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Abstract

This study employed a mixed-methods approach integrating quantitative and qualitative data. The
objectives were to (1) examine perceptions of violence reduction in esports video games, (2) assess its
impacts, (3) compare differences across demographic characteristics, and (4) propose policy
recommendations for Thai educational institutions. The quantitative sample comprised 400 participants—
200 upper secondary students and 200 undergraduates—from institutions offering esports programs,
selected through simple random sampling. Qualitative data were obtained from in-depth interviews with
three university lecturers as subject-matter experts. The findings indicated that (1) overall perceptions of
violence reduction were moderate, with the highest scores in understanding violent content, while
perceptions of actual reduction were low; (2) the overall impact was moderate, with positive effects in
social and attitudinal dimensions, but the lowest in behavioral outcomes; (3) no significant gender
differences were found overall, although some differences appeared in specific dimensions, and no
significant differences were observed between education levels; and (4) policy recommendations
emphasized age-appropriate content control systems based on international or local standards, clear
institutional policies for game selection, teacher supervision, and training on psychological impacts to
enhance emotional intelligence and support students’ ability to distinguish between virtual and real-

world contexts sustainably.
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1. uni (Introduction)

Yagtugnamnssunuuazdadesnlulszwalvefiulnegnisings lnensdinnuuleuisuasgvsmans
M3 (aun.) Useiiuilud 2565 geavinssudalasnlneiiyamusyanns 37,600 S1uum warAninazAulady
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98 (Research Methodology)
W unFRedUsuswiumsidedananin (Mixed Methods Research) Inedisneaziden

D

4. AFenRUU
AN5398A

Qe

al

il
4.1 UszvInIuaznguiegng

1. Uszrnnsiildlumsinuwadaiie dniSeusasindnuesanudnuluussmalnedifimsiduazineidy
Flatnudmsumsutsduinndalosn

2. nguiegiildlunsideniuingussasdd 1 2 3 wag 4 Ao lneidenananufnuiiidnisaeunie
damsudsufindavesn lnedenngudiedradudnieulussdudsenfnwneudats $auau 200 AU waz
UndnwiluseiuuSyng S1uau 200 AU TITTEY 400 AU Aen15l835n13d 10819418 (Simple Random
Sampling) I@mLﬁaﬂﬁfﬂL%'&JuLLastﬂﬁmenmﬂamuﬁﬂmﬁﬁ@mauﬁ’ﬁmuLﬂmﬁﬁﬁmui%’aﬁﬁ’mum

3. ﬂ&j:uéhaEiNﬁ%‘bﬂ’lﬁ%’&lmuifmqﬂﬁxaaﬁﬁ 4 A 91TTUNINLIREAIUNITUIINTNSANY 1 Yiu
puuinnssuvisemalulagnisdne 1 vinu uazaumalulaging gsiatuiwiedaniine 1 vi SATAY 3

iu
4.2 \3esilefl{ludde

1. wuvasuausuanyassUsEnsenans laun inauuseandumenauasnde wazszaun1sfinm
wispenifuisenfnuneulansuasseaulsgans

2. wuvaaununsTuinsaaneuausuusuIdlainudmsunisudstuinidalesa (Perceived of
Deviating Violence: PDV) IngUsuussuuuaaua1uisloin (Video Game Questionnaire) wazuUszgnsldain
il innsduianugunssvesialeiny (Video Game Violence) 99 Anderson & Dill (2000) Usznousae 3
1 ldun 1) Arueanudilaid emAuguuss (Understanding) 2) #un 1sdainmesdUsenaunnuguunss
(Observation) uag 3) Suns3uFMsanvBLATINTULSS (Perception) Bauuuinduinasusediu & 3 sedu Tu
Sz “goan” “glaisen” way “liwile” TneuwnuAnTaUiunm fio “17 “0” way “-1” nudiy Tauvady 15 1o
Tnefmustisazuuuiisutanumneaadsmundnnssunuaun i 1swesdunsnad ures Best (1977)
foil

Max—Min 1-(-1)

