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The purpose of this research is to examine the effect of game engagement on aggression
and prosocial behavior. Participants were 214 people age between 18 to 28 years old. Participants
were collected by answering 3 sets of online questionnaires which are Game Engagement
Questionnaire, Aggression Questionnaire and Prosocialness Scale for Adults, total of 45 items.
These online questionnaires were distributed via Game-content Facebook page to measure their
game engagement, prosocial behavior and aggression
Findings suggest that
1. Game engagement has a significantly positive correlation with aggression (r = .276,
p < .01) but has a significantly negative correlation with prosocial behavior (r = -.143,
p < .05)

2. Aggression were significantly different for different degree of game engagement
(p<.05)

3. No significantly difference of prosocial behavior for different degree of game

engagement (p = .205)
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o dsj % v dl v a a o o al dld v
LTI AU LA Uﬂqﬁ‘LLﬂ@I@ﬂﬁ;llLﬂ]ﬁl')'ﬁf]ﬂ&lwfmﬁﬂu@m’)‘ﬂﬂqﬂf]?@@ﬂﬂfl@\jﬂqﬂLL@zﬂWquﬁJﬂqr}quiﬁlu
[ 3 1 a o v o o a
ﬂ’]‘]:r’ﬂ,ﬂ/lﬂLL@:ﬂWH’]@\‘mqmﬂu@ﬂNm V]’]ﬂq?LL‘]J@"\’]ﬂmu@UUﬂqu@QﬂqjﬂLﬂuﬂqEq1Wﬂ ImﬂllthVNqﬂ
& o o o A a ~ | a o =2 A Wy, o
PINTLAaAD ﬂqﬁiﬂLLUqu@UULL‘]J@V]N@Q”INVN’]HL‘MN@H‘M?@Lcl’]']ﬂuslulm\‘]qwuﬁ??m QQﬂ@VLWQWLLUU(Jﬂ

&

HiAuAsatiuetenin wanani anunsoin iuaulng 1 (asqe nanst, ugnus wwdanssing

99

WAZLANATIA NBIANLTIAN, 2558)
ANUANNLNEN (Reliability)

AnnIneaaULATasialungusaetie 148 AW wWLINHAY Cronbach’s alpha Winriy .805 Dalé
1 o dl I o a o o 6 1 % [ v dl
Jauuudniannineser uszauge uasiranduriugszudnadensenaiuazuuusutenu o lunins
(CITC) ansusazdanszne atludaasendng 287 - 625 uansindiadiansznausaziiad A uduniug
al o

asnndesiudedensenean luninsaenaliedAnyn9ada (p < .05) adlisiesindedensznedaeln

8N

WULIANWOANSTNT8LMAR LUK 1Y (The Prosocialness Scale for Adults)

1
va o

o a ] 2 o I 2 % o .
wuudangAnssntaevae lug lnanauziideiaenliluaiatiutlaniann the Prosocialness
Scale for Adults W1 lagl Caprara, Steca, Zelli las Capanna (2005) Usznaufagdansznianuni
16 48 UszidungAnssunistaamaeludinlsvaniulaanistssilung Anssuaesnuiyanaiuiaies

TaeUUSAIRNNATT ALY Likert 5 9261 Balsznavufiag
= 1 %
1 wnes Tdgnéiasiae

2 wHnens gnéieaiiuniangn
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< s z
3 nungde gnsieaduunenis
4 e gnieaiiudaulig)
5 winnaa gniisaiuilsean

NITATIAABLAMUNINLATRIND

ANUANNASY (Validity)

o

AT 1HNN19R9IR A LIANININTBIAINANLDAATEINEAINNTTATIRAe LAz U A TAE
fnaannigml saunaslaanglunianuan n lininsnaseuuaz WiAiuustinlunisdiuuazufilali

1
=

Lﬁmmmmmmmmmﬂ%ﬁﬁﬁwﬁLL@xmiLLﬂ@Lﬁﬂiﬁm%aﬁ@ﬁmmmamuﬁu@ﬁumﬂmm
% = ey e
AIUAANNLNEN (Reliability)

