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Aggressive behaviour, characterised by harmful actions directed toward others, is a 

complex phenomenon influenced by various personal and situational factors. This 

study seeks to determine the relationship between moral identity, self-esteem, 

antisocial media exposure (gaming and non-gaming media exposure), and aggressive 

behaviours among local online gamers. The sample comprised 384 participants from 

the Klang Valley region using the non-probability sampling method selected through 

the purposive sampling technique. The study utilized several instruments, including 

the Gaming and Non-Gaming Media Exposure Scales, the Rosenberg Self-Esteem 

Scale, the Moral Identity Questionnaire, and the Reactive and Proactive Aggression 

Questionnaires. The reliability of the instruments was evaluated using Cronbach’s 

alpha, yielding coefficients between 0.716 and 0.929 which indicates good internal 

consistency. The study used a cross-sectional survey design and the Statistical 

Equation Model-Partial Least Square (SEM-PLS). Findings on demographic results 

revealed that most of the sample were young adult Malay males from the B40 income 
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group who had been exposed to antisocial media. Meanwhile, non-gaming media 

exposure varied significantly across different levels of education and employment 

status. The study found that individuals with lower levels of education and those who 

are unemployed tend to have higher levels of non-gaming media exposure.  There was 

also a significant difference in moral identity between males and females, with females 

having a higher moral identity than males. Furthermore, the correlation analysis shows 

significant positive associations between aggressive behaviour and antisocial media 

exposure, meanwhile negative correlations with moral identity and self-esteem. 

Moderation analysis indicated that moral identity did not significantly moderate the 

relationship between self-esteem, gaming media exposure, and non-gaming media 

exposure on aggressive behaviour. Effect size analysis revealed that gaming media 

exposure had the largest effect, followed by non-gaming media exposure, self-esteem, 

and moral identity. The proposed model demonstrated strong explanatory power, 

accounting for 74.9% of the variance in the dependent variable (R² = 0.749), exceeding 

the recommended benchmark. Next, the model demonstrated a high degree of 

predictive relevance for the independent variables, accounting for a considerable 

amount of the variance observed in aggressive behavior, specifically 68%, where (Q² 

= .681). These findings suggest that enhancing moral identity could potentially reduce 

aggressive behaviour among gamers. These findings contribute to theoretical 

implications for refining the General Aggression Model by proving that personal and 

situational factors significantly predict aggressive behaviour. On the practical front, 

the results of this study are expected to further promote the development of the e-sport 

industry in Malaysia over a prolonged period, leading to benefits for the legislative 

body, investors, and the government. Finally, the results of this study have 

successfully demonstrated that the variables of moral identity and self-esteem have a 
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significant relationship in decreasing the level of aggressive behaviour, while 

antisocial media exposure shows a significant positive correlation with increased 

aggressive behaviour. 

Keywords: Media Violence Exposure, Moral, Aggression, Malaysian Youth, Gaming 

Addiction 
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Tingkah laku agresif iaitu tindakan yang diarahkan untuk menyakiti seseorang adalah 

suatu fenomena kompleks yang dipengaruhi oleh pelbagai faktor peribadi dan 

keadaan. Kajian ini bertujuan untuk menentukan hubungan antara identiti moral, 

penghargaan kendiri, pendedahan media antisosial (pendedahan media permainan dan 

bukan permainan), dan tingkah laku agresif dalam kalangan pemain permainan atas 

talian warga tempatan. Sampel kajian terdiri daripada 384 peserta di kawasan Lembah 

Klang yang dipilih menggunakan kaedah pensampelan bukan kebarangkalian melalui 

teknik pensampelan bertujuan. Kajian ini menggunakan beberapa instrumen iaitu 

Skala Pendedahan Media Permainan dan Bukan Permainan, Skala Penghargaan 

Kendiri Rosenberg, Soal Selidik Identiti Moral, dan Soal Selidik Agresif Reaktif dan 

Proaktif. Kebolehpercayaan instrumen yang dinilai menggunakan pekali alpha 

Cronbach menghasilkan nilai pekali antara 0.716 hingga 0.929 menunjukkan 

ketekalan dalaman yang baik. Kajian ini menggunakan reka bentuk tinjauan keratan 

rentas dan Statistical Equation Model-Partial Least Square (SEM-PLS). Keputusan 
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kajian berkenaan data demografi mendapati majoriti sampel adalah lelaki Melayu awal 

dewasa yang berada dalam kategori B40 dan terdedah kepada media yang bercirikan 

antisosial. Sementara itu, pendedahan media bukan permainan menunjukkan 

perbezaan yang signifikan merangkumi pelbagai tahap pendidikan dan status 

pekerjaan. Kajian mendapati individu yang menganggur dan mempunyai tahap 

pendidikan yang lebih rendah cenderung kepada tahap pendedahan media bukan 

permainan yang lebih tinggi. Kajian juga mendapati terdapat perbezaan yang 

signifikan dalam identiti moral antara lelaki dan perempuan, di mana perempuan 

mempunyai identiti moral yang lebih tinggi daripada lelaki. Selain itu, analisis korelasi 

menunjukkan hubungan positif yang signifikan antara tingkah laku agresif dan 

pendedahan media antisosial, manakala korelasi negatif dengan identiti moral dan 

penghargaan kendiri. Analisis penyederhanaan menunjukkan bahawa identiti moral 

tidak menyederhanakan hubungan antara penghargaan kendiri, pendedahan media 

permainan, dan pendedahan media bukan permainan terhadap tingkah laku agresif. 

