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ABSTRACT

Esports, also known as electronic sports, is a specialized branch of gaming that revolves around structured and
competitive gameplay. It goes beyond casual gaming, focusing on skill development, strategic depth, and high-level
competition. In recent years, esports have been a growing phenomenon, particularly among the younger generation,
where they have taken up roles such as professional players, team leaders, tournament organizers and content
creators, which indicates that esports cultivate leadership skills and contribute to character development. However,
esports serve a dual-edged nature by offering various positive and negative impacts. This study aims to explore the
influence of esports on youth leadership and character development in Malaysia, focusing on individuals aged 15-
30 years old who are actively involved in leadership and engaged in esports activities. Through a mixed-methods
approach, this research combines quantitative and qualitative data to examine how participation in esports affects
leadership skills, character traits, and social interactions among Malaysian youth. An online survey was distributed
across social media platforms to collect data. This survey measured variables such as teamwork, strategic thinking,
discipline, resilience and alongside the social impact of esports participation, analysing the adoption of leadership
styles under the influence of esports. Moreover, quantitative analysis was conducted using descriptive and inferential
statistics, while thematic analysis was applied to open-ended responses to capture deeper insights into the personal
experiences of participants. The findings reveal a significant positive correlation between esports participation and
the development of leadership and character traits. However, concerns regarding excessive screen time, exposure
to toxic behaviour or cyberbullying were highlighted. This research concludes by offering essential insights for
educators and policymakers with suggestions for improvement.
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ABSTRAK

Esport, juga dikenali sebagai sukan elektronik, ialah cabang permainan khusus yang berkisar pada permainan
berstruktur dan kompetitif. lamenjangkau permainan kasual, memfokuskan pada pembangunan kemahiran, strategi
dan berdaya saing. Kebelakangan ini, esport telah menjadi fenomena yang semakin berkembang, terutamanya
dalam kalangan generasi muda di mana mereka memainkan peranan penting sebagai pemain profesional, ketua
pasukan, dan penganjur yang membuktikan bahawa sukan esport memupuk sifat kepimpinan dan menyumbang
kepada pembangunan karakter di Malaysia. Walau bagaimanapun, esport mempunyai sifat pedang bermata dua
dengan menawarkan pelbagai impak positif dan negatif. Kajian ini bertujuan untuk mengkaji pengaruh esport
terhadap kepimpinan belia dan pembangunan karakter di Malaysia, memfokuskan kepada individu berumur 15-30
tahun yang terlibat secara aktif dalam kepimpinan dan terlibat dalam aktiviti esport. Melalui pendekatan kaedah
campuran, penyelidikan ini menggabungkan data kuantitatif dan kualitatif untuk mengkaji bagaimana penyertaan
dalam sukan ini mempengaruhi kemahiran kepimpinan, sifat perwatakan dan interaksi sosial dalam kalangan
belia Malaysia. Satu tinjauan secara dalam talian diedarkan melalui platform media sosial untuk mengumpul data.
Tinjauan ini mengukur pembolehubah seperti kerjasama berpasukan, pemikiran strategik, disiplin, daya tahan,
impak sosial dan menganalisis kepimpinan di bawah pengaruh esport. Selain itu, analisis kuantitatif dijalankan
menggunakan statistik deskriptif dan inferensi, manakala analisis tematik digunakan untuk respons terbuka untuk
menangkap pandangan yang lebih mendalam tentang pengalaman peribadi peserta. Penemuan ini mendedahkan
korelasi positif yang signifikan antara penyertaan esport dan pembangunan ciri kepimpinan dan perwatakan.
Walau bagaimanapun, kebimbangan mengenai penggunaan masa skrin yang berlebihan dan pendedahan kepada
tingkah laku toksik dan buli siber turut dinyatakan. Penyelidikan ini disimpulkan dengan menawarkan pandangan
penting untuk pendidik dan penggubal dasar di Malaysia, dengan cadangan penambahbaikan.

Kata Kunci : Esport, Kepimpinan Belia, Pembangunan Watak, Sifat Pedang Bermata Dua, Malaysia
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INTRODUCTION

Esports or also known as electronic sports is a term
often referred to organized competitive gaming
(GeeksforGeeks, 2024). In recent years, the rapid
rise of esports has contributed a significant impact on
youth culture, ushering in a new era of entertainment
and social interaction. While often regarded as a
leisure activity and viewed through a lens of concerns,
these digital platforms have offered an interplay of
challenges and opportunities, especially in influencing
youth leadership and character development among the
youth in Malaysia.

By 2023, the esports industry in Malaysia had
witnessed huge growth; to date, Malaysia has recorded
14 million users, with youth representing a notable
share of its community (Esports Growth Accelerated
in 2023, n.d.). Moreover, youth leaders in Malaysia
are also engaged in esports and their participation
in no longer considered a casual activity but their
involvement in taking up roles such as professional
players, team leaders, tournament organizers and
content creators indicates that esports foster leadership
skills and character development such as teamwork,
strategic thinking, communication, resilience and
others (Hamari & Sjéblom, 2017). However, there are
existing concerns regarding the effects of esports on
behavioural issues and excessive screen time.

