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Abstract
A"““_'" Information This study investigates the psychological mechanisms underlying aggressive
Received : November 20, 2024 behavior among Free Fire gamers in the context of Kerinci Malay culture. By
Revised :December 13, 2024 employing in-depth interviews, this research explores the interplay between cultural
Accepted : December 13, 2024 values, game-related experiences, and individual psychological factors. A case

report of an individual (HA) exhibiting Free Fire addiction and a propensity for
aggression was conducted. Thematic analysis was employed to analyze the data.
Findings indicate that a confluence of factors, including cultural concepts of honor
and esteem, customs and traditions, social context contribute to aggressive
tendencies. These results highlight the need for a comprehensive understanding of
cultural and psychological determinants of online aggression to develop effective
prevention and intervention strategies.
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Introduction

The phenomenon of online game addiction has become a global concern in recent
decades. Previous studies have identified various negative impacts of game addiction,
ranging from mental health issues to social disturbances. Excessive gaming can lead to
gaming disorder, which is associated with anxiety, depression, and even suicidal
thoughts, especially exacerbated during the pandemic when online activities surged
(Darvenkumar & Rajasekaran, 2024). Research has found that individuals addicted to
online games exhibit higher levels of verbal and physical aggression compared to non-
addicted players (Safitri & Fikri, 2022; Sena & Japar, 2024). Additionally, studies
indicate that online games can negatively impact social behavior among adolescents,
leading to issues such as the use of harsh language, neglect of responsibilities, and
decreased empathy (Jitoku et al., 2024; Muminah et al., 2023). Furthermore, the
addictive nature of online games can result in the neglect of religious practices and
family obligations, as observed in Muslim adolescents who report prioritizing gaming
over important daily activities (Nora, 2023). Although some studies highlight the
potential benefits of online games, existing evidence indicates significant risks,
especially when gaming becomes excessive and disrupts daily life and social
interactions (Mofu & Rumthe, 2024; Santhan & Fredrick, 2024). In Indonesia, the rapid
growth of the online gaming industry has led to an increase in the number of players,
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including among the youth. Free Fire, as one of the most popular battle royale games,
has attracted researchers’ attention due to its competitive and intense nature, which can
trigger aggressive behavior.

The relationship between culture and violence is highly complex and multifaceted,
as evidenced by various studies. Violence is often embedded in cultural practices,
serving as a form of communication and social interaction, particularly within the
context of family and community (Efimova, 2024). Research indicates that cultural
norms significantly influence attitudes towards violence, such as support for child
violence, which varies across different cultural backgrounds. For instance, secularism
and post-materialist values negatively correlate with such support, suggesting that
cultural shifts can reduce violence (Hassan, 2024). Furthermore, cultural violence is
closely related to religious beliefs, where certain interpretations can exacerbate or
alleviate conflicts (Zangrandi, 2022). It is important to note that while culture can
provide a framework that facilitates violence, ultimately, it is individuals and societies
that enact violent behaviors, highlighting the role of agency within cultural contexts
(Eralp, 2022). Additionally, popular culture often intertwines with violence, reflecting
and reinforcing cultural narratives (Bain-Selbo, 2023). Therefore, understanding the
relationship between culture and violence requires an approach that considers both
structural and individual factors.

Previous research has shown that factors such as exposure to violent content,
identification with aggressive characters in games, and the need to prove oneself can
increase the risk of aggressive behavior in gamers. Studies indicate that exposure to
violent content in video games can elevate aggressive behavior in players, especially
among adolescents. One study found a strong positive correlation (88.9%) between
violent scenes in games and aggression levels in teenagers (Dewi, 2020). Factors such
as aggression motivation and aggressive personality traits have been found to influence
aggressive behavior (Sama & Fransisco, 2023). However, a study reported no
significant relationship between playing violent online games and aggressive behavior
in children (Sari et al., 2022). Self-control was found to have a significant negative
impact on aggressiveness in professional adolescent gamers (Jamal & Sugiarti, 2021),
indicating that self-control can reduce aggressive tendencies. These findings highlight
the complex interaction between game content, individual factors, and environmental
influences in shaping aggressive behavior among gamers, emphasizing the need for
further research to fully understand this relationship. However, few studies have
specifically examined the influence of Malay culture on this phenomenon.