Analisis saiz kesan menunjukkan bahawa pendedahan media permainan mempunyai 

kesan terbesar, diikuti oleh pendedahan media bukan permainan, penghargaan kendiri, 

dan identiti moral. Manakala, model yang dicadangkan menunjukkan kuasa 

penjelasan yang signifikan, dengan nilai R² = 0.749, yang menunjukkan bahawa 

74.9% daripada varian dalam pemboleh ubah bersandar dapat dijelaskan oleh 

pemboleh ubah bebas yang dimasukkan dalam model dan melebihi penanda aras yang 

disyorkan. Seterusnya, model tersebut menunjukkan tahap perkaitan pemboleh ubah 

tidak bersandar mampu menjelaskan sebahagian besar perbezaan dalam tingkah laku 

agresif  sebanyak 68% dimana (Q² = .681). Hasil kajian ini mencadangkan bahawa 

peningkatan identiti moral berpotensi mengurangkan tingkah laku agresif dalam 

kalangan pemain warga tempatan. Penemuan ini juga berupaya menyumbang kepada 
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penambahbaikkan teori iaitu General Aggression Model dengan membuktikan 

bahawa faktor peribadi dan keadaan secara signifikan meramalkan tingkah laku 

agresif. Dari segi praktikal, hasil kajian ini dijangka dapat mempromosikan 

pembangunan industri e-sukan di Malaysia dalam jangka masa panjang, mempunyai 

pelbagai manfaat kepada badan perundangan, para pelabur, dan pihak kerajaan. 

Tuntasnya, hasil kajian ini berjaya menunjukkan bahawa pembolehubah identiti moral 

dan penghargaan kendiri mempunyai hubungan yang signifikan dalam mengurangkan 

tahap tingkah laku agresif, manakala pendedahan media antisosial menunjukkan 

korelasi positif yang signifikan dengan peningkatan tingkah laku agresif. 

Kata Kunci: Pendedahan Kepada Keganasan Media, Moral, Agresif, Belia Malaysia, 

Ketagihan Permainan Video 

 

SDG: MATLAMAT 3: Kesihatan dan Kesejahteraan yang Baik, MATLAMAT 4: 
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CHAPTER 1  

1 INTRODUCTION 

1.1 Background of the Study 

Metaverse, Digital Twins, Extended Reality, Blockchain, and Artificial Intelligence 

(AI), collectively known as advanced digital technologies, have observed a significant 

surge in recent years in transforming how individuals interact and collaborate online. 

Meanwhile, online communities have emerged as a critical hub for social engagement, 

offering new opportunities for digital collaboration while presenting new challenges, 

particularly concerning aggressive behaviour (Barlett & Coyne, 2019). Studies have 

also demonstrated that aggressive behaviour in online communities can produce 

adverse outcomes for individuals and society (Gentile & Lim, 2021). 

Aggression, characterized as behaviour aimed at causing harm to others, represents a 

significant social issue in interactions between individuals and groups. This behaviour 

stems from the combined effects of personal traits and the situational and societal 

contexts in which the actions occur. In social psychology, aggression is specifically 

defined as behaviour intended to harm another individual who wishes to avoid such 

treatment. Therefore, there is no form of “positive” aggression. Aggression can 

manifest in various forms, including deliberate physical harm, verbal aggression, or 

relational/indirect aggression, which targets a person’s social connections (Krahé, 

2020). This observation has resulted in the advancement and progress of numerous 

theories in social psychology to explain the factors that stimulate aggressive behaviour. 

Aggressive behaviour is a crucial topic in social psychology and is often associated 

with various behavioural disorders. However, according to the DSM-5 (Diagnostic 
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and Statistical Manual of Mental Disorders, Fifth Edition), aggressive behaviour is not 

recognized as a standalone disorder. Rather, it is typically viewed as a symptom or 

characteristic of several disorders outlined in the DSM-5. For instance, in Conduct 

Disorder, individuals exhibit repetitive and persistent behaviour patterns that violate 

the rights of others or societa norms, with aggression toward people and animals being 

a key feature. Similarly, Intermittent Explosive Disorder involves impulsive episodes 

of aggression that are disproportionate to the given situation. Oppositional Defiant 

Disorder is characterized by a pattern of angry, irritable moods, argumentative or 

defiant behaviour, and vindictiveness, while Antisocial Personality Disorder displays 

a pervasive disregard for the rights of others, often expressed through aggressive 

actions. Although aggressive behaviour is a prominent aspect of these disorders, it is 

not classified as a distinct disorder in the DSM-5. For example, Regier et al. (2013) 

posit aggressive behaviour as a component of conduct disorder, which encompasses 

physical or verbal actions causing harm or threatening to cause harm to others. 