This rise in its popularity has led researchers to
investigate the potential impact of esports participation
on young people's social, emotional, and cognitive
development (Bakar & ChePa, 2019). To gain a deeper
understanding of this phenomenon, this research
paper will examine the influence of esports on youth
leadership and character development in the Malaysian
context, offering suggestions to policymakers and
community leaders.

GLOBAL IMPACT OF ESPORTS

Esports have made a significant impact on global
society. With a market value surpassing $1 billion in
2020, projections indicate that esports revenue could
exceed $3 billion by 2025 as the industry continues
to expand (Thomas, 2024). According to Immanuel
Wallerstein’s  World-Systems Theory (LibreTexts,
2021), core countries- those with substantial wealth,
influence, and power-have heavily invested in and
benefited from the esports industry. For example, the
United States’ esports market was valued at $489
million in 2024 and is projected to reach $1.125

billion by 2033, reflecting a 9.7% growth rate from
2025 onward. Additionally, the rapid expansion of the
esports industry has created numerous job opportunities
worldwide. A report from Newzoo highlighted that the
global esports industry supported over 150,000 jobs in
2021. Moreover, esports has contributed to the rise of
professional players such as Tyler Blevins, also known
as "Ninja" (Gaming, 2023). His success on platforms
like Twitch and YouTube has reshaped society’s
perception of employment, particularly among youth.

Moreover, esports also holds significant
influence in the Asia-Pacific and European regions.
The Asia-Pacific region is a driving force in the global
gaming industry, generating over half of worldwide
esports revenue. China’s esports market alone is valued
at more than $500 million. Additionally, Japan is
home to major gaming companies such as Nintendo,
Sony, and Capcom. According to Statista, some of
the most successful esports organizations in the Asia-
Pacific region include Indonesia’s EVOS Esports, the
top-performing team in Southeast Asia, competing in
leagues across Singapore, Thailand, Malaysia, and
Vietnam. Another notable team is TNC Predator from the
Philippines, a top-tier organization with approximately
$4 million in competition earnings. Similarly, Europe,
with its deep-rooted history in traditional sports, has seen
a steady rise in esports popularity. The region is home
to some of the world’s leading esports organizations,
including the Dutch-based Team Liquid, ranked as the
number one team globally. Team Liquid has amassed
nearly $50 million in prize winnings from over 2,500
esports tournaments. Prominent players include Kuro
Takhasomi from Germany and Ivan Ivanov from
Bulgaria (Gaming, 2023).

However, semi-peripheral and peripheral
countries continue to lag behind leading esports markets
due to limited funding and restricted access to essential
resources. Addressing these disparities requires
strategic investments and infrastructure development to
support the growth of esports in these regions.

OVERVIEW OF ESPORTS IN MALAYSIA

The esports industry in Malaysia has experienced
significant growth, evolving from a random activity
to playing a prominent role in the country’s digital
economy. According to the global magazine PC World,
it is said that esports first gained popularity in East
Asia, primarily in China and South Korea, where these
countries provided licenses to professional players in
the early 2000s (AUFA MARDHIAH,2003). The early



2000s is said to be the informal rise of competitive
gaming in Malaysia, with the increased establishment
of internet cafes and popularity of multiplayer games
such as Counter-Strike.

However, it was not until the mid-2010s,
through the implementation of various local esports
clubs and tournaments, Malaysia witnessed a growth in
esports engagement. In 2019, the allocation of a RM 10
million budget for esports in Malaysia, was the very
first annual budget that was announced specifically in
Southeast Asia. Since then, the Malaysian government
has played a pivotal role under the Ministry of Youth and
Sports and the Malaysia Digital Economy Corporation
(MDEC) in providing funding and support (AUFA
MARDHIAH, 2003).