This research aims to address the lack of understanding among adolescents about
how Malay cultural values, such as concepts of honor, self-esteem, and revenge, interact
with the psychological mechanisms underlying game addiction and aggressive behavior
in adolescents (Auliahadi & Salmal, 2022; Juliawati et al., 2023; Yusuf et al., 2021).
Therefore, this study will contribute by specifically identifying Malay cultural values
relevant to the fighting urges in Free Fire game addicts. Additionally, this research will
reveal the exposure to violent content in Free Fire that may reinforce these urges in
individuals with certain cultural values. By understanding the cultural roots of this
behavior, it is hoped that more effective interventions can be developed to prevent and
address violence related to game addiction. The importance of this research lies in the
fact that Malay culture has unique and complex values that can influence individual
behavior. Previous studies have touched on the relationship between culture and
violence, but they have been limited to broader contexts. This research will fill the
knowledge gap by focusing on Malay culture and Free Fire as a popular medium.
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This research is unique in several ways. First, it is the first study to uncover the
psychological mechanisms underlying aggressive behavior in Free Fire gamers within
the context of Kerinci Malay culture. Second, this research differs from previous studies
conducted by Tiara (2024), which only revealed aggressive actions in online game
players. Third, this study is a case report, allowing the researcher more freedom to
uncover the main issues faced by Free Fire gamers.

Method

This research employs the case report method to describe the psychological
mechanisms underlying aggressive behavior in Free Fire gamers within the context of
Kerinci Malay culture. A case report is a research method that provides an in-depth
description of one or several cases that have been or are being handled. This method
allows researchers to give a comprehensive picture of the situation and the interventions
carried out (Johnson & Golombek, 2002). In this study, the reported case involves a
client who is indicated to have aggressive behavior and is already addicted to Free Fire.

The subject of this research was deliberately selected considering characteristics
relevant to the research objectives, namely an adolescent with the initials HA who has
been addicted to Free Fire, has played Free Fire intensively for at least one year,
experiences disruptions in daily life due to game addiction, and is willing to provide
honest and open information during the research. Data were collected using structured
interview guidelines and participatory observation.

The case analysis procedure involves identifying HA’s problems with unique or
interesting criteria that have the potential to contribute to the scientific literature. Then,
data collection is carried out in individual counseling sessions by analyzing the
problems experienced by HA. Next, data analysis is conducted by describing the
problems, reviewing the literature, and analyzing the findings. This research uses a
qualitative approach to collect and analyze data. Data were collected through thematic
analysis, a qualitative analysis method used to identify patterns and themes in the data
obtained in the study.

This research has obtained ethical approval from the client who is the subject of
the study. This approval was obtained directly from the client. The client has given
permission to the researcher to record the therapy sessions. These recordings are audio-
only and do not include video. The client has also agreed to the use of their name with
initials in scientific publications and research. This is done to maintain the
confidentiality of the client’s personal data.

Result and Discussion

The subject, HA, is 16 years old and started playing Free Fire in the seventh grade
of junior high school. Initially, he only played with his friends on weekends to pass the
time. However, over time, the intensity of his gaming increased. He often spends hours
in his room playing, even late into the night. If he runs out of internet data, HA borrows
his parents’ phone or looks for public places that provide free Wi-Fi to play. His
addiction to Free Fire has lasted for the past two years, and he finds it difficult to reduce
his playing time. This addiction has negatively impacted HA’s psychological and social
condition. When meeting his friends, HA easily gets angry when joking around,
sometimes leading to fights and even aggressive behavior. HA also feels confused about
his inability to control his anger.

COUNSENESIA: Indonesia Journal of Guidance and Counseling | 230
Vol. 5, No. 2, pp 228-236, 2024



Psychological mechanisms underlying aggressive behavior in free fire gamers within the context of kerinci malay culture

Honor and Self-Esteem

In Malay culture, especially Kerinci culture, honor and self-esteem are very
important. Losing honor or feeling humiliated can trigger a desire for revenge or to
prove oneself, which in the context of online gaming can manifest as aggressive
behavior.