Based on contemporary events that have reshaped social norms, Russia’s invasion of 

Ukraine on February 24, 2022, represents the most significant military conflict in 

Central Europe since World War II, echoing past traumas and their enduring 

psychological impacts (Kurapov et al., 2022). Historical traumatic events can lead to 

a collective loss of control and heightened aggression, reflecting how past and present 

conflicts influence societal and individual mental states. This correlation suggests that 

situational factors stemming from geopolitical conflicts significantly affect well-being 

and can perpetuate aggressive behaviours within populations. Recognizing this, social 

psychology has increasingly focused on the systematic evaluation of psychological 

factors driving aggression, aiming to mitigate its impacts and enhance future societal 
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resilience (Kruglanski & Stroebe, 2012). This approach not only underscores the need 

for a thorough understanding of aggression’s roots but also highlights the importance 

of proactive measures in psychological and social interventions. 

In Malaysia, aggressive behaviour has been extensively investigated in diverse 

contexts, including among secondary school students, illegal motorcycle street racers 

(mat rempit), road drivers, juvenile cases, moviegoers, rehabilitation centre residents, 

and prison inmates. However, there is a noticeable gap in research regarding 

understanding aggressive behaviour within the gaming community. While studies 

have covered a range of contexts, there is a limited exploration of this behaviour 

among gamers. A study by Abdul Nasser et al. (2021) found that the majority of 

Malaysian youth are involved in online gaming activity and watching films, e.g., 

YouTube or Netflix. Therefore, we can consider that major activities in Malaysia are 

online activities (Malaysian Communications and Multimedia Commission (MCMC), 

2020).  

Recent research by Ibrahim et al. (2021) and Teng et al. (2020) have looked into this 

to address the existing gap. Meanwhile, Teng et al. (2020) identify a gap in the existing 

literature concerning the specific relationship between violent video game exposure 

and cyber bullying among Chinese youth. Prior studies have extensively explored the 

link between violent video games and aggression, but few have specifically addressed 

how these games might influence bullying behaviours, including cyberbullying. 

Meanwhile, factors such as socioeconomic background, for example, family income, 

level of education and exposure to social harm in television programs have been 
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suggested as potential contributors to aggressive behaviour (Greitemeyer & Christina, 

2016; Badyai et al., 2016; Doerschuk et al., 2016). Therefore, situational and 

personological factors play a crucial role in establishing aggressive behaviour levels 

among youth. In summary, despite the wide-ranging exploration of contexts, the 

investigation of aggressive behaviour remains relatively underdeveloped. 

1.2 Problem Statement 

The COVID-19 pandemic outbreak in 2020-2021 has resulted in considerable social 

changes, such as school closures, lockdowns, and greater social isolation. This event 

significantly altered Malaysians’ lifestyle and social behaviours (Ahmad et al., 2022; 

Abdullah et al., 2022; Koh et al., 2020). As a result, indoor hobbies, such as computer 

games, online gaming, and watching films, have grown in popularity during 

lockdowns, displacing long-standing outside physical and social activities (Chang et 

al., 2023). According to the Department of Statistics Malaysia (DOSM, 2021), there 

has been a rise in computer usage among Malaysians aged 15 and above, with the 

percentage increasing from 80.0 percent in 2020 to 83.5 percent in 2021, reflecting a 

change in behaviour. In addition, the percentage of people using the Internet has 

climbed from 89.6 percent to 96.8 percent in 2020-2021. 

High levels of participation in virtual activities via phones, computers, and the Internet 

can benefit many people. Still, it can also lead to antisocial media exposure 

repercussions, leading to aggressiveness. For example, the MCMC (2023) reported a 

99.5 percent increase in the number of cyber-crime cases in 2020, receiving 20,805 

complaints compared to 10,426 complaints in 2019. Virtual activities via computers, 

mobile phones, and internet platforms have altered the manners of modern social 
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relationships and social activities. 

Previous academics have extensively examined the beneficial and negative effects of 

media exposure and digital gaming on youth and children. Notably, if a virtual activity 

incorporates undesirable features, continuous exposure can impact the individual’s 

level of aggression (Maraire & Chethiyar, 2019). While aggressive behaviour itself is 

not inherently criminal, it is often linked to those involved in criminal activities and is 

commonly observed in the context of criminal acts. According to research on 

Malaysian youth, 69.6 percent of potential youths aged 21 to 30 who were involved in 

criminal activities displayed moderate levels of violent behaviour. In comparison, 11.6 

percent displayed high levels of aggressive behaviour (Abdullah et al., 2015). This 

finding demonstrates that it is more challenging to discover an ex-offender who has 

not retained any signs of aggressive behaviour. 