The Malaysian government has done several
initiatives, such as amending the Sports Development
Act 1997 to include recognition for esports (Lukman,
2024), implementing Esports Integrated (ESI),
which introduced the National Esports Development
Guidelines (NESDEG) (Fam, 2023), the National
Esports Blueprint (Malaysia Sports & Esports: Growth
Potential & Future Opportunities, 2023), allocating 30
million ringgit in the 2024 annual budget and including
esports as a competitive game in the Malaysian games
(SUKMA) 2024. By including esports as a part of
SUKMA, many young talents were identified, such
as Lim Jin Gian, Zyedanshah Sabari, Al-Amin Mohd
Zamri, Hadif Igbal, Hazril Haziq Khairol and many
others (Msar,2924). Moreover, these initiatives were
conducted as a goal to make Malaysia a regional hub
for organizing tournaments, training programs, and
attracting foreign investment, which can boost the
country's economy (Beyond Gaming: Mapping Out
Malaysia’s Esports Future - My Foresight, n.d.). It is
shown that in 2023, the esports market in Malaysia
contributed USD 6.1 million, which is approximately
29 million ringgit and is projected to reach USD 14
million by 2030 (Malaysia Esports Market: Industry
Analysis and Forecast (2024-2030), n.d.). Furthermore,
Malaysia has constantly performed well in international
tournaments, where recently the Selangor Red Giants
(SRG) won first place in the Mid-Season Cup Mobile
Legends Bang Bang (MLBB) 2024 (Bernama, 2024)
and in the 2022 Commonwealth Esports Championship
held in Birmingham, England, Malaysian won three gold
medals (Malaysia Sports & Esports: Growth Potential
& Future Opportunities, 2023). Although Malaysia has
taken up many initiatives to boost the esports industry,
it is still behind the giants of this industry such as China,
Japan, and South Korea (Lukman, 2024).

85

OVERVIEW OF MALAYSIAN YOUTH
PARTICIPATION IN LEADERSHIP

Youth are an asset to a country’s growth and
development. They play a key role in shaping the
future of a nation and Malaysia is no exception. The
youth in Malaysia comprise over half of the population,
from diverse backgrounds, ranging from different age
groups, races and religion. They possess the potential
to significantly influence socioeconomic development,
driving progress toward a more equitable and modern
society through their active engagement in leadership
and entrepreneurial initiatives (Mahmood et al.,
2020). According to the Youth Societies and Youth
Development Act 2007, the official youth age range
in Malaysia is defined as 15 to 30 years old, with this
definition set to be implemented starting in 2026.
However, this age range is already being implemented,
and initiatives are underway to identify suitable youth
leaders to head youth-led organizations (Bernama,
2023).

The participation of Malaysian youth in
leadership roles can be widely seen in various forms.
Firstly, in student leadership: most Malaysian youth
from the age of 15 to 25 participate in this type of
leadership by being leaders for school or university’s
student council, clubs and societies. Next, is community
leadership: Malaysian youth are involved in this type
of leadership through non profit organizations that
champion social issues, with the Malaysian Youth
Council as the central body, coordinating youth
organizations across the country (S. Online, 2024a).
Furthermore, youth engagement in the political arena
has taken on a new landscape through amendments to
voting age policies, where many youth-led political
parties have emerged such as the Malaysian United
Democratic Alliance (MUDA) (Is MUDA a New Hope
for Malaysian Politics?, 2020). Malaysian youth are
increasingly engaged in entrepreneurial leadership, with
several achieving notable success, such as Arrif Faisal
and Haris, founder of Kualesa; Harsha Ravindran,
CEO of Ascendence and founder of StartMyName.com
(Bernama, 2021); and Kai Song and Vicky, founders of
Gurulab (Khaw & Khaw, 2023).

Moreover, the Malaysian government has
implemented various initiatives to support and
encourage youth participation in leadership. One of the
most impactful initiatives was lowering the voting age
and election candidate age from 21 to 18. This initiative
grew significant attention to the growth of Malaysian
youth, essentially in training them to become future
leaders of Malaysia. Under the Ministry of Youth
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and Sports, numerous initiatives are being conducted
such as the Malaysian Youth Parliament Programme,
Malaysia Future Leaders School Programme targeted
for secondary school 4 students (MFLS Empowers
Over 82,000 Future Leaders Since May 2019, n.d.-b).
Felo Perdana (Roslan, 2023), Youth Exchange and
Opportunity, Rakan Muda (H. M. Online, n.d.),
including many other scholarships, training, and
networking opportunities.

CHARACTER DEVELOPMENT AMONG
MALAYSIAN YOUTH

According to the Oxford Learners Dictionary, character
is defined as the qualities and features that makes
a person, whereas development is described as the
process of creating something new and more advanced
(Character and Development Noun-Definition,
Pictures, Pronunciation and Usage Notes | Oxford
Advanced Learner’s Dictionary at OxfordLearneries.
com, n.d.). Character development can be defined as
the process of nurturing qualities and features that
makes an individual more advanced than he or she
was before. This process is crucial, essentially in
developing positive traits among young people, as they
are the future of the nation. As Nelson Mandela once
said, the youth of today are the leaders of tomorrow
(Nelson Mandela Quote: “The Youth of Today Are the
Leaders of whoTomorrow,” n.d.). It is important to
note that positive character development is important
to raise leaders who can handle setbacks, understand
the importance of responsibilities, are strategic and
critical thinkers, are empathetic and altruistic and are
individuals who prioritize moral and ethical qualities.
Malaysia is a country that is located in Southeast Asia.
In many Asian cultures, including Malaysia, which
is a diverse society, character development is deeply
rooted in traditional values and religious practices.
They prioritize respect for elders and others regardless
of their background, community cohesion, and the
importance of family. These practices are highlighted in
the National Principles or known as ‘Rukun Negara’ in
Malaysia (Preamble, Five Principles of Rukun Negara
Should Be Appreciated, Understood, n.d.). As a diverse
nation, these attributes can be seen among Malaysians,
where the Malay community often shows respect to
elders through ‘salam cium tangan’, where they kiss
the hand of their elders, the Chinese community often
has family dinners and reunions, especially during
Chinese New Year, and the Indian community touches
the feet of their elders to get blessings from them.
These values often nurture qualities such as humility,