“Yes, you could say that. If [ keep losing, it feels like I'm embarrassed in front of
my friends. Especially if I'm insulted or mocked, it makes me really want to
retaliate” (Line 20).

“Yes, I think men should be strong and brave. If [ keep losing, it feels like I'm not
manly.” (Line 25).

This shows that the strong concepts of honor and self-esteem in Kerinci Malay
culture have significant implications for individual behavior, especially in competitive
social interactions like online gaming. Loss or threat to honor is often associated with
feelings of anger, frustration, and a desire for revenge. In the context of online gaming,
these negative emotions can trigger aggressive behaviors such as virtual violence,
bullying, or harsh communication.

Customs and Traditions

In Malay culture, especially the old Kerinci culture, customs and traditions still
emphasize revenge or retaliation for wrongs, which can influence individual behavior,
including in the context of online gaming.

“Actually, I don’t really think about it. When playing games, the important thing
is to win and level up. But sometimes, there are some values of competition and
revenge if [ lose, making my anger surge wanting to retaliate.” (Line 40).

“Online games are indeed interesting, but I feel they can divert my attention from
my cultural values in the village. | feel 1 become more individualistic, less

respectful to parents, and less concerned about the surrounding environment.”
(Line 49).

This shows that the concept of revenge in the old Kerinci Malay culture, often
associated with self-esteem and honor, has strong psychological roots. When feeling
wronged or humiliated, individuals tend to respond with acts of revenge to restore their
self-esteem. In the context of online gaming, this psychological mechanism can be
reinforced by the anonymity and competitive nature of the games, triggering aggressive
behavior that can negatively impact individuals and the online community.

Social Context

The social structure in Malay society, especially Kerinci Malay, such as kinship
systems and social groups, can influence how individuals respond to conflicts and
challenges.

“The competitive environment in online games makes me more focused,
disciplined, and accustomed to working with others. But, it also sometimes makes
me more sensitive to criticism and easily emotional.” (Line 61).

“I have become more individualistic and less social with friends in the real world.
Yet, social interaction is important for my development.” (Line 70).

This shows that the social structure in Kerinci Malay society, particularly the
kinship system and social groups, has a significant influence on how individuals respond
to conflicts, including in the context of online gaming. The strong kinship ties and clear
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social hierarchy in Kerinci Malay society can shape individual behavior patterns in
facing challenges and conflicts. For instance, the pressure to maintain the family’s or
social group’s good name can drive individuals to act aggressively or defensively in
online games.

Honor and self-esteem play crucial roles in shaping individual behavior,
particularly in contexts where humiliation is perceived. Research indicates that feelings
of humiliation can lead to aggressive responses, especially in competitive environments
like online gaming. For instance, individuals with lower self-esteem may exhibit a
stronger link between exposure to violent video games and aggressive behavior, as their
need to reclaim honor can drive them to retaliate or prove themselves (Zaharim et al.,
2023). The concept of honor is deeply embedded in various cultures, where the loss of
honor can trigger severe social repercussions, including violence, as individuals seek to
restore their reputation (Krause et al., 2023). Furthermore, the Islamic perspective
emphasizes the importance of self-esteem and dignity, suggesting that humiliation leads
to unhappiness and a desire to defend one's honor at all costs (Mashkour, 2023).
Perceived threats to one's "Code of Honor" are strongly associated with anger and
aggression, with self-esteem partially mediating this relationship (McGill et al., 2021).
In online gaming, trolling behavior is more prevalent among males and individuals with
high trait psychopathy and sadism. Interestingly, high self-esteem combined with high
trait sadism predicts increased trolling behaviour (March & Steele, 2020). Competitive
motivation and aggression are positively associated with cheating in online games,
while self-esteem decreases cheating tendencies (Lee et al., 2021). Trolling, often
motivated by amusement, boredom, or revenge, can negatively impact the self-esteem
of those experiencing it (Thacker & Griffiths, 2012). Thus, the interplay between honor,
self-esteem, and aggressive behavior is significant, particularly in environments that
challenge an individual's sense of worth.

