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Motto

“Life is just a game with mesmerizing graphic and maximum difficulty. Wheter

you level up yourself or stay in the newbie zone.” — Anonymous.

“The healthy human mind doesn’t wake up in the morning thinking this is its last
day on Earth. But, think that’s a luxury, not a curse. To know you’re close to the

end is a kind of freedom.” — Price.

“The world fears the inevitable plummet into the abyss. Watch for that moment
and when it comes, do not hesitate to leap. It is only when you fall that you learn

whether you can fly.” — Flemmeth.

“We’re made up of thousands of parts with thousands of fucntions all working in
tandem to keep us alive. Yet if only one part of our imperfect machine fails, life

fails. It makes one realize how fragile, how flawed we are.” — Ingun Black-Briar.

“We are here in this world, by the creation of God to Live with others, to Learn
every knowledge, to Love with our beloved ones, and to Leave a Legacy for the

next generation.” — Mulaydi.
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Correlation between In-Game Prosocial Behavior with Empathy in
Adolescent Gamers

Kenang Ardana

Retno Pandan Arum K.

Abstract

Past research in this research field provided abundant evidence that
exposure to video games would increase negative social tendencies. In contrast,
some studies found more positive effects of video game exposure. This study was
conducted to find correlation between prosocial behavior occurred in the game play
of online game with the empathy within the gamers themselves. The sample
consisted of 147 online gamers who play MMORPG/Open World games in several
game centers in Yogyakarta. The study showed that MMORPG/Open World games
can become something that allows the gamers to socialize themselves and become
more prosocial that would lead to empathy enhancement. Based on the statistic test,
the result indicated that there was a positive correlation between in-game prosocial
behavior with empathy in the adolescent gamers. The test itself was using Pearson
Product Moment correlation analysis method. From the test we obtained r = 0.588
and the significance value wasp = 0.000 (p < 0.05). Therefore, the hypothesis was
confirmed.

Keywords: in-game prosocial behavior, empathy, online game, MMORPG.
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Chapter |

Introduction

A. Study Background

Humans are social being that cannot be separated from other beings; they
also desire to communicate or interact with others. The communication that is
done directly or indirectly is crucial to us to get information about our
surrounding or even to fulfill our social needs in our community. Humans as
social being are unable to live by themselves individually; they always try to stay
connected with other people. Each individual does the interaction as a way to
identify and stay close with the others they intend to be. The interaction process in
direct or indirect interaction; by speaking to each other or using devices (such as
phone, emails, etc.) would create a bond between individuals that keep them to

stay connected. Therefore the interaction that has been build would be more

comfortable and stay intact. Thibaut and Kelley (1959) defined interaction as an
occasion that influencing each other when two individuals or more are together;
they create a result with other people or communicate with other. That interaction
implicates cognitive process and emotional process, so as one individual or group
in the occasion sustain emotional alteration and gain information. Haryanto
(2011) mentioned that social interaction process came from some factors, which

are imitation, suggestion, sympathy, identification, and empathy.



One of the factors that cause a social interaction is empathy. Goleman
(2009) defined empathy as an essential skill for all social ability. Empathy is one

of the most critical factors in a good social interaction. All individuals could apply
empathy in any interaction by involving in other people’s occasion whether it is in
verbal, emotional, or behaving. Hurlock (1999) explained that empathy is an
individual capability to understand feelings and emotional state in other person’s,
also to project himself in others position. Baron & Byrne (2005) explained that
empathy is an ability to feel other individual’s emotional state, to give sympathy,
and try to solve the problem also uses other individual’s perspective. Every
individual could empathize towards other, because by empathizing towards other;
we involve ourselves into other’s condition. Empathy plays a significant role in
emotional health, social life, and individual well-being. The ability to feel other’s
feeling and share emotional state correctly could make us act precisely in any

social occasion (Cassels et al., 2010).