PDV = = ~ 0.667 (1)
N 3

3. wuuUssiiliunansenuveInisaanauausulsldalanydmsunisuisduinidalese (Impact of
Deviating Violence: IDV) neusuussuuuinaa1ui1a$1a (Buss-Perry Aggression) wuudamanuiiuaniiule
(Adolescent Measure of Empathy and Sympathy) kaghuuinnsauranI11§uLse (Exposure to Violence in
Video Games) 983 Lacko et al. (2024) Usznausie 4 nansznu Laun 1) nansenusoviFuai (Attitudes) 2)
NANSENURDNAANT3U (Behavior) 3) HansenuseA AN (Feelings) Uar 4) Hansenusedsny (Society) Fauuy
Faduinnsusaduen 3 5 seau saus “liidudae” auiic “Gudeegede” suvdu 16 98 Tnefmungag
AruuUAeulamumneAadenundnnsAwsanun e s uns AT IYes Best (1977) fvil

jpy =MxMIn _ 571 1333 @)
N 3

Pnesesienisidelude 2 war 3 Tnsfmuatisavuuuiioutan e AeasauanNSALINAI

nfevesdunsniatures Best (1977) mmiaaqﬂmm%miLLUamaﬂsLLuuLaﬁaﬁq Table 1. sioluil
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Table 1. Criteria for Interpreting the Mean Scores of Perceptions and the Effects of Violence Reduction in
Video Games for Esports Competitions

Interpreting the Perceived Attenuation of Assessing the Impact of Attenuation
results Violence of Violence
High level 334 -1 3.668 - 5
Medium level -333-.333 2.334 - 3.667
Low level -1--334 1-2.333

4. wuudunrwal@adnnisaaneuanugusssluialainudmsunisusduimdavese lnednwiain
lassasedmsunisdunivalidadnuuuysingnisalinen (A Structure for In-Depth, Phenomenological
Interviewing) U84 Seidman (2006:16-24) Usznausay 4 19

4.3 nsanTevidaya
Tumsieiinsiengideyadessuuneufinmes InsldlusunsudiSaguiinseideyatildannsiv

53U5lFNNGUATRE 1NN IATIEINNIEN1TNNERR mseesiutsoondudieluil

Smqusvasdd 1 way 2 lmsliasesideyaidanssann (Descriptive Statistics) tumsiasesidoya
Tngldadfussoneiiioosuisdnuusvenguiogauardnyuedulsidlun1side 1iun Annud (Frequency)
Anfosay (Percentage) Alads (Mean) wag Adeauun1nsgu (Standard deviation)

Snquszashil 3 MIAATIERRNLLANIRIEINAGBU t (t-test Analysis) iumsnaaeutUSeuLiiou
ANNUANGAYBIEN T ST INTMARSABNITTUTHaENANTENUYBINTARauUANLTULSsATaInudmTUNS
wistuBavesalunismaaey Taefvuaasedutaddayd .05

5. Wan15238 (Results)
MnndeuiBnisive anmnsnsenumamsifemaringUssasinsidelasd

5.1 nan1sAnwn1sTuinisaaneuanusuussludflewnudmiunisudstuiuidaUasn
NAN15I98 13 Table 2.

Table 2. Perceived Deviating Violence in Video Games for Esports Competition

Perceived Deviating Violence in No. of respondents (people) Average
Video Games for Esports _
. Can't tell | Not sure | Can tell X S.D. Interpret
Competition
Understanding .098 | .324 Medium
Street Fighter uses magic attack )
_ 121 142 137 .040 | .803 Medium
graphics.
PUBG can change the color of )
23 187 190 417 | 599 High
blood from red to other colors.
FIFA displays crash animations in )
150 139 111 -097 | .803 Medium
the game.
Tekken does not show serious )
. . 69 174 157 220 | 720 Medium
injuries during or after combat.
Overwatch or Valorant use brightly )
. 162 112 126 -090 | .845 Medium
colored graphics.
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Table 2. Perceived Deviating Violence in Video Games for Esports Competition (Cont.)