Research suggests that cultural factors influence online gaming behavior and
interactions. The tradition of "pantang larang,” which encompasses various life rules
and prohibitions, serves as a cultural guide that reinforces normative values and beliefs,
potentially fostering a mindset that prioritizes retribution for perceived wrongs
(Ardiansyah & Umam, 2024). This cultural backdrop may contribute to aggressive
behaviors in online gaming, where cyberbullying is prevalent. Research indicates that
cyberbullying in social media, including gaming platforms, can lead to severe
psychological consequences, such as increased stress and even suicidal tendencies
(Ismail et al., 2023). Furthermore, the prevalence of Internet Gaming Disorder among
Malaysian adolescents, linked to psychosocial factors like stress and impulsivity,
suggests that cultural attitudes towards revenge may exacerbate these issues (Mohamed
et al., 2023). Thus, the interplay between traditional values and modern gaming
behaviors highlights the need for culturally sensitive interventions to mitigate negative
outcomes in online environments (Ghazi et al., 2024). In online gaming environments,
verbal violence can occur, particularly in social settings like coffee shops. This behavior
may be triggered by neglect of cultural values and Islamic Sharia principles, as well as
factors such as stress and weak rule enforcement (Afnizal et al., 2023). The internet's
features, including pseudoanonymity and rapid information dissemination, can facilitate
vengeful actions online. This "vengeance culture™ manifests in various forms, such as
sharing private information or organizing cyber mobs, and can have real-world
consequences (Hai-Jew, 2014).

The social structure in Malay society, particularly kinship systems and social
groups, significantly influences individual responses to conflicts and challenges,
including in online gaming contexts. Research indicates that Malaysian youth exhibit
high levels of social interaction anxiety, which correlates with online gaming addiction
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(Masrek et al., 2022; Mohamed et al., 2024). This anxiety can stem from cultural
expectations and social norms that shape interpersonal interactions, leading to
maladaptive coping mechanisms such as increased gaming (Mohamed et al., 2024).
Furthermore, the neglect of cultural values among online gamers has been linked to
verbal violence, suggesting that social dynamics within gaming communities can
exacerbate conflicts (Afnizal et al., 2023). Additionally, motivations for gaming, such
as social interaction and avatar identification, play a role in the development of Internet
Gaming Disorder, highlighting the complex interplay between social structures and
individual behaviors (Bong et al., 2019). The social structure in Malay society
significantly influences family dynamics and individual responses to challenges,
including those posed by technology and online gaming. Kinship systems, age,
seniority, and gender play crucial roles in shaping family relationships and unity.
Islamic principles and Malay cultural norms guide social interactions and family
obligations (Harun, 2014). While family unity is strong in Malay society, the impact of
social media and internet use differs between rural and urban families, with urban
families showing more individualistic tendencies and negative effects (Wok et al.,
2016). Thus, the kinship and social frameworks in Malay society are crucial in
understanding how individuals navigate conflicts in both real and virtual environments.

This study is limited by its sample size, which was drawn exclusively from the
Malay Kerinci community. Consequently, the findings may not be generalizable to
broader populations, such as Malay communities in other regions or other ethnic groups.
Additionally, the research was focused on the context of online gaming, and thus the
results may not be applicable to other forms of aggressive behavior or different social
contexts.

Conclusion

Aggressive behavior in Free Fire displayed by individuals from Kerinci Malay
culture cannot be separated from their cultural roots. The values of honor, self-esteem,
the custom of revenge, and the strong social structure in Kerinci Malay society shape
the mindset and behavior that tend to trigger aggressive actions when facing challenges,
including in the context of online gaming. Therefore, efforts to reduce aggressive
behavior in online games need to consider the broader cultural context. Future
researchers are encouraged to conduct comparative studies with other cultures to see the
extent of cultural influence on aggressive behavior in Free Fire.

Acknowledgments
Acknowledgements to the client HA for being willing to participate as a
respondent in this research.

Author Contributions Statement

This research was made possible by the contributions of several individuals. DJ
and HYwere instrumental in conceptualizing the study. FIK diligently collected primary
data, while R contributed to the initial draft. D conducted in-depth data analysis, leading
to significant findings. The close collaboration among the authors facilitated the
successful completion of this research.