The lack of empathy in an individual can lead to some unpleasant
behaviors, one of them is bullying. Bullying is a form of aggressive behavior in
which someone intentionally and repeatedly causes another person injury or

discomfort (from apa.org/topics/bullying). Bullying can take the form of physical

contact, words, or more subtle actions. The bullied one typically has trouble

defending him or herself and unable to do anything to the “cause” of bullying. In

the adolescent state, each individual experiences changing on the body, mind,



role, emotion, and personal values that affect the individual self (Hurlock, 2009).
In the unstable emotional condition and mental condition, teens are vulnerable to
any adverse influences; bullying is one of them. There are some bullying cases
involving teenagers in Indonesia, one of them occurred in Bogor. LA, 16 years
old and three other friends were bullied by their seniors in high school. LA

admitted to his parents that his seniors bullied him; he was forced to drink alcohol

and taught to brawl with other students (metro.tempo.co, 15" September 2017). In

Riau, bullying had a terrible impact on a high school student until she committed

suicide by drowning herself in a river (news.detik.com, 31% July 2017). Bullying

also happens in the virtual world, called cyberbullying. Cyberbullying defined as
the use of electronic communication devices to threat or intimidate an individual
or a group of individual (Willard, 2005). A study conducted by Permatasari
(2012) showed that the individual who a bully in the social media by sending
messages with many swears has a purpose of disgracing the victims. Therefore,
teenagers have to be taught about empathy and respect, so that they will learn to

interact better with others and have compassion towards others.

A person who has empathy tends to have willing for help other people.

Batson (Taufik, 2012) explained that empathy is an experience to positioning

ourselves in other’s emotional state, pretend to have the experience and the

emotion. Batson (Taufik, 2012) also mentioned that empathy force people to help

which its purpose is to give the individual or group a better condition. Helping



behavior is classified in prosocial activity. Baron & Byrne (2005) defined
prosocial behavior as an act to help that give people advantage without providing
any personal gain for him by doing so. Prosocial behavior can occur in the real
world or digital world. As an example for prosocial behavior in the digital world

is an online game player who helps each other and be cooperative and online-

based charity for natural disaster’s victims or anyone needs help using social

media.

Rapid technology advancement in this global era has provided us a lot of
facilities and accesses to gain information and entertainment. The Internet is one
of communication and information product that has been used by our
communities. Communication using the internet nearly becomes one of the
primary needs in Indonesia. The rapid advancement of information and

communication technology caused the networking system more efficient

(www.aptika.kominfo.go.id). Internet usage in Indonesian daily life is increasing;
it is shown by the data provided from Indonesian Internet Provider Association

(APJII) that in 2016, there are 132.7 million internet users. This number is

increasing about 51.8 percent from 2014 total users who were 88.1 million users.

The age range of most internet users is 35-44 years old. One of internet-

based entertainment facility is an online game. The online game is the game that
can be played by individual and the other individuals could join in the game

without any geographic bound. APJII explained that in 2012 active online game


http://www.aptika.kominfo.go.id/

user reached 6 million users or about 10 percent of internet users and kept rising.

Eva Muliawati, Managing Director in PT Megaxus Infotech, said that there are

about 25 million online game users in Indonesia, 70 to 80 percent of them use

Personal Computer (PC) as their platform (Harian Jogja, 29" January 2014). This
amount was increasing in 2017; there are about 43.7 million online game users

(Newzoo Survey). There are few types of online game, such as First Person
Shooter (FPS), Real Time Strategy (RTS), Cross-Platform Online, Browser

Game, and Massively Multiplayer Online Role-Playing Game (MMORPG).

Online games emerged in Indonesia on 2001 with FPS and MMORPG genres.

The average of online game users in Indonesia in 2017 were teenagers and

early adults, 56% of them were male and 44% are female (Newzoo Survey).
Their playtime varies from after class, on weekends, or vacations. Some of them
could manage their gaming time and their working time. For some people, playing
online games are considered as time-wasting activity and become bad influences
towards the players; for some people playing online games are wrong. Moreover,
many studies indicate adverse effect from online games. From Anderson (2010),
the research indicated that playing games that had violence (Video Game
Violence) with high intensity would increase gamers’ aggressive level. The other
research indicated that VGV affected gamers’ empathy level; therefore they
showed less empathy and showed less social activity. The emergence of Internet

Gaming Disorder with the symptoms included in DSM-V in 2014 became one of



the references used by the society to judge that playing online games would have
severe effects even it was not currently identified as mental disorder. However,
Internet Gaming Disorder was identified as a condition recommended for the

furher study (www.psychiatry.org). In the ICD-11 — which was released in 2016,

the gaming disorder was included in addiction chapter and subdivided into
‘predominantly offline’ and ‘predominantly online’ (Saunders, 2017). PPDGJ-11I
as a guideline to diagnose mental disorders in Indonesia did not include the

gaming disorder as an addictive behavior nor as a disorder.