Perceived Deviating Violence in No. of respondents (people) Average

Video Games for Esports

=

Can't tell | Not sure | Can tell S.D. Interpret

Competition
Observation -.158 | .313 Medium

Valorant does not show blood

149 121 130 -.047 .835 Medium
from being shot.
ROV uses skills and abilities that do )
235 7 88 -.367 821 Medium
not show blood.
FIFA does not show serious injuries )
107 161 132 .062 71 Medium
when fouling occurs.
Gran Turismo: Car crashes do not
264 62 74 -475 | .788 Low
show blood or injury.
Free Fire uses combat graphics that )
116 152 132 .040 187 Medium

do not show injury.
Perception -.545 | .439 Low

The game does not show blood

> T 93 151 156 457 | 774 | Medium
and injury from being eliminated.
Games that use weapon or
cosmetic skins instead of normal 279 60 61 -545 | 745 Low
visuals.
Games that use special move
animations instead of normal 310 42 48 -.655 | .683 Low
visuals.
Games that have target or mission
objectives, such as scoring more
_ o 356 24 20 -840 | .485 Low
points than winning through
physical attacks.
Games with blurry or low-
] _ 360 18 22 -845 | .492 Low
resolution graphics.
Average -.202 | .201 Medium

5.2 nansUszliukansENuYaInITaanauanNguLssludflanadmiunsudstudalasn
NAN15398 A9 Table 3.

Table 3. Impact of Deviating Violence in Video Games for Esports Competition

Impact of Deviating Violence on Video Games for Esports Average
Competition x S.D. | Interpret
Attitudes 4.281 | .362 High

Reducing violence in cames helps players have a more positive
s s bs Piay P 4.345 | 361 High

attitude towards the game.
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Table 3. Impact of Deviating Violence in Video Games for Esports Competition (Cont.)

Impact of Deviating Violence on Video Games for Esports Average
Competition x S.D. | Interpret
Games that lack overt violence make players perceive them as age .
. 4.230 | .365 High
appropriate.
Reducing violence in games makes players feel that games have .
_ _ A 4.205 | 372 High
dimensions beyond just fighting.
Reducing violence in games makes players see esports as a safe )
. 4343 | 351 High
activity.
Behavior 2.063 | .167 Low
Reducing violence in games promotes calmer and less aggressive
1.930 | .170 Low
behavior in players.
Reducing violence in games allows players to play without feelin
s : Py ey : 2.166 | .186 Low
stressed or angry.
The absence of gore in games reduces real-life violent behavior. 2.035 | .148 Low
Reducing violence in games allows players to enjoy the game more
: : Py oy : 2.113 | .164 Low
without feeling guilty.
Feelings 3.775 | .503 High
Reducing violence in games helps players develop better creativit
s : Ps Py P Y 3901 | .490 High
and strategy.
Reducing violence in games makes players feel more relaxed and )
. 3798 | 513 High
enjoy the game more.
The absence of gore or violence in games makes players feel that .
: 3.706 | .502 High
the game is not stressful.
Reducing violence in games allows players to enjoy themselves .
3.679 | 507 High

without relying on violent content.
Society 4.417 | .735 High

Reducing violence in games promotes better interaction with

4.281 142 High
teammates and other players.
Reducing violence in esports helps create a positive gamin
s o P P P saming 4.510 | .730 High
atmosphere within the community.
Reducing violence in games makes players feel that the game is
appropriate and accessible to everyone in society. Reducing violence
. PPrep i Y . s ) 4.469 | 729 High
in games makes players feel that games can be a suitable family
activity.
Reducing violence in games promotes better interaction with )
4407 | .747 High
teammates and other players.
Average 3.634 | .442 Medium
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3. HaN1IWTBUTIBUAULANANYRIAN YL SEYINIANEATAENTTUTLATNANSENUYDINITAANIDY
anuuussludflanudmiunisudetudalesn
HAN5398 4 Table 4. uay Table 5.

Table 4. A Comparison of Gender Differences on the Perception and Impact of Deviating Violence in

Video Games for Esports Competition

Issue of Man (278) Woman (122)
Comparing _ _ t P Interpret
Independent x S.D. | Interpret x S.D. | Interpret
Variables
PDV -205 | .210 | Medium | -.195 | .178 | Medium | -.434 | .643 No
Understanding | .131 290 | Medium | .023 382 | Medium | 2.792 | .006* Yes
Observation -153 | .309 | Medium | -.167 | .322 | Medium 411 .681 No
Perception -591 | 433 Low -441 | 436 Low -3.193 | .002* Yes
IDV 3.728 | .458 High 3.550 | .436 | Medium | -.222 | .824 No
Attitudes 4.352 | .310 High 4.197 | .387 High 566 572 No
Behavior 2382 | .193 | Medium | 1.804 | .134 Low 2978 | .002* Yes
Feelings 3.815 | .508 High 3.753 | .497 High .906 729 No
Society 4.363 | .704 High 4.447 | 752 High -1.686 | .093 No