social responsibility and good moral values. However,
in today’s contemporary society, besides traditional
and religious practices, popular culture plays a key role
in contributing to the character development of young
Malaysians. Popular culture is defined as a set of ideas
and practices that are widely accepted by the community
and disseminated by mass communication. Among the
popular cultures often associated with young people in
Malaysia are music, TV shows or movies, digital media
such as TikTok, K-Pop, Western culture, Japanese
culture, local entertainment, and esports is not exempt
to it.

RESEARCH METHODOLOGY

Research Design

This study adopts a mixed-methods approach,
integrating both quantitative and qualitative data to
explore the influence of esports on youth leadership and
character development in Malaysia. This research is
descriptive and exploratory, aiming to identify patterns
and relationships between esports participation and
aspects of leadership and character growth. The key
variables that are measured in this research include
respondents’ demographics, esports participation,
leadership development, character development, and
social impact.

Target Population, Sampling and Data Collection

The target population of this research was aimed at
youth ranging from 15 to 30 years of age who are
involved in leadership and engaged in gaming or
esports activities. This age range was determined
based on the Youth Societies and Youth Development
Act 2007, which defines youth as individuals aged 15
to 30 years. While this definition is set to be officially
implemented in 2026, its practice has already begun. An
online questionnaire via Google Forms was designed
to collect both quantitative and qualitative data. The
survey was distributed through social media platforms
(e.g., WhatsApp, Twitter, Instagram). As a result, a
total of 81 responses were received, with one omitted
as a trial, resulting in a final count of 80 responses. The
demographic breakdown included 62.5% male and
37.5% female participants, with diverse backgrounds
in student leadership (60%), community leadership
(22.5%), and other leadership domains.

Inferential statistical ~ methods  were
employed to analyse the relationship between esports
participation and leadership development. Descriptive



statistics, including mean, median, and mode, were
calculated for Likert-scale responses, providing
insights into participants' perceptions of esports' impact
on leadership skills. Moreover, to assess the practical
significance of esports on leadership development,
Cohen’s d was calculated, measuring the mean
difference relative to variability and to complement the
quantitative findings, Thematic analysis was applied to
qualitative responses, identifying recurring themes that
highlighted the key leadership qualities fostered through
esports participation. The questionnaire consisted of
structured, close-ended and open-ended questions to
capture qualitative insights into personal experiences,
perceptions and suggestions to stakeholders regarding
the influence of esports among Malaysian youth, in
leadership and character development.
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Limitations in the Research Methodology

The research was only held among a small sample
size (80 respondents), which may not fully represent
the broader Malaysian youth population. Additionally,
the cross-sectional design captures only a snapshot
of experiences, making it difficult to assess the long-
term effects of esports on leadership development. A
longitudinal study would provide deeper insights into
how esports influence leadership skills over time.

Demographic Variable

Demographic information was gathered to provide
context and enable the analysis of group differences.
The participants' demographic distribution is summed
up in the following table:

TABLE 1. Demographic Profile of Respondents

Variable Category Frequency (N) Percentage (%)
Age Group 15-18 48 60.0
19-24 27 33.8
25-30 5 6.2
Gender Male 50 62.5
Female 30 37.5
Education Level Secondary Education 37 46.3
Pre- University 12 15.0
Diploma 12 15.0
Undergraduate 16 20.0
Postgraduate 3 3.7
Current Student Leadership 48 60.0
Leadership (School Prefects, Student Council,
Involvement University Student Unions, Clubs
and Societies)
Community Leadership 18 22.5
(Youth Clubs and Association,
NGOs)
Political Leadership 2 2.5
(Engagement with political parties,
Youth Parliaments and Councils)
Social and Cultural Leadership 4 5
(Leaders in Performing Arts
Group, Social Media influencers)
Entrepreneurial Leadership (Young 2 2.5
Entrepreneurs and Business
Leaders)
Sports Leadership 6 7.5

(Athlete Leaders and Coaches)
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According to the table, majority of the
respondents are male (62.5%, while the proportion
of respondents is female (37.5%) Additionally, the
age group of the participants is distributed across
three categories, with the largest group being 15- to
18-year-olds, 48 responses (60%), followed by 19- to
24-year-olds, 27 responses (33.8%) and 25-year-olds.
to 30-year-olds, 5 responses (6.2%). Furthermore,
most respondents attend secondary school, followed
by undergraduate and a smaller group who have
postgraduate education. This survey also included a
sample on diverse leadership involvement, with student

leadership being the preeminent leadership engagement
(60%), followed by community leadership (22.5%),
sports leadership (7.5%), social and cultural leadership
(5%), political leadership (2.5%) and entreprencurial
leadership (2.5%).