AnnIneaaLLATasialungusetie 148 AW wWLINHAT Cronbach’s alpha Winriy .836 uazd
1 o o o I 4 [ b4 dl ! b4 I 1 !
Aranduusszudnsdiansenaiuazuuusndean o lunins (CITC) vesuiazdianszne agludaeszndng
dl Yy v ] vy A v o 1 v ¥ Y dl 1 =
114 - 631 e Widedansenausazielpuduiusaenpdesiudedansenidu) lunmnsasnad
o o o aa = va o Y v v dl o % k% dll A a A QI 1
Ued1Anuneatia (p < .05) aslaiinssndedanseneden 11. dusinazlfiauauinSuisefresingdng
aanltl nsziimandniugsednadienseneiumnziuumndedy o) luninsieaws 114 390ad10glu
o o a dl s Yy dqj <3 4 dl o 1 A
szauaiull uaznsavifuufifienssmeliuazifiususndeyaivanagaunnninainsdaludazld

o =3 4 a K A L A4 dgj o L7
BIATATUIUNIN ﬂ’]'imU?J@H@@N@Qﬂ’]@@’]‘ﬁ’]@@ﬂiﬂ n1ssindadanszneliananazniliirn Cronbach’s

alpha Wnawlu .855



511999 1 Wansnaaes uuudaanasansanlunisaung (N= 148)

Yiad nagal 19 da
cITC A1U1RRUUN
1 185 v
2 204 v
3 306 v
4 305 v
5 292 v
6 333 v
7 315 v
8 340 v
9 515 v
10 332 v
11 285 v
12 393 v
13 193 v
14 121 X
15 506 v
16 203 v
17 411 v
18 482 v
19 482 v
a 760

UNNWE : A1 CITC g9naNAN3NGA 1 (n = 150, = 0.05) = .1593
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AN 2 LAPNKANIINAADS MLLLIAAINA15719 (N = 148)

ia neaaal 12 4a
7 CITC AIUIRALUN
1 .395 v
2 454 4
3 .287 v
4 625 v
5 .529 v
6 512 v
7 320 v
8 453 v
9 474 v
10 .506 v
11 .356 v
12 .520 v
a .805

nuNEwiR : A1 CITC gandnA1angm r (n = 150, = 0.05) = .1593



A19719 3 N@m?mmmsl,%l,l,uuffquﬁm?mqam'ﬁ@ (N = 148)

g nadaL 16 ia
i cITC BIUIRARTUUN
1 469 v
7 505 v
3 523 v
4 509 v
5 450 v
6 501 v
7 495 v
8 492 v
9 431 v
10 495 v
11 114 X
12 580 v
13 631 v
14 511 v
15 370 v
16 394 v
a 836

UuNEWiR : A1 CITC gandnA1angm r (n = 150, = 0.05) = .1593



34

8AUWN15I8
a o :: d’j a o a ] dl =3 v KR 1 1
n1399eATTuNNsIEE41994 (Survey research) WiaANEHATa4ANFANTIN TN 9IAY

NN FRNGANTTNTLURAIANUATAYINTINTEY

Tunsadeaisll ansgianlAuisiunaunisduesniily 3 szae THun szaznaunafivdeya

srezaiuniudeya way svezudInaiudeys

szaznsnauwiudaya

v
o

TUARUNITINAUILLLTA Game Engagement Questionnaire

[ %

1. auziiaelfifnsia Jeanne Brockmyer EWmu1LLL4A Game Engagement Questionnaire
dl A [ %
LW@%@@QOAWMMLLUUQ@
dl Yo Y o [ %3 Y o o ¥ o o

2. LN@VLMU'BQQ_J’]m@ﬁﬂgwmuﬂLLuuqm ﬂmzﬂi@ﬁﬂqiquﬂq?uﬂ@LLUUQ@LLUU backward
translation tnevinnisutlanmsannnimdsngmiuniming antuatansdimbineudaann

o dl % o o ug/j Yo Ly
LI mVILLﬂ@LﬂuﬂqE’WLLV]ﬂLL@Qﬂ@ULﬂuﬂWE”]@Qﬂq‘H 'Mﬂ%iﬂﬂ?‘].lﬂﬁ?ﬁﬂ@@@ﬂ%ﬂ@’m’)?tl