However, a study conducted by Przybylski and Weinstein (2019) on British 

adolescents found no evidence that playing negative video games has a significant 

impact on their aggressive behaviour. Meanwhile, recent research carried out by Fauzi 

et al. (2023) discovered that negative behaviour among Malaysians is influenced by 

both personal and situational factors. Hence, it can be anticipated that the impact of 

environmental factors on aggression exhibits variability contingent upon variations in 

population and surroundings, as posited by Bushman and Anderson (2023). Given the 

possible risks associated with exposure to antisocial content, the current study 

emphasizes the significance of examining the impact of Antisocial Media Exposure 

on aggressive behaviours among Malaysian youth. This empirical study is necessary 

considering the growing societal interest in digital activities such as online gaming 
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during the past decade. 

In addition to the hypothesis positing a relationship between Antisocial Media 

Exposure and subsequent aggressive behaviour, research has indicated that socio-

economic features and demographic profiles may also be associated with levels of 

aggression. In a broader context, individuals with a disadvantaged socio-economic 

background tend to exhibit certain patterns of judgement, emotional reaction, and an 

elevated propensity for aggressive behaviour (Greitemeyer & Christina, 2016). 

When situational factors interact with the qualities of human personality, they have the 

potential to influence individuals’ aggressive behaviours. The General Aggression 

Model posits that psychological traits, such as self-esteem, exert an influence on an 

individual’s propensity for engaging in negative behaviour (Anderson & Bushman, 

2002; Balakrishnan & Fernandez, 2018). Several studies have examined the 

relationship between low self-esteem and victimization caused by aggressive 

behaviour. For instance, Schultze-Krumbholz et al. (2018) found evidence suggesting 

that individuals exhibiting low Self-esteem are more prone to becoming victims due 

to their behaviour. Conversely, other research has explored the association between 

low Self-esteem and engaging in aggressive behaviour. For instance, Błachnio et al. 

(2019) conducted a study indicating those who exhibit aggressive behaviour tend to 

have lower levels of Self-esteem. Therefore, in connection with the growing 

phenomenon of media exposure and cyber activity, it is worthwhile to investigate 

whether personal aspects of Self-esteem are related to aggressive behaviour. This is 

especially important among the youth of Malaysia, who are actively engaged with 

antisocial media. 
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E-sports, such as competitive video gaming, is a prime example of online activities 

that have gained immense popularity among the Malaysian youth. These virtual or 

online games have captivated the interest of young people and evolved into a 

burgeoning sport, thanks to their highly interactive gaming platforms, which 

encourage competition and social interaction. Understanding the relationship between 

Self-esteem and aggressive behaviour in the context of this prevalent online gaming 

culture is crucial for comprehending the broader dynamics of youth engagement with 

antisocial media. 

As a result of this reality, it is not viable to implement a complete ban on inappropriate 

media exposure and online games if the goal is to protect children from potential 

exposure to negative content. Several countries have implemented bans or restrictions 

on specific online games. For example, Belgium has banned games with loot boxes that 

constitute gambling under the country’s laws (BBC, 2018). China has banned online 

video games based on various factors like the depiction of drugs or organized crime 

(Haldane, 2021). Germany is known for having strict regulations on online video games 

that feature human-like enemies or extreme violence (Mueller, 2015). These bans show 

that while a complete prohibition of online games is not widespread, targeted bans 

based on content or specific gaming features are indeed possible and have been 

implemented in various jurisdictions. These measures are usually taken to address 

specific social, cultural, or legal concerns related to the content within these games.  

However, it is essential to note that the negative impact of negative media on youth is 

also a result of the personality or psychological state of individuals or gamers 

(Bushman, 2017). In particular, some variables may strengthen or weaken the 
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association between the independent and dependent variables. This study seeks to 

identify variables that may reduce the strength of the relationship between Antisocial 

Media Exposure and aggressive behaviour. Identifying this moderating variable can 

serve as a strategy for mitigating the effect of Antisocial Media Exposure on 

aggressive behaviour. 

Prior research has identified certain factors that moderate the impact of exposure to 

antisocial media on aggressive behaviour, particularly in the context of negative video 

games, for example, massive multiplayer online role-playing games (MMORPGs). It 

is worth mentioning that certain variables, such as Self-esteem and the impact of deviant 

peers, have been identified as moderators in the association between exposure to 

antisocial media and aggressive behaviour (Lokithasan et al., 2020; Lopez-Fernandez 

et al., 2021). T Moral Identity he current study, however, is mainly interested in the 

potential function of morality or Moral Identity in regulating the impacts of Antisocial 

Media Exposure on aggression among Malaysian youth. Past studies have also stated 

that Moral Identity is correlated to aggression, acting as a crucial component in 

moderating the impact of other psychological factors on aggression (Teng et al., 2020; 

Skobkareva, 2020). Hence, it is intriguing to investigate whether the moral identities 

of local Malaysian online gamers can exhibit a similar moderating influence on Self-

esteem and deviant peer associations, as previously demonstrated in research, thereby 

mitigating the adverse effects of exposure to antisocial media on aggressive behaviour. 