References

Afnizal, M., Daulay, H., Saladin, T. I., Munthe, H. M., & Elida, L. (2023). Habitus pemain
game online dalam kekerasan verbal di warung kopi. Sibatik Journal: Jurnal IImiah
Bidang Sosial, Ekonomi, Budaya, Teknologi, Dan Pendidikan, 2(5), 1623-1636.
https://doi.org/10.54443/sibatik.v2i5.845

COUNSENESIA: Indonesia Journal of Guidance and Counseling | 233
Vol. 5, No. 2, pp 228-236, 2024



Psychological mechanisms underlying aggressive behavior in free fire gamers within the context of kerinci malay culture

Ardiansyah, S., & Umam, R. N. (2024). Menggali makna tradisi pantang larang pada
masyarakat melayu sekadau. Jurnal Pendidikan, Kebudayaan Dan Keislaman, 3(1),
44-54, https://doi.org/10.24260/jpkk.v3i1.2189

Auliahadi, A., & Salmal, Y. (2022). Sejarah perkembangan budaya Suku Kerinci.
Thullab: Jurnal Riset Dan Publikasi Mahasiswa, 2(1), 91-100.

Bain-Selbo, E. (2023). On the sacred power of violence in popular culture. In
Understanding Religion and Popular Culture (2nd ed., p. 20). Routledge.

Bong, W. J.,, Teh, E. Y. W., & Yon, D. Y. (2019). Motivations of online gaming and
identification of avatar predict internet gaming disorder’s symptoms among youth
in Malaysia. Univeristi Tunku Abdul Rahman.

Darvenkumar, T., & Rajasekaran, W. C. (2024). Disorder and rehabilitation: The paradox
of digital games and vulnerabilities. Journal of Education and Health Promotion,
13(1), 64. https://doi.org/10.4103/jehp.jehp_923 23

Dewi, P. Y. (2020). Pengaruh terpaan adegan kekerasan dalam game online terhadap sikap
agresifitas  remaja.  Jurnal limu Komunikasi, 11(2), 270-278.
https://doi.org/doi.org/10.31315/jik.v11i3.3807

Efimova, M. P. (2024). Culture of violence in the sphere of family relations. In Bulletin
of the North-Eastern Federal University. North-Eastern Federal University.
https://doi.org/10.25587/2587-5612-2024-1-26-31

Eralp, D. U. (2022). Culture, Violence, and Peace. In L. R. B. T.-E. of V. Kurtz Peace, &
Conflict (Third Edition) (Ed.), Encyclopedia of Violence, Peace, & Conflict (pp. 60—
67). Academic Press. https://doi.org/10.1016/B978-0-12-820195-4.00061-3

Ghazi, F. R., Gan, W. Y., Tung, S. E. H., Chen, I.-H., Poon, W. C., Siaw, Y.-L.,
Ruckwongpatr, K., Chen, J.-S., Huang, S.-W., Griffiths, M. D., & others. (2024).
Problematic gaming in Malaysian University students: translation and psychometric
evaluation of the Malay language versions of Gaming Disorder Test and Gaming
Disorder Scale for Young adults. Evaluation & the Health Professions, 47(1), 93—
104. https://doi.org/10.1177/0163278723118584

Hai-Jew, S. (2014). Vengeance culture online: A qualitative meta-analysis and position
paper. In Human rights and the impact of ICT in the public sphere: Participation,
democracy, and political autonomy (pp. 64-93). 1GI Global.

Harun, Y. (2014). Factors influencing relationships in Malay family. Scottish Journal of
Arts, Social Sciences and Scientific Studies, 20(2), 154-163.