1 ay dl % o dl = o o o ug// a o
‘Ij’nlﬁl’]\‘}‘m[ﬁlﬁimm‘mmm’mﬂﬁw’]mﬂqu@L‘]fﬁ?ﬂ‘l_lL‘VIF;I‘LILL‘]_I‘]_I’Jmﬂ’]‘]:f’]@\‘lﬂQ‘i:m‘]_l‘Llmmmmz&m‘u

A o ! Y o A ,
VIQﬂLL‘]J@Lfluﬂfl‘]ﬂﬂ@\‘}ﬂQH')q@@ﬂﬂ@@\?ﬂuﬁ?ﬂiﬂ

3. Wansutlansaesiuudnadaanysnl Anzganinldmagauninsdn (Try out)
JUNBUNITINUILLLAR Prosocialness scale for adults

1. AuzERaalfifnsia Gian Vittorio Caprara §WauiuLdn Game Engagement Questionnaire
~ o o
\ereeuna luuLdn
dl Yo Y o [ %3 Y o o Y o o
2. LN@iﬁ?Uﬂqum@qﬂawmuqLLUU'}@ ﬁmtﬁ‘ﬂ@ﬁmqiﬁmqﬂq?LLﬂ@LLUU'JﬁLLUU backward
o o/ 3 fdl

translation Iﬂﬂmqﬂq?LLﬂ@Nqm?@qﬂﬂ’]‘]ﬂ’]@\?ﬂq‘HLﬂuﬂqui‘V]ﬂ @ﬂﬂuuﬂ’]@’hfﬂwﬁﬂ‘ﬂ’umﬂmﬂ

o dl 1% o [ 3// Yo Ly
LLUUQ@VILLﬂﬂLﬂuﬂqu1VIHLL@Qﬂ@‘ULﬂuﬂq‘]ﬂqﬂﬂﬂq‘ﬂ mﬂuuvl,m‘i_lmﬁ?m‘%@fﬂufmnmm?ﬂ

1 ay dl % o dl = o o o ng/, a o
ﬁqqmq\‘ﬂjqmﬁiLsﬂﬂ')mquﬂquﬂquﬂﬁﬂq‘HLW@Llr%‘ﬂﬂLV]El']_lLLUU')@ﬂ’]H’]@\?ﬂQH’@UUﬂ\‘]LﬂNLL@Z@UU

a o ) Y o A |
‘Vlt;]jﬂLL‘]J@Lﬂuﬂqﬂq@ﬂﬂf]ﬂ"ﬂ@ﬂﬁﬂ@ﬂ\?ﬂuﬂﬁ‘@im
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3. Wansulansaesuuudinadaanysnd Anzganinlimagaunnsdn (Try out)

YA o o o o o any [% o '
ARZEIAENINTImIRaa AN INLLLdR tnenstiuuudanlalinaaesld (Try out) fungu
o/ 1 dl v 1 nl/ o :// o d‘ 1% =3 b4 1 ,
saadeidugiaunuialdaiuon 148 au aintiuinafliainnisfivdieyanimen Cronbach's

alpha Wadlun1megauanuiiasasuLuds

ra o v (=3 & dl A o Y
ﬂmzf{jfl“’mﬁﬁ"}\‘iLLUU@@UQ’]N@@‘L&LL@‘L?LHLQULLSHW Google Form Wwaldlunimegasuuuudn wias

v
o A & ¥ a o

d’l a ] Yy % ¥ 1 & 0 a o :.// d’l I
MNITHRIDTUINTVEASLIDL AR GLMQLﬁlIW?QNﬂ’]?QQE?UV]?’]UiﬂLLﬂ ’ﬂﬁﬂ?%@\‘iﬂﬂ]ﬂﬂﬂ’]ﬁ‘i’ﬂ’mﬂﬁ?ﬁu, ENIRME)

n1nANaza9nlafazidingann1AeALs, TuadiFeinteinmaNauLedindannidds e

|
S

pnszfidnazliinadawedayadoudala isduredidinsauniddelifaunau uaznissaeung

a

P A 1= Y C = = aal
fayaarmenuduaieds liinemanuiuieyaanizypnausetiale, inisesunedanisney
wuuaeun N WigdinanniIdeamay nauuudnaanagandanlunisaunu fdindaunisideaude