To strengthen the rationale for selecting moral identity as a moderator in the study of 

aggressive behaviour in relation to antisocial media exposure, it is essential to 

elucidate the role of moral identity in psychological processes. Moral identity serves 
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as an internal moral compass, influencing how individuals interpret and react to their 

environments, including their interactions with media. Research has shown that 

individuals with a strong moral identity are likely to experience aggressive behaviour 

when exposed to antisocial media, which conflicts with their internal moral values 

(Mulder & Aquino, 2013). This can moderate their responses to such stimuli, 

potentially mitigating aggressive tendencies. 

Moral identity can act as a buffer against the negative influences of antisocial media. 

For instance, Aquino and Reed (2003) posited that the degree to which moral traits are 

integrated into an individual’s self-concept, referred to as the internalization and 

symbolization of moral identity, can significantly impact their behaviour. Individuals 

with high levels of moral identity are more likely to engage in prosocial behaviours 

and resist behaviours incongruent with their moral values, such as aggression triggered 

by antisocial media exposure. This supports the hypothesis that moral identity could 

moderate the relationship between antisocial media exposure and aggressive 

behaviour, making it a critical variable for comprehensive analysis in this domain. By 

integrating moral identity into the study, the research aims to uncover deeper insights 

into the psychological mechanisms that protect or predispose individuals to aggression 

in the digital age, offering valuable implications for interventions aimed at reducing 

the impact of negative media exposure. 

The combination of coming from a disadvantaged socio-economic background, such 

as income status, gender preferences and academic achievement, may have a 

significant relationship with aggressiveness (Turanovic & Siennick, 2022). Therefore, 

the differences between socio-economic features, demographic profiles, and 
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individual differences toward the level of aggression remain unclear among local 

online gamers in our country. This research seeks to explore the significant differences 

in moral identity, self-esteem, and aggressive behaviour in terms of socio- economic 

background (gender, employment status, and level of education). 

Aside from that, as earlier studies have highlighted the direct effects of self-esteem on 

aggression, it is worthwhile to investigate whether moral identity can moderate the 

relationship between these two. To summarise, comprehending this issue among local 

online gamers necessitates a comprehensive understanding of the interplays between 

antisocial media exposure, self-esteem, and moral identity as well as how these factors 

and their interactions influence aggressive behaviour. Identifying moral identity’s 

moderating power for the effects of other psychological factors on aggressive 

behaviour among young online gamers is significant because it can facilitate the 

development of potential early intervention strategies within society. These could 

mitigate the negative impact of antisocial media exposure on aggressive behaviour 

among Malaysian youth.   

In summary, this research aims to address several critical gaps within the context of 

aggressive behaviour in the gaming community. Theoretically, while the General 

Aggression Model provides a robust framework for understanding aggression, its 

application has been limited in examining how specific moderators, such as moral 

identity and self-esteem, influence aggression among online gamers. This presents a 

theoretical gap in comprehensively understanding the nuances of aggression 

modulation within digital environments. Practically, the research on antisocial media 

exposure, especially within online gaming environments, remains limited (Kowert et 



© C
OPYRIG

HT U
PM

 

11 

al., 2023). This lack of specificity can reduce the effectiveness of measures to curb 

aggression in gaming communities. For instance, generic content moderation tools 

may not fully address the nuanced ways in which antisocial behavior manifests in 

online games, leading to persistent issues with in-game toxicity (Kowert et 

al., 2023). Furthermore, media literacy programs in Malaysia often lack the 

localization needed to effectively engage with Malaysian youth’s media consumption 

habits and attitudes (Ismail & Masrom, 2022).  

Furthermore, despite extensive research, significant gaps remain in understanding the 

relationship between violent media exposure and aggression. Early studies by 

Anderson and Bushman (2001, 2002) asserted a strong causal link, influencing both 

public policy and perception. These studies emphasized consistent findings that 

violent video games could lead to increased aggression. However, more recent work 

by the same authors in 2023 reveals a growing awareness of inconsistencies and null 

results within the research landscape. The earlier confidence in a definitive connection 

has given way to recognition of the complexities and limitations in existing studies. 

This evolution underscores a critical problem in the field: the difficulty in establishing 

a clear and consistent understanding of violent media effects. The variability in 

findings points to potential methodological issues and suggests that factors influencing 

the impact of violent media are not yet fully understood. Addressing these research 

gaps is essential for advancing a more nuanced and accurate interpretation of how 

violent media influences behavior. This study aims to fill these gaps by exploring 

potential moderators that could refine the application of the General Aggression 

Model in the digital realm, ultimately contributing to more effective strategies for 

mitigating aggression among gamers. 



© C
OPYRIG

HT U
PM

 

12 

1.3 Research Questions 

1. What are the levels of moral identity, self-esteem, antisocial media exposure 

and aggressive behaviour among local online gamers? 