Esports Participation

Respondents’ esports participation was recorded based
on how much time they spend and what types of games
they play weekly. The following table summarizes the
results of the survey

TABLE 2. Frequency of Playing Esports

Item Frequency (N) Percentage (%)
Always 17 21.3
Often 21 26.2
Sometimes 26 325
Rarely 16 20.0

TABLE 3. Types of games commonly played

Item Frequency (N)

Mobile Legends 50

PUBG Mobile 20

Dota

Free Fire

Valorant 2

Leadership Skills

The survey in this area was measured using a 5-point
Likert scale (1 = strongly disagree to 5 = strongly
agree). The scale included items described in the tables
below.

According to the results, the mean scores
indicate a generally positive perception of how esports
contribute to youth development. For example, the mean

score for "Ability to work in a team” is 3.9, suggesting
that respondents believe esports has contributed to
enhancing is skill. Furthermore, the median and mode
values show that the most common answers are in
the upper range. The median and mode for “strategic
thinking and problem-solving skills” is 4, indicating
that a significant number of respondents agreed with
the statement.

TABLE 4. Descriptive Statistics for Leadership Skills Scale

Item Mean Median Mode
Esports has improved my ability to 3.9 4 4
work as part of a team

Esports has improved my strategic 4 4 4

thinking and problem-solving skills
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TABLE 5. Leadership Skills and Qualities Identified from Thematic Analysis

Theme Description Quotes
Communication Esports enhance communication “I am able to communicate better with
Skills skills by creating room for players others, understanding them and not
to work together and express their being afraid of stating my opinion”
opinions.
“It also taught me how to communicate
well with my teammates, how to
properly send messages that can
be understood clearly without any
miscommunication”
Language Skills Esports is an effective tool for “I learned English by playing esports”

Diplomatic Skills

Increases Self-
Esteem

Networking and
Experience

Interpersonal
Skills

learning new languages and

even leads to the development of
vocabulary, fluency and adaptability
in the language currently used, as
players often interact with players
from other countries.

Esports cultivates diplomatic skills
by placing players in situations
where they must navigate in diverse
perspectives to achieve common
goals.

Esports can profoundly increase
self-esteem by offering individuals
channels to fulfil aspirations, obtain
recognition, and develop their
proficiencies.

Esports offers valuable
opportunities for networking and
gaining experience by connecting
players with a global community of
like-minded individuals.

Esports enhances interpersonal
skills by encouraging players to
collaborate, communicate, and
negotiate with others in a team
setting.

“Learning on how to be a diplomatic
leader. To guide and lead without being
too controlling. I often put myself in my
teammates' shoes to understand their
struggles”

“It greatly improves confidence
within me, especially with the
competitiveness”

“Being a youth leader, esports expanded
my networking via the online chatting
option, I personally think it is also a
conversation starter with anyone.”

“It has also taught me that you need to
experience different positions before
reaching the top as a leader. This way
it would be easier to find suitable
strategies and tactics for the team”

“Before joining esports, I rarely talked
with others. After joining esports, I
always talk with people, make friends,
and create connections”
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Character Development

The survey in this area was measured using a 5-point
Likert scale (1 = strongly disagree to 5 = strongly
agree). The scale included items described in the tables
below.

According to the results, the mean scores show
an indication of how esports contribute to character

mean score for “resilience and the ability to handle
setbacks” is 3.5, suggesting that most respondents
believe esports contribute to nurturing this ability.
Furthermore, the median and mode values show that
the most common answers are in the upper range, which
is 4. The median and mode for “discipline and time
management skills” indicate that a moderate number of
respondents agreed with this statement.

development among young people. For example, the

TABLE 6. Descriptive Statistics for Character Development Scale

Item Mean Median Mode
Esports has helped me develop 3.5 4 4
resilience and the ability to

handle setbacks

Esports has improved 3.7 4 3

discipline and time
management skills

TABLE 7. Positive attributes identified from thematic analysis

Theme Description Quotes
Fostering Esports has taught many young “It allowed me to know the
Responsibility players on the importance of taking importance of having and doing
up responsibilities. proper roles during a task or an
assignment”’
Altruism Esports can foster altruism by “It makes me learn not to be

promoting collaboration and support
among players and realizing the
importance of selflessness, empathy,
and support in leadership roles.

Becoming a better
listener

Esports helps gamers become

better listeners by emphasizing the
importance of clear and effective
communication and accepting others'
opinions.