% v A o v 1 1 =® tﬂl v % 09/1 o Y ] =
NITYNLAI @:mmm@ﬂmmﬂmm (E]f]]) NNIEDN mem:mlumﬂ@zmuum\muQmmmamnm@

a £ o o9 o A =2 A 9 o < | = A
NATRNUAVINADUUNUNNATINIAULNHN (GRELRV VTN Lll‘ﬂﬂﬂﬂﬁ‘gcl’]\ﬂuﬂﬂﬂ?zm\‘]uu (13~I) NHIEUDN LB

v
A o P4

& & ng// 1 A 1a d” v o Y o ¥ o’// &
%ﬂizmlmﬂmzmuﬂmm\‘lm@iumm‘uuﬂumgr&mu IpeuLLdAiNAN WUl adanseneviauun 19 da

wuudpAuANaEidndanniideazfesliinzuuuszngng (1) unnens Wlddduas Tlauns (5)

1
o a

=K 1 o/ [ % d”d o ¥ v aa// ¥ o a | A IS4
uinene ldidungn Insuuudatiiausutiedensyneianun 12 4o uuudangAnssudaaivas Ndede
nIEMmeANUININg 16 dia filindananuidesiasaanliinzuuuainnisaruiiapunineqdasiu

a 1 A 1 & ' v o Y o A a o [ 4 ¥
woAnssndaemae luusiazde dnsaiudafneuuuudn Wseasadwiudagnauninawialug el

AZULLIEWINN (1) munads Tgnieaae luauns (5) unnens gniieailulsean

szazAiunsiiudaya

1 2

Anuziadttiuuudanaun Gl dnlrumwaluasadnadsanaaulail (Facebook) Niliiian
= ¥ o ¥ Ie a i o ¥ dl' o
nendesiuing Hunwa inuwefeusy , Thai Gamers waauininud way nugnuanfog’ tivali

LA o v 3 & T N a a A ¢ A
iamangaanszatsuuudnean i lidindinquiiaung Inefiaanainanne nuwefeNay Nney

o

o o° va o d”dl =2 ' o ' Y v v v & ]
TUATNTIRUDIATUTEHIRE u@ﬂmﬂum@Lﬂumﬁ‘mcﬂmﬂqmm'mmﬂmmmmu ATUTEH ﬂiﬂﬂﬂqﬁlmﬂ’]?'ﬁﬂ
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o o a a dl =l o a a dl ) ydgl QI 1 =
wangedailuingAn N Steam Wallet “ﬁ\‘lLﬂuLﬂN@uUﬁl?Lﬁlﬁ\lLﬂuﬂ@’]ﬂ’]ﬁ‘ﬂuqusmsﬁ@@\?‘ﬁﬂ\? iYW NN 11978
dsunsupaniamelunuanainueaulaite Steam AMUU 3 97998 uLiaLilugIAN 350 L 1 91994

4 1

WAZ3IAT 200 U9 2 39998 wigdnundanmeuutuaeunin Ing Az fadaasiin1sguuansndanad

i@3eAuNI9ILTaYA

srEzuAINIsIiudaya

1
= o

wasanifivdeyaizasses Ancfianlininisduilanpiiauansneda Steam Wallet Inaglann

1
[ deSJG 4 a

IHnaunduuaziusedaimaes aniuanzdidalfiwuudanlfifudeyanifiaisandn wuudagale
dl Yo ¥ & & dl ' o v A { o 1 ' 3 ! o
nlFfunismeunsuynie uazfpeufieuduauniiunmusinisdnaenngusioesnauyinii douuuuiatge
dl dl Yo 1 ¥ A o Vo Dd‘ [ " o A v o
aunldiunismevlinsunndie vsaduuuudnalifunisneulnefn il uinnEinisdniaen Angdidaas