2. Are there any significant differences in moral identity, self-esteem, antisocial 

media exposure and aggressive behaviour in terms of socio-economic 

background (gender, employment status, and level of education)? 

3. Are there any significant relationships between moral identity, self- esteem, 

antisocial media exposure and aggressive behaviour? 

4. What are the factors that significantly predict aggressive behaviours? 

5. Does moral identity moderate the relationship between self-esteem, 

antisocial media exposure, and aggressive behaviours? 

 

1.4 Research Objective 

The main objective of the study is to determine the relationship between moral 

identity, self-esteem, antisocial media exposure (gaming media exposure and non-

gaming media exposure) and aggressive behaviours among local online gamers in 

Malaysia. 

1.4.1 Specific Objectives 

1. To identify the level of moral identity, self-esteem, antisocial media exposure 

(gaming media exposure and non-gaming media exposure) and aggressive 

behaviour. 

2. To determine the differences in moral identity, self-esteem, antisocial media 

exposure (gaming media exposure and non-gaming media exposure) and 

aggressive behaviour in terms of socio-economic background (gender, 

employment status, and level of education). 
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3. To determine the relationships between moral identity, self-esteem, antisocial 

media exposure (gaming media exposure and non-gaming media exposure) 

and aggressive behaviour. 

4. To determine which factors significantly predict aggressive behaviour. 

5. To determine the significant role of moral identity in moderating the 

relationship between antisocial media exposure (gaming media exposure and 

non-gaming media exposure) and self-esteem towards aggressive behaviour. 

 

1.5 Research Hypotheses 

In this study, the hypotheses were derived from past studies. The null hypothesis was 

established, given that many past studies have shown significant differences or 

correlations between the variables examined. The hypotheses were developed based 

on the research objectives of this study. The null hypothesis is employed in this thesis 

as it aligns with the established scientific approach to hypothesis testing. Serving as a 

neutral and objective starting point, the null hypothesis allows for an unbiased 

evaluation of whether sufficient evidence exists to support the alternative hypothesis. 

This approach is critical in minimizing the risk of Type I errors, which occur when the 

null hypothesis is incorrectly rejected. By adhering to this method, the research 

ensures that conclusions drawn are not only robust but also firmly grounded in 

empirical data, thereby enhancing the reliability and validity of the findings (Farrugia 

et al., 2010).  The research hypotheses that were tested are given as follows: 

Objective 2: To determine the differences in antisocial media exposure (gaming media 

exposure and non-gaming media exposure, self-esteem, moral identity, and aggressive 

behaviour in terms of socio-economic background (gender, employment status, and 

level of education). 
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H01:  There is no significant difference in gaming media exposure in terms of 

employment status.  

H02:  There is no significant difference in non-gaming media exposure in terms of 

employment status. 

H03:  There is no significant difference in self-esteem in terms of employment 

status. 

H04:  There is no significant difference in moral identity in terms of employment 

status. 

H05:  There is no significant difference in aggressive behaviour in terms of 

employment status.  

H06:  There is no significant difference in gaming media exposure in terms of level 

of education.  

H07:  There is no significant difference in non-gaming media exposure in terms of 

level of education. 

H08:  There is no significant difference in self-esteem in terms of level of 

education. 

H09:  There is no significant difference in moral identity in terms of level of 

education. 

H010:  There is no significant difference in aggressive behaviour in terms of level of 

education.  

H011:  There is no significant difference in gaming media exposure in terms of 

gender. 

H012:  There is no significant difference in non-gaming media exposure in terms of 

gender. 

H013:  There is no significant difference in self-esteem in terms of gender.  

H014:  There is no significant difference in moral identity in terms of gender. 

H015:  There is no significant difference in aggressive behaviour in terms of gender. 
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Objective 3: To determine the relationships between antisocial media exposure 

(gaming media exposure and non- gaming media exposure), aggressive behaviour, 

self-esteem and moral identity. 

H016:  There is no significant relationship between gaming media exposure and 

aggressive behaviour 

H017:  There is no significant relationship between non-gaming media exposure and 

aggressive behaviour.  

H018:  There is no significant relationship between self-esteem and aggressive 

behaviour.  

H019:  There is no significant relationship between moral identity and aggressive 

behaviour. 

 

Objective 4: To determine which factors significantly predict aggressive behaviours. 

H020:  There are no significant effects of gaming media exposure on predicted 

aggressive behaviour.  

H021:  There are no significant effects of non-gaming media exposure on predicted 

aggressive behaviour.  

H022:  There are no significant effects of self-esteem on predicted aggressive 

behaviour.  

H023:  There are no significant effects of moral Identity on predicted aggressive 

behaviour. 

 

Objective 5: To determine the significant role of moral identity in moderating the 

relationship between antisocial media exposure (gaming media exposure and non-

gaming media exposure) and self-esteem towards aggressive behaviour. 

H024:  Moral identity does not significantly moderate the relationship between 

gaming media exposure and aggressive behaviour. 
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H025:  Moral identity does not significantly moderate the relationship between non-

gaming media exposure and aggressive behaviour. 