Table 5. A Comparison of Educational Level Differences on the Perception and Impact of Deviating

Violence in Video Games for Esports Competition

Issue of Upper Secondary (200) Bachelor (200)
Comparing
Independent x S.D. | Interpret x S.D. | Interpret t P Interpret
Variables
PDV -212 | .193 | Medium | -.192 | .208 | Medium | -996 | .320 No
Understanding | .096 316 | Medium | .100 333 | Medium -123 902 No
Observation -151 | 319 | Medium | -.164 | .307 | Medium 415 .678 No
Perception -.580 .418 Low -511 457 Low -1.576 116 No
IDV 3.516 | .438 | Medium | 3.752 | .444 g -020 | .984 No
Attitudes 4.025 | .403 High 4.537 | .321 High -.444 .657 No
Behavior 1.847 | .125 Low 2279 | .209 Low -313 574 No
Feelings 3.836 | .498 High 3.714 | .508 High .986 325 No
Society 4.238 | 724 High 4.596 | .746 High -.183 .855 No

4. #an15uNEUBUINIUTIUTEUIEFEMSUNISTITIR lNUFMSUNSHY U aUasnfidnTsUEuaATY
suussluaaufneivasuszmedlng
NaN15398 74 Table 6.
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Table 6. Results of A Policy Presentation Regarding the use of Video Games for Esports Competitions that

feature Violence in Educational Institutions in Thailand

Game Technology,

. Educational Educational .
Questions . . . Entertainment
Administration Innovation/Technology . . .
Business, Multimedia
How should In my view, control | think we should use | believe that control

violent video
games for esports
be regulated in
Thai educational

institutions, and

should be in the form
of a system rather than
a ban. Educational
institutions should

clearly define the types

design-based controls,
such as selecting game
modes or versions with
reduced violence. Thai

educational institutions

shouldn't be truly
separate. Perhaps a
universal game rating
system could be used

as a base, or Thailand

what kind of of games that can be can adapt game rating could develop its own,
restrictions used, perhaps based on | systems from other similar to the rating
should be international video countries to help decide systems we have for
imposed? game rating systems which games are television and films.
such as age and appropriate for different This would allow
violence levels, to learning levels. educational institutions
ensure appropriateness to know which games
for the learners and the are appropriate for
educational context. educational purposes
and which should be
restricted to higher
education levels only.
Would de- Reducing violence It has to be appropriate Reducing violence
escalating already enhances because games can makes games more
violence in appropriateness. become learning tools, not | accessible, especially in
esports video Specifically at the just entertainment. The schools. By minimizing

games help make
them suitable for
use in
educational
institutions? And
what
improvements
should be made
to ensure
suitability in
educational

settings?

secondary school level,
realistic depictions of
violence, blood, or
content that portrays
cruelty should be
minimized, and the
focus should be on
skill-based competition,
teamwork, and strategy,
which aligns better with
the school's learning

objectives.

content should be
adapted to foster
analytical thinking,
problem-solving, and
creative competition,

rather than focusing on

winning through violence.

visual violence while
maintaining the
competitive system and
core mechanics, it can
preserve the values of
esports and its
educational
appropriateness

simultaneously.
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Table 6. Results of A Policy Presentation Regarding the Use of Video Games for Esports Competitions that

Feature Violence in Educational Institutions in Thailand (Cont.)

Questions

Educational
Administration

Educational

Innovation/Technology

Game Technology,
Entertainment Business,
Multimedia

Is it necessary
for educational
institutions
hosting esports
competitions to
have
regulations,
policies, or
guidelines
regarding the
use of violent
games in school
activities? What
approach
would best
help reduce

violence?

Educational
institutions should
definitely have written
policies in place, such
as guidelines for game
selection, allowing
only games that have
been assessed for
violence levels, and
supervision by
teachers or activity
supervisors. This
would legitimize the
organization of esports

activities in schools.

Absolutely, especially in an
era where technology is
integrated into every
subject taught in the
classroom. | think the
policy needs to clearly
state that the games used
must align with the
curriculum, have learning
objectives, and have
undergone impact
assessments.