TthdayawmantidnunlseneunisAuaunNas

AnziadttindiayanlFundinsziatuulsUsounians (MANOVA) antutiinanNansm
% a dl ua/l da/ a =2 dl Vo =2 4 1
MHnnaguarafitaaiieaeuna AniuiuauaziBaansANE warnan lauainnisane liun
NANAIENN
a o
N19AUATIENTRYR

nsadAfEanzideyatne i llsunsudrdagilion i 1ea 1wa (SPSS) TunisAuinuuay
AsziAanAse Aasiellil

7

1. naaeuANEd AN U IUAINLULIAINadRsz ALANTANTIN BN SIANN (Game

&9

Engagement), A3M:fi19519 (Aggression), kAT WO ANIINTIEMAR (Prosocialness) 194NguAat1

1 1 v v
2. Winsviliayaidaiunnuienaaeuantfigiu Telun1mmeas uanAg1uN1IaEAT

AeuziRae lianAn1sAs ey AT Tu A e AR AN AR UAIINLLTUIIUN AL (MANOVA)



uny 3

HANNSILATIEUTDYS

a o 09// d’jd [ o dl =2 o % v a ] A 1 o ' dld
ﬂW?’J’Qﬁlﬂ?\iuﬁJ’JMQﬂitﬁﬂﬂL‘W'ﬂﬁﬂiﬂf’]ﬁ‘tﬁﬁ_lﬂQWNﬂWQ?WQLL@ZWQ@ﬂ??NTQEm@’ﬂluﬂ@{ﬂﬂ’mﬁﬂﬂﬂiﬂ

1
oA

v ] A o A =~ ¥R '
P Uﬁqqﬂg@ﬂﬁqmﬁluﬂq?L@uLﬂNV]LLUQﬂ'ﬂﬂLﬂu 2 72U AR ﬂQNWNﬂqqmgﬂﬂiqmluﬂq?L@uLﬂN@j\i LAY

PRy ¥R ! o ~ a A o o oo v yaa ¥R
ﬂ@jﬂm\lﬂqqﬂg@ﬂ?QNiuﬂq?L@umqu MNU @NNWﬂ’]uWﬂm:a@ ﬂmqiﬁﬂqﬁuﬂirJﬁﬂ meﬂ'}’mgmﬂ?fmiu

1 = [ % v a 1 A k%
NITHAUNNAN ATHIEALAITNNIITII LL@ZWQMH??N’HQHLM@@@]Q A lilgiae

b

[ %

va Yo u P s a - o
ﬂmzaqfﬂﬂiﬁuqﬂlﬂH@‘Vﬂﬂ"ﬂ’mﬂ’ﬁ‘lﬂ'ﬂﬂLLUU@@UQ’]NWW\?@@MVL@HNWQLﬂ?’]ZVIN@@QﬂIﬂ?LLﬂ?N

1
o aa a ]

SPSS wedtu 17 nanieanzidelitinssianAdaussans 1y ARAe daudeuuunInggI An
andusiug sanneanAnagauAuulsmunan (MANOVA) Welflunimeasuanufgiu Ineviade

289N1TUARINATIATIE T ayatsznausiae 3 Wiade Ae AranAdevfiutasdnEuzlszansAIans,

9 1

1 aad o a6 v a o a ey a % aa
AranANUg sl g lun934ae uay ﬂ’]?fJLﬂﬁ‘ﬁﬁﬁ‘ﬂ‘ﬂﬂ;{@Lﬁﬂﬂ?‘ﬂ’m«lﬁQﬂ@ﬂﬁm@@@UﬂQ’]NLL‘]J?‘]J?‘JLL

a9
NiA (MANOVA)

@
=

1. PanAL TR uIRIanBuslsEENSAERS
d‘l [ % A E/dl L8Nl o‘d‘ va o v o v v :/J dildl 1 s
WadnReninaeuLLUAaUnN NN TN A ERA A uua 15 udaniis REnH N
AU 214 Aau TaautiuwATIe 181 AU (84.6%) UASLWAUILN 33 AU (15.4%) Tnailsenaufnedag