H026:  Moral identity does not significantly moderate the relationship between self-

esteem and aggressive behaviour. 

 

1.6 Significance of the Study 

The current research contributes to the existing literature on the development and 

causes of behaviours among Malaysian youth by focusing on three domains 

influencing Moral Identity: exposure to antisocial media and Self-esteem, with Moral 

Identity acting as a moderator. 

From an academic perspective, this study contributes to the existing literature on the 

effects of antisocial media exposure and self-esteem on aggressive behaviour in the 

context of online gaming. Moreover, the study highlights the role of moral identity 

acting as a moderator in the relationship that exists between self-esteem, antisocial 

media exposure, and aggressive behaviour. This is a significant contribution to the 

literature, as previous studies have largely focused on the direct effects of antisocial 

media exposure and self-esteem on aggressive behaviour neglecting the moderating 

role of moral identity. Therefore, this study contributes to the academic comprehension 

of the psychological factors influencing aggressive behaviour in the context of online 

gaming, providing insights into the complex interplay between antisocial media 

exposure, self-esteem, and moral identity. 

From a practical perspective, the findings of this study have implications for 

policymakers, educators, and counselors working with youth who engage in online 
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gaming activities. Understanding the psychological factors contributing to aggressive 

behaviour will help develop targeted interventions and prevention programs to reduce 

the prevalence of aggression in online gaming communities. This research is crucial 

as it may assist in the partnerships between professionals such as educators, 

counsellors, and policymakers to strengthen and reinforce the policies for the youth 

group. The results from this study may create awareness in the institution of a family, 

as they should pay more attention to changes in youth behaviours. In addition, this 

research may be an eye-opener to the community as it can provide information and 

knowledge on teenagers’ current behaviours. 

From a future-oriented perspective for future scholars, this study has the potential to 

inform the development of new technologies and gaming platforms that promote 

prosocial behaviour and discourage aggression. As the online gaming industry 

continues to grow and evolve, it is essential to understand the psychological 

mechanisms influencing user behaviour and develop tools and interventions that 

encourage positive interactions and foster a sense of community among online gamers. 

This study contributes to this ongoing effort by shedding light on the factors 

contributing to aggressive behaviour and identifying potential avenues for intervention 

and prevention. 

This study is paramount in both theoretical and practical terms. This research will 

provide several interventions to increase youth’s passionate interests and goal-oriented 

thinking for prevention programs. With the aid of government-based programs, simple 

methods can be prepared for youths to set small goals in their daily lives and make 

efforts to achieve them, which is proven to help develop meaning in life and facilitate 
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coping with distress. 

Overall, this study of local online gamers is significant in terms of academic 

understanding and practical for future-oriented implications. Its findings can inform 

the development of interventions and policies to reduce aggressive behaviour in online 

gaming communities and promote a safe and positive gaming environment for all 

users. 

1.7 Terminology Definitions 

1.7.1 Aggressive Behaviour  

Conceptual definition 

Aggressive behaviour refers to actions that are intended to cause harm or injury to 

another person or damage to property. This includes physical violence, verbal 

hostility, and indirect forms of aggression such as spreading rumors or social 

exclusion” (American Psychological Association, 2020). 

Operational definition 

The level of aggressive behaviour is quantified through participants’ responses to 23 

distinct behaviours listed in the Reactive-Proactive Aggression Questionnaire (RPQ), 

which are rated on a 3-point Likert scale, where a higher score indicates a higher 

frequency and thus a higher level of aggressive behaviour. 
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1.7.2 Antisocial Media Exposure 

Antisocial media exposure is an all form of exposure to mass communication that 

visualizes and portrays acts of annoyance contrary to the laws and customs of society 

(den Hamer et al., 2017). Supported by Caroll et al. (2023), antisocial media exposure 

comprises a broad spectrum of actions that violate societal norms and/or other people’s 

rights. In this study, antisocial media exposure is divided into two categories, as stated 

below. 

1.7.2.1 Gaming Media Exposure 

Conceptual definition 

All forms of gaming that visualize and portrays acts of cause annoyance, contrary to 

the laws and customs of society (den Hamer et al., 2017). Therefore, gaming media 

exposure is an exposure to a video game that displays social harms that can arise from 

social media platforms. 

Operational definition 

Gaming media exposure refers to the extent to which individuals engage with video 

games that contain antisocial content, including violence, aggressive behaviour, or 

other elements that deviate from social norms. Operationally, gaming media exposure 

is quantified based on the frequency and duration of interactions with such games, 

assessed through a self-reported measure. Participants report their exposure by 

responding to items that query the frequency of gaming sessions and the typical 

duration of these sessions with specific reference to games characterized by antisocial 

themes. This measure helps in understanding the level of exposure where higher scores 

indicate greater exposure to antisocial content in gaming contexts.  
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1.7.2.2 Non-Gaming Media Exposure 

Conceptual definition 

Non-gaming media exposure is a non-gaming exposure to antisocial content, including 

all forms of mass communication, for example, YouTube, television, and social media, 

except games, that visualizes and portrays acts of cause annoyance, contrary to the laws 

and customs of society (den Hamer et al., 2017). 