It is absolutely essential
because esports involves
business, culture, and
youth. A good approach
should be collaboration
between educational
institutions, game
developers, and
regulatory bodies to
establish standards or
policies to be used in
educational institutions.

How should
educational
institutions
provide training
or information
about the
psychological
impact of
playing violent
esports video

games?

| believe both
teachers and students
should receive training
on understanding the
emotional impact,
stress, and the
imitation of violent
behavior. Preventive
education will help
ensure the
appropriate use of
esports in educational

institutions.

| think it should be
designed as a short course
or extracurricular activity,
such as clubs, groups,
sports days, or science
weeks, to help students
understand the difference
between the gaming world
and the real world, as well
as managing emotions,
aggression, and using
technology responsibly,

which are important skills.

| believe communication
needs to be direct, not
about prohibiting
something beforehand
and saying it's bad or
inappropriate. Instead,
it's about understanding
how violence in games
can affect emotions and
behavior, and teaching
them how to play within
limits. This will help
young people grow up
embracing change.

6. @3UNan13398 (Conclusion)
Han1sasUraveINIsannauaNsuLshidflanudmsumudiiuimdalesaiunissensudauloviely

anuAnwveslszwdlng muingusvasivein1side dall
MUIZAAT 1 9109157297 2 nud TunwsaudnissuinisanneuaugusssegluseauUiunang
( -202) WeRivsansedunudl duanudilaiienanuguuse Wuduiawsasuilaafian (098) Inaiany
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mawasuAdenlddedianadogs (417) sl lumanduufunssuinsaaveuausuusseglussdus (-545)
Immawwﬁmaﬁumqﬁ (-.840) wazn1FvASLUULNUTYUY (-.845)

FaquszasAil 2 9nmadt 3 wudn lunmsamansgnumsaaneuauguLseyluszAuUIuNANs
(3.630) WoisanesunuIn MmsaaveunuTULsSIdNanseuBsuInluseRUgs (4.417) wagsuvinund
(4.281) Inwiuinvasaiisussemadi Alugusutagiliinugiiuianssuivasadodmiuaseuain (4.407)
TumsnduiusumgAnssulusedudiian (2.063)

FaqUszasAi 3 91nA15197 4 wudn nevenasandainisiuiarUsaiunansenulunins
unnsrstusealifisddny Weiansansiosunuin anuuandsegedidoddnlusuamnudile nmsiug uas
WOANTIH UATAINNATTIT 5 nud1 dniFeuseudansuaztin@nwseduling s lifanuuandsiuegied
WedAtyneaiinluyniia

'3'mq°dizmﬁ17i 4 9nmsdun1wallumsad 6 wudn anuAnwAlsldszuun1sAIUAY (Rating System)
mumm3§1umﬂaﬁaﬁ@uuﬁij,amﬁa%’mLLﬂnmmmmzaumMNm&; Tudunsdmsaiaiu Ussinelnedelid
szuusndmsuinlanuegiadunans whelinmsinsadenmeunsuazianmiuga wagldnismiuausIunIg

paNLUU (Design-Based Control) 819 n15tdenlunuanuil Ll A1 miaendusunmu1yinuehagn15319uNY vl

v
=1

anufnwdesdiuleuiefiduarednvaldnuslunisdmdeninuuaziingiiuguasgistaau lnedeiaueunusil
aennfosfuteaAununIIvINIskazuleuienalelsenis warn1sdneusulideyanansenuniadaly Lite
wuasrnueaasesuaiuazt sl S sukenueysenindanauuilunuuazlanuisnnuduaild

7. 8fiusenan133dy (Discussion)
nsedusienavaImsaanaunNsuusdhdatanudmsumswsiuimdadesaiunsseusuidluue
Tuanufnwessswelng anunsaidoulestfunansidofldagunaly feil

1. mssuinsannauanuulssidalanudmiunsudadufinndalesn 1nuan1sidenudn aenndesiiv
mATeinuImslfdendausisiidudunafinanuiosuaiiazanuidnininvesidunnnideniiiann
533U9R (Jeong et al,, 2012) datiumsuiuAidenlluanasiisanmeuntsiuinusuis Faaensuiundninasi
msdausnifleinuinuannafiiiann Animated Blood dwiuideniifidfinsssumfvieannounuautie iyl
dﬂLﬁamﬁmmimmﬁwﬂdﬂLﬂuﬁﬁLﬁamm“ﬂ (Entertainment Software Rating Board, n.d.c) kazn15AUAIINI
Fmingagyiouiinisasuulanddadnuvalazdisannimanugunss usdufisansuudsuioniu laild
wilangAnssuausuussludalewny (Kreimeier, 1999) namfaidloinudsiaddudiidmngly “Adn” denss
tudsfisunesinnsaulldanmouauguusdlsads