21eAausl 18-28 T (M = 20.06, SD = 2.34992)



FININT 4 A INUAANAIUIULAS TOEIASNGNAIDEI N TUNANNINA UAS B8 (N=214)

978N"T AU R

WA T8l 181 84.6
YI3IN 33 15.4

s 18 74 34.6
19 40 18.7

20 30 14.0

21 22 10.3

22 12 5.6

23 17 7.9

24 7 3.3

25 6 2.8

26 1 0.5

28 5 2.3

79U 214 100

38
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FINIINT 5 UAANTILTONNUASAIUIUNGNAIDENTAY

918IN"9 AU

1.Counter Strike: GlobalOffensive 68
2.Dead by Daylight 52
3.DOTA2 81

4. Heroes of Newerth 33
5.League of Legends 57
6.0Overwatch 127
7.Rainbow Six Siege 11

@

2. mﬂﬁﬁﬁug'mmmﬁ’qttﬂim'ﬁumsﬁé’ﬂ

e liiaenpdesiuaunigiuresnmde anzidasninguiedveeniuasingy Inesq
- o o= o y2 ! ;
Anlefiiulngan 33 uaz 67 veaNaTINAzULLLRINIATIAANNEANTIN U aaNT Tneutiveanly

nanlFazunuaNiandanluninaunugs Tnalazuuuaonuiandanlunisaunusaus 33 Azuum

a
v v 1
o

= o a R ¥R ' o P
QU 45 AZLUU HRNUIUNNAEL 76 AU LL@xﬂ@qN‘V]iﬂﬂ:ﬁLLuuﬂquqﬁ;@ﬂ?QNSLUﬂq?LﬂuLﬂNm’] IﬂﬂNV’]ZLLuu

AYNGANIINTUNITLAUNNATUS 28 AZUUW AUDY 18 AW HA1UIWTNE 78 A TnanaatAnugIw

WQMN@LLZ@@QM’]NM’]?’N?} 2
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PN3197 6 UAANAIATANUTMLBIANTANFIN IuN AN AIINAI95I UASNANTINT LA DT
NGB
NANES NgAN
piatkls n M SD n M SD
1. Annaansanlu 76 36.7237 2.94663 78 24.4231 2.82622
NITLALINN
2.A0NAN50 76 31.9474 8.75969 78 27.0641 7.55300
3. N ANTIN 76 57.8947 8.07065 78 59.5897 8.45068
TEIUAD

nauiliazuuuANgansanlunisaunugel AziLWeAIa9AINTNIET0 Wil 31.9474
(SD = 8.87528) Ay ﬂ:LLuuLﬂﬁmquﬁﬂﬁMwmﬁ@ WinAU 57.8947 (SD = 8.07065) haz ludqis
we3lungunlangun i aziuuaNEansanlunISEBNNANN AZLBIRREUBIANANG51 Wil

27.0641 (SD = 7.55300) UAY ATUULLBALITBINGANITHTIEMAS Wi 59.5897 (SD = 8.45068)

wananil AnziRaelfdinssiAanduiusaasdandsisanaesnguaoatng Inawigd

ANFANTN N INNRANANRWENaLaNsiaANNA1NgIa (1= 276, p < .05) uaz HANANANRUE

NNAUFENYANITNTFLIRD (1= -.148, p < .01) wlN1TM 1Ay 19aDA Asuanslunigen 3

P3N 7 uaANAaudNTLsvavsuLlsNAN I I8INgNAIDE 1

Aallg 1 2
1. Annsandanlunisiauiny 1
2. ANAN97 276" 1
3. WOFANIINTILAD -.148* -.169*

*p <.05, " p<.01
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3. m'a‘?aLﬂﬁﬁ:ﬁﬁ”l'aadaL%q*].l?‘mmﬁfmﬂaawmmumwuﬂiﬂmqu@m (MANOVA)

