCH
and AS. For the verification of the two hypotheses non-parametric
correlations (Spearman correlation) will be used because the gender
distribution is not balanced and the null hypothesis for the normality test
was rejected for all the variables (Table 2), meaning that the studied variables
are not normally distributed.

The instrument package (HIT, General Affirmations, and SWLS) has
been introduced to the participants on a virtual platform (via Google Forms)
and an informed consent was given consisting of a study attendance
agreement and guarantee on the confidentiality of the data.

For the verification of the participants’ attention to the instruments
distributed in an online format, the values from the Positive Filters (PF)
scale of the HIT tool (Barriga et al., 2001) were used. The statements from
the PF scale are not similar with the rest of the statements from HIT. If the
participants obtained higher values for PF compared to the general values
from HIT, than we can consider that attention was present for the
instruments’ questions. The mean value for PF was 546 (SD = .48),
indicating the case that the participants were focused when they responded
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to the statements because the mean value for HIT was undoubtedly
decreased, i.e. 1.91 (SD = .57) (Table 1).

3. Results and discussion

In addition to analyzing the discussed concepts and variables, the
mean value for the Anomalous Responding scale was also identified, for the
verification of the integrity of the collected data obtained from the
application of the instrument kit (HIT, The General Affirmations and
SWLS,). If the obtained mean average of the Anomalous Responding Scale
was exciting 4.00, the measurement should be deemed to be interpreted as
being doubtful as regards of the credibility of the answers processed; if the
measured data was exciding 4.25, then the given responses will not be
regarded as accurate (Barriga et al, 2001). The obtained value for the
Anomalous Responding Scale in this study (N = 81) was M = 3.81 (SD =
1.12), which displays that most respondents offered truthful responses to the
instrument package statements.

Table 1. Standard deviations and means and for Life Satisfaction (LS), Violent
Content Preferences (VC), General Antisocial Behavior (AS) and Schadenfreude

(SCH)
LS VC AS SCH
Mean 5.32 .81 1.91 27
Std. Deviation 95 .97 .57 .60

Source: Authors’ own conception

Table 2. Shapiro-Wilk test for Life Satisfaction (LS), Violent Content Preferences
(VO), General Antisocial Behavior (AS) and Schadenfreude (SCH)

LS VC AS SCH
Statistic 92 81 .94 .50
Sig. p<.01 p<.01 p<.01 p <.01

Source: Authors’ own conception
3.1. Hypothesis 1:

There is a positive relationship between the level of Violent Content
Preferences (VC) and the levels of General Antisocial Behavior (AS) and
Schadenfreude (SCH).
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Table 3. Spearman correlation between the level of VC and the levels of

AS and SCH
AS SCH
VC 43 35
SCH 33
“-p <.01

Source: Authors’ own conception

3.2. Hypothesis 2:

There is a negative correlation between the level of Life Satisfaction
(LS) and the presence of Violent Content Preferences (VC), General
Antisocial Behavior (AS) and Schadenfreude (SCH).

Table 4. Spearman correlation between the level of LS and the levels of
VC, AS and SCH

VC AS SCH

LS =24 -.257 -.29™

Top<.0L;"-p<.05

Source: Authors’ own conception

4. Discussions and conclusion

The current study investigated the connection between the level of
Violent Content Preferences (VC) and the levels of General Antisocial
Behavior (AS) and Schadenfreude (SCH) and the relationship between the
intensity of life satisfaction (LS) and the intensity of Violent Content
Preferences (VC), General Antisocial Behavior (AS) and Schadenfreude
(SCH). Results confirm the two proposed hypotheses, meaning that VC is
positively associated with AS an SCH. Furthermore, AS is positively related
with SCH. As for the second hypothesis, LS was negatively associated with
VC, AS and SCH, SCH having the strongest association.

These preliminary findings are consistent with literature, meaning
that violent or aggressive content consumption can associate with anti-social
behaviors and schadenfreude (Anderson et al., 2003; Anderson & Dill, 2000;
Ash et al., 2019; Fischer & Greitemeyer, 2006; Greitemeyer & MclLatchie,
2011; Kanz, 2016; Westerman & Tamborini, 2010; Wei & Liu, B. 2020).
Literature also suggests that schadenfreude is associated with anti-social
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behaviors (Erzi, 2020; Sawada & Hayama, 2012; Wang et al, 2019).
Furthermore, literature suggests that the consumption of violent or
aggressive content can have a significant impact on life satisfaction
(Huesmann, 2007; Jahangir et al., 2014; Reinecke & Oliver, 2017). Other
studies suggest that low life satisfaction can associate with anti-social
behaviors and negative cognitions (Zullig et al., 2001; MacDonald et al.,
2005), but increased levels of life satisfaction can associate with pro-social
outcomes (Mohamad et al., 2014; Proctor & Linley, 2014).

These results can underline the importance of life satisfaction in a
technologically advanced society. The information and content we consume
can shape our cognitions and behaviors. If we expose ourselves to negative
or violent content, we can experience unpleasant thoughts and there is a
chance that we can adopt some negative behaviors from that content and
these behaviors and cognitions can alter the quality of subjective wellbeing.
Some studies show that exposure to pro-social content can enhance pro-
social behaviors (Greitemeyer et al., 2010; Greitemeyer, 2010; Saleem et al,
2012).

The practical of this investigation underlines the necessity to take
into consideration the content we consume and can offer literature
meaningful information in regards to the prevention or reduction of anti-
social tendencies or cognitions. Interventions can focus on the digital aspect,
implementing applications or services which can enhance one’s life
satisfaction and can decrease anti-social tendencies and cognitions.

One of the important limitations of this preliminary investigation
could be displayed by the decreased presence of respondents (N = 81) and
the unequal distribution of gender, which means that the present findings do
not qualify a development on specific classifications of age, gender or
educational  background. Forthcoming research on homogeneous
populations may offer more valuable knowledge in the structuring of a more
relevant representation of the topic under study in various demographic
categories.

In future investigations, the bi-directionality of the variables can be
considered. In the current investigation, life satisfaction had a stronger
connection with schadenfreude. This can mean that low life satisfaction can
associate with schadenfreude, which can associate with violent content
consumption and then anti-social behaviors. With this limitation in mind,
future studies on a larger population can determine the predictors and causal
effects using multiple regression analysis.

As a preliminary analysis, forthcoming studies will be advanced on
greater samples, taking into consideration more variables correlated with life
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satisfaction and anti-social behavior, thereby providing a clearer picture of
maintaining a healthy life satisfaction, particularly in a digitally developed
civilizations.
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