Hassan, B. (2024). Culture and public support for violence against children in six nations.
Journal of Family Issues, OnlineFirst.
https://doi.org/10.1177/0192513X241263776

Ismail, N., Losada, D. E., & Ahmad, R. (2023). A Test dataset of offensive malay language
by a cyberbullying detection model on instagram using support vector machine.
International Conference on Computing and Informatics, 182-192.
https://doi.org/10.1007/978-981-99-9589-9 14

Jamal, N. A., & Sugiarti, R. (2021). Kontrol diri terhadap agresivitas pada remaja pemain
pro game online. Philanthropy: Journal of Psychology, 5(1), 47-58.
https://doi.org/10.26623/philanthropy.v5il.3269

Jitoku, D., Kobayashi, N., Fujimoto, Y., Qian, C., Okuzumi, S., Tei, S., Matsuyoshi, D.,
Tamura, T., Takahashi, H., Ueno, T., & others. (2024). Explicit and implicit effects
of gaming content on social media on the behavior of young adults. Frontiers in
Psychology, 15, 1332462.

Johnson, K. E., & Golombek, P. R. (2002). Teachers’ narrative inquiry as professional
development. Cambridge University Press.

Juliawati, D., Yandri, H., & Rasmita, R. (2023). Assistance to the people of Pasar Sungai
Tanduk Village, Kerinci Regency, in improving spiritual parenting skills based on

COUNSENESIA: Indonesia Journal of Guidance and Counseling | 234
Vol. 5, No. 2, pp 228-236, 2024



Psychological mechanisms underlying aggressive behavior in free fire gamers within the context of kerinci malay culture

local cultural wisdom. Takris: Journal of Community Service, 1(1), 1-7.

Krause, M., Sun, Y., & Steppat, M. (2023). Punishing transgression in honor culture and
face culture. In Cross Cultural Communication (p. 240). Peter Lang Verlag.
https://doi.org/10.3726/b21159

Lee, S. J., Jeong, E. J., Lee, D. Y., & Kim, G. M. (2021). Why do some users become
enticed to cheating in competitive online games? An empirical study of cheating
focused on competitive motivation, self-esteem, and aggression. Frontiers in
Psychology, 12, 768825. https://doi.org/10.3389/fpsyg.2021.768825

March, E., & Steele, G. (2020). High esteem and hurting others online: Trait sadism
moderates the relationship between self-esteem and internet trolling.
Cyberpsychology, Behavior, and Social Networking, 23(7), 441-446.
https://doi.org/10.1089/cyber.2019.06

Mashkour, L. S. (2023). The Objective study to the meaning of humiliation from the
perspective of the holy quran. International Journal of Research in Social Sciences
and Humanities, 13(1), 556-566. https://doi.org/10.37648/ijrssh.v13i01.046

Masrek, M. N., Ahmed, W., Jalil, A., & Baharuddin, M. F. (2022). Mobile game addiction
and social interaction anxiety of malaysian youth. Environment-Behaviour
Proceedings Journal, 7(S110), 3-8. https://doi.org/10.21834/ebpj.v7iS110.4094

McGill, K. A., DiGiuseppe, R., & Zhuo, Y. (2021). The code of honor as a predictor of
anger and aggression. Journal of Aggression, Maltreatment & Trauma, 30(2), 226—
242. https://doi.org/10.1080/10926771.2020.1832169

Mofu, B., & Rumthe, R. (2024). The impact of online games for improving student
achievement. MURAI: Jurnal Papua Teologi Konstekstual, 5(1), 49-56.
https://doi.org/10.58983/jmurai.v5i1.129

Mohamed, N. F., Ab Manan, N., Muhammad Firdaus Chan, M. F., Rahmatullah, B., Abd
Wahab, R., Baharudin, S. N. A., Govindasamy, P., & Abdulla, K. (2023). The
prevalence of internet gaming disorders and the associated psychosocial risk factors
among adolescents in Malaysian secondary schools. Clinical Child Psychology and
Psychiatry, 28(4), 1420-1434. https://doi.org/10.1177/13591045231164870

Mohamed, N. F., Jiun Ting, T., Ab Manan, N., Mohd Senari, I. F., Muhammad Firdaus
Chan, M. F., Rahmatullah, B., Govindasamy, P., & Abdulla, K. (2024). Prevalence
and predictors of social anxiety disorders among Malaysian secondary school
students during the COVID-19 pandemic: Exploring the influence of internet
gaming disorder and impulsivity. Clinical Child Psychology and Psychiatry.
https://doi.org/10.1177/1359104523120696