Hasanduaungueatingluwsiazngu liwiniu vinlisiesiasnnnanisinnzi Box's Test
of Equality of Covariances Matrice Wansaagevdannasileasinlun1sfiansainauwiniuaesumsneg

ANBLTUIIR-A NN TpeinaniTamIzin L NNATNdANLL T T9U-A Nk T T1sN

a o

laumneneiuadnaldadAty, F (3, 4250988.761) = .842, p = 471 Saduldmudannasdesivans

a

MANOVA uazAananmqsidlunisfiansainme Wilk's Lambda (819019114 Leech, Barrett, Morgan,

2005)

v
o '

Tnaiiiaiasnun Wilk's Lambda Aduandlunngei 4 wudiaaeanguilannuuansieiuegnas

o o

WadATYnNala (p < .07) na1ame Watasanlagmundaniuuio Azuuueastassaulsn N

1 o v o & dl ' ] ddd‘ (% o &
ANHULANANAWANNIZALFLL TR sﬁ\‘li‘léﬂ’]?ﬁ‘%‘],!ﬂ'? ANLANFNRENNNANFaL s la Aflusias

Na170U1 Two-way ANOVA (Tests of Between-Subjects Effects) Aauanaliimi3197 5

AN9199 8 LAAIHANIIILATIZI Multivariate test

Effect Wilk's F Hypothesis df Error df Sig.
Lambda
Intercept .013 5521.213b 2.000 151.000 .000
High Low 915 7.008b 2.000 151.000 .001*
Group

VHEIWR *p < .01
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ﬁl’]ﬁ"]\‘]ﬁ 9 LAANNANITILATIEN Univariate test

Source Dependent df Mean Square F Sig.
Variable

High Low Prosocial 1 110.594 1.619 .205

Group Aggression 1 917.927 13.545 .000*

NNIEILVR *p<.05

A o

Tnamudn syAlrasaniingdie danuuansdisetwiibdAyneatfsangusisetwilszAu

N

20
-}

¢
i

ANEANSINTUNTAUNNALANEINAY ( p < .05) WA linLAINWANEsBLNglTTE LDINGANTTH

1 A 1 1 o 1 dld v R 1 1 dl 1 o
mf;lma@maﬂ@gum@m\mummgmﬂmﬂuﬂ’m@ummLuﬂﬂﬁmﬂu (p=.205)
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andsananisias

v 1

v
(% [ % = o ]

Ao P - A o2 ! = | e A
NNTIEATIUN [ﬂq‘ﬂﬁza\‘iﬂLWﬂﬂﬂE’]N@mﬂ\‘]?:@‘uﬁqqﬂgﬂﬂ?QNiuﬂq?L@uLﬂNWLLmﬂquﬂuWNmﬂ

v v v v v 1 1
[ [% [ A 3

AALLLLAALNNNINUIEANUIUTIAU 388 A5T 19T LHaAEaaNT lanINTAALAanEARaLl

U U

v
o ]

dl ¥ rall 9 o O o Y Y :// d‘ 1% nI/ dld
LLuua@ummlmmmmmmm@mmmuum%LLmuu F91l7naunael mnﬂuum@miﬂwumﬂmum

18 1 audle 30 T MHawnueeulaiimivnisauduinuduszasnaiednem 5 1hew wa luwsas
A 1 rdl v 1 a |oI 1 aI/ A o g aI/ A ¥ v 1
wawawnuasulaiftiunissudunnlinindi 10 4alue e dilanvias 3 4alus waefdindan
NUIRENIAUIIUIY 214 AU ANt AnuvRan liuangusaetinadinngu 2 ngu tHun nqusneteha
D ! e 1 e o2 ! o A A Ay oo
ANEANTINTUNNTAUINNGS LAy NqNFvet A ANANS N UM TIA NN rFaeHa lE lueuday
THun wuudaang@ndanlunisiauny (Game Engagement Questionnaire; GEQ) Wu19nA91H
finng1a (Aggression Questionnaire) wazuwuLdnnnAnssudaemaaluglien (The Prosocialness Scale
a o %

A = o P ' A | o A v
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