Learning how to be
more patient and
empathetic

Esports teaches patience by requiring
players to practice and refine

their skills over time to be more
empathetic towards how others feel.

greedy and help others who are

in trouble. Plus, it teaches me to
always put others before myself
because being a leader means you
are leading not bossing”

“It has helped me think critically
and listen to the views of others”

“My experience by playing

Dota has helped me become a
great leader, through giving out
instructions that are clear and
neutral at the same time is crucial,
to avoid hurting others feelings. It
has also taught me to be patient at
improving myself.”



Esports can have a positive impact on
emotional well-being by providing a
sense of belonging, stress relief and

Ability to manage
emotions better

“Helps me in managing my
emotion and to stay rational”
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personal fulfilment.

“It has helped me relax and step
back from the heavy and chaotic
workload that I experience
working in a student body,
allowing me to avoid burnout and
perform better for longer.”

“Gaming is a space where [ wind
down after a long day, it distracts
me out of my work thought”

Social and Community Impact

The survey included questions with a 5-point Likert
scale ranging from (1 = strongly disagree to 5 = strongly
agree). The scale included items described in the tables
below.

According to the results, the mean scores
show an indication of how esports create a social
impact among young people. For example, the mean
score for a sense of community and belonging through
participation in esports and in improving social skills

and network” is 3.7, suggesting that respondents
believe esports creates a feeling of unity and inclusion.
Furthermore, the median and mode values show that the
most common answers are in the upper range, which is
4, except for social skills and network, which indicates
a moderate number of respondents that agreed to this
statement.

Respondents ‘concerns and challenges faced
were recorded based on their viewpoints and personal
experiences. The following table summarizes the
results of the survey

TABLE 8. Descriptive Statistics for Social and Community Impact

Item Mean Median Mode
Developed a sense of community 3.7 4 4
and belonging through participation

in esports

Esports has improved my social 3.7 4 3

skills and network

TABLE 9. Descriptive Statistics for Social Challenges and Concerns

Question Item Frequency (N) Percentage (%)
How concerned are you about Very Concerned 23 28.7
the potential negative impacts of Moderately concerned 35 43.8
i time due t rts?
excessive screen time due to esports Slightly Concerned 17 213
Not Concerned 5 6.2
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Have you ever experienced or Yes, frequently 26 32.5
witnessed toxic behaviour or Yes, occasionally 27 338
berbullying i rts? ’
cyberbullying in esports Rarely 2 )75
Never 5 6.2
How do your parents/guardians view  Very supportive 4 5.0
your participation in esports? Somewhat supportive 19 238
Neutral 46 57.5
Somewhat unsupportive 8 10.0
Very unsupportive 3.7
Do you think there are platforms for Yes 55 68.8
youth to participate and engage in No 25 31.2
esports?
Do you believe there should be Yes 74 92.5
more initiatives to encourage youth No 6 75

participation in esports?

TABLE 10. Impact of toxic behaviour and cyberbullying identified from thematic analysis

Theme Description Quotes

Positive The positive reception of toxic “It taught me how to have a good heart and
behaviour and cyberbullying by certain to ignore all the negative comments. It taught
respondents. me to appreciate good teammates better”

“It encouraged me to help others”

“It didn’t impact me negatively, as [’ve been
desensitized to it. [ have learned to detach
myself from these comments as [ know my
self-worth and I just play these games to have
a good time.

“Gives me motivation and more focus to

LR

win

“I feel like if I were to treat them equally by
how they did, it would’ve turned out worse”



Negative The negative impact of toxic behaviour
and cyberbullying experienced by
certain respondents.

Comments The comments and ideas provided by

and ideas respondents who have experienced

cyberbullying and toxic behaviours
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“I always blame myself for every mistake
that happened”

“It made me feel insecure about my gaming
skills because of the bullying and I'm
afraid of participating in open matches with
strangers”

“It triggered my emotions”
“It disturbs my emotions because players
tend to bring in their families and swear

excessively”

“It affected my mental health”

“There should be an age restriction for
certain games and an option to block bullies
from online games”

“It is easy to be influenced by toxic
behaviours”

FINDINGS AND DISCUSSION

The findings from this study reflect the important role
that esports play in cultivating leadership skills and
character development among youth, as demonstrated
by both quantitative and qualitative data. The analysis
suggests that engagement in esports is positively
correlated with the development of key leadership
abilities, character and social impact.