Muminah, A., Haryanto, B., & Astutik, A. (2023). The Influence of online games on the
social behavior of high school students. Edumaspul: Jurnal Pendidikan, 7(1), 1443—
1451. https://doi.org/10.33487/edumaspul.v7il.6047

Nora, V. Y. (2023). Positive and negative excesses of online games among muslim
adolescents in Tanah Datar, West Sumatra. Jurnal Fuaduna: Jurnal Kajian
Keagamaan Dan Kemasyarakatan, 7(1), 23-34.
https://doi.org/10.30983/fuaduna.v7il.6183

Safitri, S., & Fikri, F. (2022). Hubungan Antara kecanduan game dengan perilaku agresif
verbal pada user game online. Pandohop: Jurnal Bimbingan Dan Konseling, 2(1).
https://doi.org/10.37304/pandohop.v2i1.4396

Sama, H., & Fransisco, J. (2023). Studi eksplorasi pengaruh konten kekerasan dalam video
game dan tendensi agresi pada siswa SMA di Kota Batam. Journal of Management
and Informatics, 14(1), 178-189. https://doi.org/10.51903/jtikp.v14i1.537

Santhan, B., & Fredrick, A. (2024). The study on impact of online games on children
reference with case laws. International Journal of Advanced Research in Science,
Communication and Technology, 4(1), 12-26. https://doi.org/10.48175/1JARSCT-

COUNSENESIA: Indonesia Journal of Guidance and Counseling | 235
Vol. 5, No. 2, pp 228-236, 2024



Psychological mechanisms underlying aggressive behavior in free fire gamers within the context of kerinci malay culture

19102

Sari, C. A. P., Faridah, F., Kertapati, Y., & Chabibah, N. (2022). Hubungan lingkungan
teman sebaya dan game online dengan perilaku agresif anak. Jurnal Obsesi : Jurnal
Pendidikan Anak Usia Dini, 6(6), 6559-6568.
https://doi.org/10.31004/obsesi.v6i6.1946

Sena, V. N. P., & Japar, M. (2024). Hubungan kecanduan game online dan intensitas
menonton live streaming game dengan agresivitas pada remaja pengguna game
online mobile legends: bang bang [Universitas Muhammadiyah Surakarta].
https://eprints.ums.ac.id/id/eprint/126499

Thacker, S., & Griffiths, M. D. (2012). An exploratory study of trolling in online video
gaming. International Journal of Cyber Behavior, Psychology and Learning, 2(4),
17-33. https://doi.org/10.4018/ijcbpl.2012100102

Tiara, A. P. (2024). Agresivitas pada pemain game online [Universitas Andalas].
http://scholar.unand.ac.id/470562/

Wok, S., Hashim, J., & Abdullah, K. (2016). Social media influence on Malay family
resilience towards challenges of the Internet. Jurnal Komunikasi: Malaysian
Journal of Communication, 32(2), 648-6609.

Yusuf, R., Wahid, A., Moneyam, S., & Rosdi, S. A. M. (2021). A Review of culture and
communication orientation among malay workers towards silence behaviour
tendency. International Journal of Modern Trends in Social Sciences, 4(15), 13-20.
https://doi.org/10.35631/IIMTSS.415002

Zaharim, M. Z. A., Khir, A. R., Noor, A. M., & Borhan, N. A. S. (2023). Does violent
video games exposure reduce aggression? the moderating roles of self-esteem.
International Journal of Academic Research in Business and Social Sciences,
13(16), 20-30. https://doi.org/10.6007/1JARBSS/v13-i16/18720

Zangrandi, M. G. (2022). An Evaluation of the relationship between cultural violence and
religion. In osf.io. https://doi.org/10.31219/osf.io/cm64v

Copyright Holder
© Yandri, H., Juliawati, D., Khalidin, F. |, Rasmita, R., Daflaini, D.

First Publication Right
COUNSENESIA: Indonesia Journal of Guidance and Counseling

This Article is Licensed Under

COUNSENESIA: Indonesia Journal of Guidance and Counseling | 236
Vol. 5, No. 2, pp 228-236, 2024