2. NaNIENUTDINITaANaUANTULIAAlaInud T UNTWIITuBaUesH INNaNITIENUI denndes
fuTenuaNALNINIWIMEWIeIEN sTyinsunuiidenuunsafedodauindmalinginssurinngives
WWinanasetneiifudndy Fsmsannmanuguusslunuanssatelifunasesidnauslafiagliynsvauiauny
uniu wardnasuinduiansauadisasssuinnitasdusesow1ivu (Council on Communications and
Media, 2016) uazaanndasiunuidoanumineideeendnosa Inenuin iemguusduiilownalallddema
svozgnegiituddysenginssuanuininlulaneds Wiflanuduiusdanussninsiauimenuiiaue
Lﬁamguuiqﬁ’uwéfwmmﬁ’n%’nmaﬁﬂéu (Przybylski & Weinstein, 2019)

3. MU UTBUANNWANAIIVEIE N B UTEYINTANENSABNTITTU HATRANTENUTBINITANNOUAIIY
suusshAdlornudmiunisudadudatesn annamsitenuin asnadesiuteyaiadanininfmdalesndou
Ingfludszmalnedunamesosas 97.5 warvegluiasioguneudatefeiodingnousiu (sranews Agency, 2019)
wiprananldiuwalilidadeduinlunisiuiviensvaussiodoinuguusnauely fusnglunmiddednud
Fiaundeanunsaiinaudnidenuiensuausswniensuaireinuguussld mndeulvmsisuutado 1wy ey
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Aleinuamtieigdunasnsiunzauiigalunisauauinuiifienugunse iesndresuundonunls
wnganfuiofidu wasfunsdestufiauwdrdadomlimnzanldosnaduszuu Tnefidistamnud « inu
ooulafivaendudmiudnuasie ey’ 1fe Salenuilifidomsuussdadomiiiusunme warliduasy
THdsuuuunginssundoauurdonginssudninle 9 wedu” (Ninphet & Sripa, 2023) Fvaenadasiutaiaue
vosamnAAnguazdeilawfinuazionivy (aans.) Sufvdiinaunesuatuayunsaiuesuguam (aaa.) il
thiauein limsdnnsudeiuinlewnuiifanuguusduaaufne wazfidurstuiduemvudodldfuouge
MngUnases naenumsiingmneiifuguagsianuuaznisudsiudatesn ileduasondnuaziennvy
(National Health Commission Office, 2021) LLa3qmﬁﬂElLLu’JW’Nﬁjﬂ@ﬂﬂﬁaﬁﬁumaﬁﬁ“lj“lj’lqmﬂﬁwLL‘VIIG"U’@ WA
2561 ¥y ANwSUAaveuTmmsdInuAnIfudaUoindequaniin deilianuiuaznisundesiay
wnvuluirleinuegnadugussan dudu nmsduiiumanuuumsdagdglininihimSaveinddanuine
yosszinAlnenofinusslomigean MelumsiauinueAdawsrmndnainsassdvesidou Tnsanandes
fudnlanardsauanidomanusuissiilonudmiunmsusiufmsaleialitiosfiaauifias dululs

8. Yaiauauuza1uITe (Recommendation)

Torauouurdmiunsifendsdalumstmundunsisouuunaumauiidonloadoyaideimaiy
MANFIUTINGFNTTULALUTUNDTY LU nsNAaBIvenmnans (Experimental/Quasi-Experimental) i3 uifieu
lewnuitanveuauguis fu Filownuuuuund Taeifiuteyaneunds (Pre-Post) isduensunl Viruaf uas
wofinssu suduRumsdunanisaluaniunsaiutstunioniniouluduiouiiofusuaiuaonadaafiy
wuudeUn msvIenguiieddliinseunauiunases Ag §UIvns uazdifsadestugnanunssuinauazdaUedn
iWevsziumsseniuidelovsuadldnsienesivuuiiasafienaae uauduiusidsanmg seninsnnsivg
nansgny wazuloune Medmstassinsanmoua Ui oszuudaseIfanudmiuUssmelng uaz
ATIREDUANITIBIRSIUEITemgy (Content Validity) LiteliaTesilotafiunsgiu