Effect Size Calculation (Cohen’s d) and Interpretation

To evaluate the practical significance of esports
participation on leadership development, Cohen’s d
was calculated. This measure assesses the difference in
means relative to the variability of the data, providing
insight into the magnitude of esports' impact on
leadership skills

Comparison Mean Pooled SD Effect Size (Cohen’s  Interpretation
Difference d)

Esports & 4.0-3.0 0.81 1.23 Large Effect

Problem-Solving

Esports & 3.9-3.0 0.75 1.20 Large Effect

Teamwork

Esports & 3.5-3.0 0.68 0.74 Moderate

Resilience Effect

The effect size analysis demonstrates that
esports participation significantly enhances leadership
skills, with particularly strong effects observed for
problem-solving (d = 1.23) and teamwork (d = 1.20),

both classified as large effects. These findings suggest
that individuals who engage more frequently in esports
tend to exhibit greater strategic thinking, decision-
making, and teamwork abilities. Additionally, resilience
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(d=0.74) shows a moderate effect, indicating that while
esports contribute to resilience, other external factors
may also play a role in shaping this trait. Nonetheless,
the positive effect size values confirm that esports
participation is beneficial for leadership development.
These results align with prior research highlighting the
role of competitive gaming environments in fostering
cognitive and interpersonal leadership skills. The
findings support the integration of structured esports
programs in leadership training initiatives, particularly
for youth development

Fostering Leadership Excellence through Esports

This study highlights esports as a valuable platform for
developing leadership skills among youth, evidenced
by significant findings such as a mean score of 3.9 for
teamwork and 4.00 for strategic thinking, indicating
strong perceptions of esports' impact in these areas.
Qualitative insights reveal that esports enhance
communication, with participants noting improvements
inarticulating thoughts and collaborating under pressure,
and boosting language proficiency through global
interactions. Additionally, esports foster diplomatic
skills, with participants learning to lead empathetically,
and increase self-confidence, driven by competitive
achievements. The study suggests that integrating
esports into leadership training could offer a modern
and engaging approach, though personalized strategies
may be needed to cater to individual experiences.
Overall, esports present an environment that cultivates
well-rounded leaders prepared for today’s globalized
world.

By engaging in esports activities, it is important
to note that such qualities reflect a transformational
leadership style among respondents which aims to
inspire, motivate and guide others to achieve a common
goal. This leadership style, introduced by Bass and
Avolio, has been widely studied in the context of sports
and coaching (WangYi, 2018). It is highly effective
where it contributes to developing a positive emotional
environment among peers (Martinez-Moreno et al.,
2021; Ismail et al., 2020). By having more young
leaders with transformational qualities, this contributes
to a country’s human capital, innovation and economic
prosperity (Gkintoni et al., 2022). Moreover, a
democratic leadership style can also be observed
among esports players, where decision making, and
responsibilities are shared among members. This
leadership style was introduced by Kurt Lewin, a
German American psychologist (“Lewin’s Leadership

Style | Kurt Lewin Leadership Styles,” 2024). This
collaborative environment fosters not only personal
growth but also enhances group dynamics, as players
learn to communicate effectively and support one
another in achieving a common goal.

Esports as a Tool for Character Growth and
Development

Esports serves a prominent tool that fosters positive
character growth and development. The survey reveals
that esports has significantly contributed to developing
resilience, discipline and time management, with mean
scores of 3.5 and 3.7 for these attributes. Moreover, the
thematic analysis of qualitative data highlights various
themes that fosters character development such as
responsibility, altruism which is to foster selflessness
in order to support other teammates, becoming
better listeners where it helps them engage in clear
communication and consider the opinions of others,
patience and empathy by understanding feelings of other
teammates and contributes to emotional well-being by
providing stress relief and a sense of belonging.

By developing attributes such as resilience,
this prepares youth in Malaysia for real-life challenges.
It is said that resilience can protect one from mental
health conditions such as anxiety and depression, which
contribute to emotional stability (Resilience: Build
Skills to Endure Hardship, 2023). Moreover, by being
resilient, it increases adaptability to new environments
and changes, especially in addressing workplace
challenges (Arnold, 2023). Furthermore, esports also
develop discipline and time management. This can be
seen in multiplayer games where players must solve
problems within a given period. In games such as
Mobile Legends, players spend approximately 10 to 30
minutes for one game and within that period, they have
to make quick decisions to ensure their victory (Mobile
Legends: Bang Bang - Apps on Google Play, n.d.).
This teaches effective time management, essentially
in crucial situations where a decision or a problem
must be solved immediately. Furthermore, by fostering
character traits such as responsibility, altruism, patience,
empathy, listening skills, this makes young people to
be more socially responsible and develops a society
that is more understanding and inclusive. Esports also
contribute to emotional well-being,as one respondent
shared “Gaming is a space where I wind down after a
long day, it distracts me from my work thoughts™. This
indicates how esports help players manage stress and
build emotional resilience.