Commonly, the society considered online game as bad influence. This
assumption was based on some cases that involved gamers. Erlinda, Head of
Socialization Division in Indonesian Comission on Child Protection (KPAI),
mentioned that there were many cases that involved online game addiction
(Republika, 25™ April 2016). Two game centers in Yogyakarta were observed on

15™ July 2017 to find some facts for the gamers, most of the gamers did not do

any direct social interaction intensively. The lackness of direct social interaction

among the gamers inflicted negative effect on their social skills. Four teenage

gamers were interviewed about their social interaction in the cyber world and in
the real world during the observation in a game center in Babarsari, Sleman. The
result was sometimes they felt awkward when it comes to communicate to other
people by talking directly and also rarely interact to others when they play games.
They also said that it was so hard to be distracted from the game. But, they also
said that they feel want to help someone that was in trouble in the gameplay. They

developed willingness to help others who had difficulties in the game and they not


http://www.psychiatry.org/

hesitate to help. Sometimes, what they felt in the game was attached to them in the

real life, for example when they found someone who needs help; they would help

him/her. They said that there was a feeling towards that person and they felt like

were called to help the person.

On the other hand, some researchers commenced research about positive
effects by playing online games. One of the studies was “Social Interactions in
Massively Multiplayer Online Role-Playing Gamers” which was conducted by
Helena Cole and Mark D. Griffiths. Griffiths (2007) mentioned that social

interaction in MMORPG had a positive correlation with the interpersonal

relationship in the real world, even one of the results indicated that gamers in the
game were capable of interacting with others as well as in real life. Other study
brought a result that players who had done prosocial activity in the game such as
help each other, tend to be helpful in real life (Gentile, 2009). Violent video
games which considered as lousy influence and affected the gamers to become
more aggressive are actually could increase the gamers’ empathy level; this
statement was proved by a study conducted by Edwoldsen in 2012. This study
showed that when gamers become cooperative and tend to help each other; even
in violent video games would increase gamers’ tendency to have prosocial

behavior in real life, it also decreases gamers’ tendency to become aggressive to

other gamers. The occurrence of those results is caused by social exchange; they

win because they help each other and play it cooperatively. A study conducted by



Greitemeyer (2012) indicated that playing video games with prosocial contents is
positively related to increases in different kinds of prosocial behavior. Therefore,

by having prosocial behavior in the game, player’s internal state (consisting

cognitive and affective) would likely to increase, the players become more
comfortable to interact towards other either in the virtual world or reality. Also
their capability of empathy would increase aligned with their social ability by
doing prosocial behavior. Some of the possible prosocial behavior that can be

done in the gameplay are helping other character in need, donating some items or

money to other character or guild, and cooperating in dungeons.

In this study, we would conduct a study about the correlation between the
in-game prosocial behavior with the empathy in adolescent gamers. Based on the

studies mentioned before, in-game prosocial behavior such as help other and

become cooperative could increase gamers’ tendency to have prosocial behavior

in real life. Empathy, according to Batson (in Taufik, 2012) evokes an urge to
help others. Based on prosocial behavior in the game, it allows any escalation of
empathy in the gamers. This study aims to reveal any correlation between the in-

game prosocial behavior with the empathy in adolescent gamers.

. Research Purpose

This study is conducted to reveal a specific correlation between in-game

prosocial behavior and empathy in adolescent gamers.



C. Research Advantage

1. Theoretically, this study is beneficial for psychological discipline, particularly

in social psychology and cyberpsychology

2. Practically, this study is beneficial for gamers. Therefore they have positive

benefits for playing games appropriately.

D. Research Authenticity

Before we conducted the study, we searched and reviewed a few journals
to prevent any plagiarism and we used the research journals as references to
conduct the study. We reviewed a research journal by Gentile (2009) entitled “The
Effects of Prosocial Video Games on Prosocial Behaviors: International Evidence
from Correlational, Longitudinal, and Experimental Studies.” This study was
purposed to find out about the effect from prosocial game to prosocial behavior in
real world and other psychological traits. Other study conducted by Gentile (2011)
that we reviewed was “The Multiple Dimensions of Video Game Effects.” This
study was conducted to describe dimensions of video game effects. Other study
that we reviewed as reference in this study was “Effect of Playing Violent Video
Games Cooperatively or Competitively on Subsequent Cooperative Behavior”
conducted by Edwoldsen (2012). The study was about to find out the effect of
playing violent video games cooperatively in competitive mode to cooperative
behavior. Other study by Cole (2007) entitled “Social Interactions in Massively
Multiplayer Online Role-Playing Gamers” was about to unveil social interaction

in MMORPG and its correlation with the gamers’ social skill. Based on proceeded
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studies and research that we used as references, the authenticity of this study is

provable from:

1. Topic
Previous studies have a different topic from this study that has been

proceeded, that is in-game prosocial behavior and empathy. This topic has

done in other countries, but not in Indonesia. Some of the studies that have

been done are: first, a study entitled “Effect of Playing Violent Video Games
Cooperatively or Competitively on Subsequent Cooperative Behavior” by

Edwoldsen and Cassie in 2012, which studied about how people become
cooperative in a violent video game. The results show that play Violent Video
Game cooperatively even in a competitive match minimize conflicts in the
group and increase the tendency of helping each other in any circumstances.

The second study, entitled with “The Effects of Prosocial Video Game on

Prosocial  Behaviors; International Evidence From  Correlational,
Longitudinal, and Experimental Studies” by Gentile et al. in 2009. The study
examined people to play a prosocial video game to see what the effect of
playing it to prosocial behavior is. In this study, the results show that

prosocial activity in the game has a positive correlation with prosocial

behavior in real life and students who often do prosocial activity in the game
significantly tend to be more helpful than those who do not. The third study,
entitled with “Emotion Regulation Moderates the Association between

Empathy and Prosocial Behavior” by Patricia et al. in 2014. The results of
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this study show that both affective and cognitive empathy associated with

prosocial behavior and also with the emotion regulation can interact to predict

different levels of self-reported prosocial behavior.

Meanwhile, in this study, the proposed topic is to reveal a correlation

between in-game prosocial behavior with the empathy in adolescent gamers.

Subjects

The subjects in the first study, entitled with “Effect of Playing
Violent Video Games Cooperatively or Competitively on Subsequent
Cooperative Behavior” by Edwoldsen in 2012 were college students who

were required by the IRB (Institutional Review Board) to have experience
playing Halo. In the second study, entitled with “The Effects of Prosocial

Video Game on Prosocial Behaviors; International Evidence From

Correlational, Longitudinal, and Experimental Studies” the subjects were
secondary school children, fifth graders, and college students. In the third

study, entitled with “Emotion Regulation Moderates the Association between

Empathy and Prosocial Behavior” the subjects were adults who were

recruited through university participant databases and online advertisement.

Meanwhile, in this study, the participants are adolescent gamers who

play online games in MMORPG, Open World, and Social Game genre.
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3. Location

The locations of proceeded studies are abroad, but in this study the

location is in Special District of Yogyakarta, Indonesia.
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Chapter V

Conclusions

A. Conclusion
From the data analysis report, the result indicated that there is a

significant positive correlation between in-game prosocial behavior with empathy
in adolescent gamers. It means that the higher the score of in-game prosocial
behavior, therefore the higher the score of empathy would be. In the otherwise the
lower the score of in-game prosocial behavior, therefore the lower the score of
empathy would be. Therefore, the hypothesis in this study is confirmed.

The effective contribution of in-game prosocial behavior toward empathy
in adolescent gamers is about 34.5%. It means that in-game prosocial behavior

may affect empathy level up to 34.5%, and the rest of it is affected by other

factors and other variables. By using the analysis results, we concluded that in-
game prosocial behavior inflicts the empathy within adolescent gamers.
Therefore, the gamers who act prosocially in the game toward other would like to
have their empathy capability enhanced.

B. Suggestion

There are few suggestions that we as study conductor would like to

recommend that related to this study. The suggestions are:

58
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1. For The Subjects

Based on statistical category among the gamers, it indicated that

35.37% was classified as medium category, 57.82% was classified as high

category, and 6.80% was classified as very high category. In this point, we
expect that the gamers are able to maintain and enhance their capability of
empathy, so as they are involved in any social occasion they could be more
aware toward other and able to show empathy. As for the gamers who have
high score in the in-game prosocial behavior, we expect them to keep up the
good work and be more social whether in the game or in real life.

2. For Future Research
For the future research that has the same context with this study, we
expect the research explores deeper and in larger scale. Also we expect the
future research would able to increase perspective about prosocial behavior in
the gameplay and its contribution towards empathy also its correlation with

the other factors that inflict any influence whether it is minor or major

influence. Therefore, the case study becomes more expand and specified.
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