wadalonemhonuiimusminensideluiiuseniiodummetoly 1ud 1) nssnmsfnudnig
FsannsahnanifeluimumdngnsnisBeunsasululsasou lnsmsiiauoinnefianinsnanaaguLss
PNMTEUNULAzALASNTR AL TAuaR uasngAnssudifvesiniSey 2) nsensrnmsvieniieauazivn
Tngiamgludruvesgaammnssuinuuazdavodn dsanunsaimwanideldldlunmsdaaiunnuvasndsly
gaamnIsunuuasidaedn nufafauulsuisiiisrdesiunsdauaiuiflonuiivisanainuguise
3) NIENTHABIIAUGY AunsalTanTIdeifleatuayunsianwumdumsannansznunNsLELNLTND
mimﬂqumﬂﬁwLﬂuaumwmaﬁumwwua $19m8 Menstestulazduadunisiaunuidusylovy
uenanisannsnianwamsnslidUinvwasnslfanuduiasouaufsafunsdwnuidnaidents
WaWID1SUAIMAZINYZHN 9 VBUANLAETIYY

Tudiuveamherugnamnssuinuuazdalesn tou 1) dinnupnuenssunisianisinsauuAuLand
(NBTC) uaw 2) aunax vusy aluas uazuivnlugaamnssuinuuagdalesn aunsalduansidelunisiau
WIATMINFETTUUNMSIALTAIAlaLNLT Nz aLLATdenAd DIt UUT UNMNIFsnuuaE SRS TTuvesU sz alne
sudsnsdaaumaaunuiiiiulsslovivarUaonselundvemginssunasnansenunedan

[13 of 15]



January-April 2026, 4(1), €3290 Journal of Computer and Creative Technology —_, _/ f ISSN 2985-1580 (Print)
DOI: 10.65205/jcct.2026.€3290 Msansreuiumesuaznaluladaieassd J ISSN 2985-1599 (Online)

(Research Article)

9. mMsUawensldlynUszivgidenineessa (Declaration of Generative Al)

Hanusuazdinusmvetssmaiy leinslityanuseiviidsaisassdiameiitonsnsishennsal ms
UFulganiw wazmsudluminuibu Tnelailalidgauszavslunisadadeommdionis QRER PR PILGHE
nIoNIATUNANTTITY

10. miLLﬁﬂ\‘iUVIU'WIQ'L%EJu (CRediT Author Statement)
Khajonsak Khanchai: Conceptualization, Methodology, Formal Analysis, Writing-Original Draft,
and Writing-Review & Editing.
Chanaphorn Panyakanphon: Investigation, Data Curation, Project Administration, and Validation.
Thakorn Pruettipuranee: Resources, and Visualization.

All authors read and approved the final manuscript.

11. 1@N&1591999 (References)

American Psychological Association. (2015, August 13). APA Review Confirms Link Between Playing
Violent Video Games and Aggression. https://www.apa.org/news/press/releases/2015/08/violent-
video-games

Anderson, C. A, & Dill, K. E. (2000). Video Games and Aggressive Thoughts, Feelings, and Behavior in the
Laboratory and in Life. Journal of Personality and Social Psychology, 78(4), 772-790.
https://doi.org/10.1037/0022-3514.78.4.772

Best, J. W. (1977). Research in Education. Prentice Hall.

Council on Communications and Media. (2016). Virtual Violence. Pediatrics, 138(2), e20161298.
https://doi.org/10.1542/peds.2016-1298

Drummond, A. (2020, 22 July). No Long-Term Link Between Video Games and Aggressive Behaviour in
Youth. https://www.royalsociety.org.nz/research/no-long-term-link-between-video-games-and-
aggressive-behaviour-in-youth

Eastin, M. S. (2006). Video Game Violence and the Female Game Player: Self- and Opponent Gender
Effects on Presence and Aggressive Thoughts. Human Communication Research, 32(3), 351-372.
https://doi.org/10.1111/j.1468-2958.2006.00279.x