Operational definition 

Non-gaming media exposure refers to the frequency and intensity with which 

individuals engage with media content that does not involve interactive gaming. This 

includes viewing television shows, movies, and videos, listening to music, and 

browsing non-gaming content on social media platforms. Non-gaming media 

exposure is quantified based on the amount of time spent consuming such media daily. 

Higher scores on the measurement scale indicate greater exposure to non-gaming 

media, which is assessed using a modified version of the den Hamer et al. (2017) scale. 

This scale employs a 5-point Likert scale to measure the frequency of engagement 

with various types of non-gaming media. 

1.7.2.3 Moral Identity  

Conceptual definition 

Moral identity is a concept within a self-regulatory mechanism concerning the 

significance of morality to a person’s identity that motivates moral action (Aquino & 

Reed, 2002). 
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Operational definition 

Moral identity is operationally defined as the degree to which a set of moral traits (e.g., 

being caring, compassionate, fair, and honest) is central to an individual’s self-

concept. This construct reflects the extent to which moral qualities are embodied in an 

individual’s everyday actions and decisions. High levels of moral identity suggest that 

an individual consistently aligns their actions with their moral convictions, influencing 

their responses and behaviours in various social interactions and personal decisions 

(Aquino & Reed, 2002). 

1.7.2.4 Self-Esteem  

Conceptual definition 

Self-esteem refers to an individual’s positive or negative attitude toward themselves, 

centred on the assessment of their self-worth or value (Hewitt, 2020). People are 

driven to possess elevated self-esteem, which signifies a healthy self-regard rather than 

egotism (Sociology Department, University of Maryland, 2021). 

Operational definition 

In this study, self-esteem refers to a person’s overall emotional assessment of their 

own worth, including beliefs and feelings such as pride or shame. It will be measured 

using the Rosenberg Self-Esteem Scale (RSES), a 10-item tool that gauges positive 

and negative self-perceptions on a four-point scale from ‘strongly agree’ to ‘strongly 

disagree.’ The total RSES scores will categorize participants’ self-esteem as low, 

moderate, or high, enabling a more detailed analysis of how different self-esteem 

levels impact other psychological factors in the study. 
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1.7.2.5 Local Online Gamer 

Conceptual definition 

A gamer is defined as someone who, regardless of the time spent and their passion for 

video games, actively engages in gaming activities (Vilasís-Pamos & Pires, 2021). 

Meanwhile, an online game is a video game that can be played, either to some extent 

or predominantly, via the Internet or any other accessible computer network (Adams 

et al., 2006). Therefore, local online gamer refers to people who engage in various 

forms of online gaming in their local community, for instance, social games, 

multiplayer video games, or competitive gaming. 

Operational definition 

In this study, local online gamers refer to individuals residing in Malaysia who engage 

in playing video games over the internet. These gamers participate in various forms of 

digital gaming, including but not limited to, multiplayer online games, competitive 

gaming leagues, and casual single-player games accessed through online platforms. 

For the purpose of this research, local online gamers are identified through self-

reported gaming habits, specifically those who indicate that they play online games 

for a certain number of hours per week.  

1.8 Scope of Study 

This study investigates the relationship between antisocial media exposure, self-

esteem, moral identity and aggressive behaviour among local online gamers in Klang 

Valley, Malaysia. The scope of the social psychology field that focuses on this study 

is aggressive behaviour as the dependent variable. Many factors may influence aggressive 

behaviour, but in this study, the independent variables are antisocial media exposure 
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and self-esteem, while the moderating variable is moral identity. 

The study has several limitations to consider. First, the study is limited to the 

population of local online gamers in Klang Valley aged between 18-40. Thus, the 

results cannot be generalized to other populations or age groups. Second, the study 

relies on non-probability sampling techniques, which may limit the representativeness 

of the sample. Third, the study only measures the general meaning of aggression and 

does not distinguish between reactive and proactive aggression. Fourth, the study is 

quantitative in nature and, thus, may not capture the complexity and nuances of the 

phenomenon under investigation. Finally, the study does not control other potential 

variables influencing aggressive behaviour, such as personality traits or family 

background. Despite these limitations, this study provides valuable insights into the 

relationship between antisocial media exposure, self-esteem, moral identity, and 

aggressive behaviour among local online gamers, which can inform the development 

of prevention and intervention initiatives. 

1.9 Chapter Summary 

The main objective of this chapter is to provide an introduction to the research, 

encompassing the study’s background, research purpose, and the identified research 

problem. It presents well-defined research objectives and research questions from 

which hypotheses for the study have been formulated. Furthermore, this chapter 

addresses the research’s significance and outlines its scope. It concludes by 

emphasizing the theoretical and conceptual framework and providing precise 

definitions of the terms that will be utilized throughout the research. 
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