Entertainment Software Rating Board. (n.d.a). PlayerUnknown's Battlegrounds: PUBG Corporation.
https://www.esrb.org/ratings/36140/playerunknowns-battlegrounds

Entertainment Software Rating Board. (n.d.b.). Counter-Strike: Global Offensive: Valve Corporation.
https:.//www.esrb.org/ratings/100491/counter-strike-global-offensive

Entertainment Software Rating Board. (n.d.c). Ratings Guide. https://www.esrb.org/ratings-guide

Fowley, K. (2009, February 25). California Law Banning Sale of Video Games to Minors Ruled
Unconstitutional. https://ncac.org/news/blog/california-law-banning-sale-of-video-games-to-
minors-ruled-unconstitutional

Isranews Agency. (2019, December 30). Esports is One of the Top Dream Careers for Thai Children.
https.//www.isranews.org/article/thaireform/thaireform-documentary/83716-e-sport83716.nhtml (In Thai)

Jeong, E. J., Biocca, F. A., & Bohil, C. J. (2012). Sensory Realism and Mediated Aggression in Video Games.
Computers in Human Behavior, 28(5), 1840-1848. https://doi.org/10.1016/j.chb.2012.05.002

Kreimeier, B. (1999, August 27). Killing Games: A Look at German Videogame Legislation.

https://www.gamedeveloper.com/business/killing-games-a-look-at-german-videogame-legislation

[14 of 15]



January-April 2026, 4(1), €3290 Journal of Computer and Creative Technology I—- I—— f ISSN 2985-1580 (Print)
DOI: 10.65205/jcct.2026.€3290 Msasreuiimefuazaluladainsassd =/ - ISSN 2985-1599 (Online)

(Research Article)

Kumari, L., Sharma, U., & Singh, S. (2022). E-Sports, Anxiety, Aggression and Psychological Well-being: A
Cross-sectional Study. Journal of Clinical and Diagnostic Research, 16(9), 1-6. https://doi.org/10.7860/
jcdr/2022/55801.16883

Lacko, D., Machackova, H., & Smahel, D. (2024). Does Violence in Video Games Impact Aggression and
Empathy? A Longitudinal Study of Czech Adolescents to Differentiate Within- and Between-Person
Effects. Computers in Human Behavior, 159, 108341. https://doi.org/10.1016/j.chb.2024.108341

National Health Commission Office. (2021). Research Indicates that Children and Youth are Addicted to
Video Games for an Average of 5 Hours per Day, Spending 5,000 Baht per Month.
https://old.nationalhealth.or.th/th/node/3006 (In Thai)

Ninphet, T., & Sripa, K. (2023). Measures to Promote Creative and Safe Online Games for Children and
Youth Through a Collaboration Network. Rajabhat Chiang Mai Research Journal, 24(1), 72-91.
https://doi.org/10.57260/rcmrj.2023.261694

Papattha, C., Kamma, C., Phrombandachok, W., Paensuwan, W., Dansathian, T., Panthusuwan, P.,
Chaisangduen, P., & Sukhsap, W. (2018). Effects of Watching Violent Behavior Content’s Game
Videos of Students at the Faculty of Mass Communication Technology, Rajamangala University of
Technology Phra Nakhon. Journal for Research and Innovation, Institute of Vocational Education
Bangkok, 1(2), 109-118. (In Thai)

Praditpastra, C. (2016). Legal Measures for Regulation Violent Video Games. [Master's thesis, Thammasat
University]l. Thammasat University Digital Collections. https://digital.library.tu.ac.th/tu_dc/
frontend/Info/item/dc:91360 (In Thai)

Przybylski, A. K., & Weinstein, N. (2019). Violent Video Game Engagement is Not Associated with
Adolescents’ Aggressive Behaviour: Evidence from a Registered Report. Royal Society Open
Science, 6(2), 171474. https://doi.org/10.1098/rs0s.171474

Seidman, I. (2006). Interviewing as Qualitative Research: A Guide for Researchers in Education and the
Social Sciences (13" ed.). Teachers College Press.

Wattanathitikul, K. (2023, October 14). While Esports is Making History and Winning Medals in Almost
Every Tournament, Why is ‘Gaming’ Still Blamed for Youth Problems? https://themomentum.co/
gameon-esport-videogame-violent (In Thai)

[15 of 15]