The Challenges of Digital Conduct and Well-being in
Esports

Despite the positive benefits that esports offer, it is
also essential to note that esports also hold various
challenges of digital conduct. The survey indicates
that a significant number of respondents are highly
(28.7%) and moderately concerned (43.8%) about
the negative effects of excessive screen time.
Additionally, a substantial number of respondents
have also experienced and witnessed toxic behaviour
or cyberbullying in esports frequently (32.5%) and
occasionally (33.8%). It is important to note that
while esports is a popular sport and engaging activity,
it also presents notable challenges of digital conduct
that needs to be addressed. Moreover, the survey also
indicates that the majority of the parents and guardians
are neutral (57.5%) about their children’s participation
in this sport, with only a small percentage showing
support (5%) and disapproval (3.7%). Furthermore, 55
respondents have also agreed that there are platforms
for youths to engage in esports activities, which shows
that the government and other entities are taking
sufficient steps to encourage youth participation in
esports. The study also indicates that an overwhelming
majority, with 92.5%, agree to conduct more initiatives
to encourage youth participation in esports. -
Excessive screen time has various negative
effects on the overall well-being of players. It can
cause and increase the likelihood of obesity, sleep
disorders, and mental health conditions (Muppalla et
al., 2023). A study called Adolescent Brain Cognitive
Development (ABCD) revealed that those who use
screens more than seven hours a day had a thinner
cortex than those who used screens less (Adolescent
Brain Cognitive Development Study (ABCD Study®) |
National Institute on Drug Abuse, 2024). Moreover, the
thematic analysis applied identifies both positive and
negative receptions of the impact of toxic behaviour or
cyberbullying. The positive reception was identified,
with respondents highlighting increased resilience,
a more mature personality and a deeper appreciation
for teamwork. Some players indicated that such
experiences encouraged patience, motivation and focus
on winning. On the other hand, negative impacts were
evident, including feelings of insecurity, emotional
distress, and mental health decline. Players expressed
their concerns about how toxic environments affected
their confidence and participation in games, essentially
in open games with strangers. Additionally, respondents
offered suggestions such as imposing age restrictions on
certain games and implementing mechanisms to block
toxic individuals. Respondents also expressed their
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concerns about how these behaviours can be influential
to others and eventually create a toxic gameplay.

SUGGESTION

To enhance youth engagement in esports, it is crucial
to secure active participation and support from the
government and the community. According to the
survey, it indicates that most young people who
participate in esports are secondary school students.
The Malaysian government and youth organizations
should take comprehensive steps to encourage youth
participation in esports and create awareness on
the positive benefits of esports among parents and
community stakeholders. Concurrently, students should
also be taught on how to avoid excessive screen time
and learn ethical communication.

Potential Intervention to address excessive screen time
and exposure to toxic behaviour

To address these challenges, the government must play
a key role in promoting responsible gaming habits.
For youth aged 15 to 18, parents and teachers can help
monitor gaming time and guide them in balancing
academics while emphasizing the importance of social
responsibilities. Schools can introduce digital literacy
programs to educate students about the responsible
use of technology and the potential risks of excessive
gaming. Moreover, fostering a positive gaming
community is essential to addressing cyberbullying
and reducing toxicity in esports. Game developers
should strengthen moderation policies, implement
strict penalties for cyberbullying, and enhance in-game
reporting systems to ensure a safer and more inclusive
gaming environment.

Establishing Esports Club in Secondary Schools

One of the initiatives that can be conducted is to establish
Esports Clubs in schools and conduct mentorship
and training programs. These clubs would serve as
platforms for students to connect with like-minded
peers and maximize their potential within the esports
arena. Additionally, they would help students learn to
balance academics with reduced screen time and foster
a sense of community, which is important for coping
with issues such as cyberbullying and toxic behaviour.
Through mentorship programs, students could also gain
valuable insights into potential career opportunities in
esports. These include professional players, managers,
marketing staff, financial professionals and others.
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Furthermore, as esports continues to grow rapidly in
Malaysia, these clubs could serve as a springboard for
identifying young talents who might one day represent
Malaysia in international esports tournaments. This
initiative could be a collaborative effort by the Ministry
of Education and the Ministry of Youth and Sports.

Incorporating Esports into Leadership Training for
Youth Development

Esports has the potential to cultivate leadership skills
among youth while making learning sessions more
interactive and effective. This integration can be
facilitated through youth leadership initiatives led by the
Ministry of Youth and Sports, such as the Felo Perdana
program and Pre-Departure Training for international
leadership courses. By incorporating esports into these
leadership training courses, participants can develop
essential skills such as strategic thinking, teamwork,
adaptability, and decision-making in a dynamic and
engaging environment. This approach not only enhances
skill development but also ensures a more immersive
and practical learning experience, preparing youth for
leadership roles in an increasingly digital world.

Providing Requisite Infrastructure (Esports Stadium)

Next, as noted by Nurredy Nursal, widely known
as Daddy Hood in the Mobile Legends community,
Malaysia lacks the necessary facilities to host high-
level tournaments and sustain professional esports
careers. He highlighted that while Malaysia produces
world-class players, the country falls short in providing
the requisite infrastructure, such as dedicated esports
stadiums, which are common in countries like South
Korea. The establishment of such facilities is not merely
a logistical requirement but a strategic investment
(Tan, 2023). South Korea’s esports industry, which
benefits from world-class infrastructure, is now one
of the largest globally, generating substantial annual
revenue. Moreover, organizers should ensure that the
prize money is distributed to winners on time and
avoid delays to abstain from the incidents that occurred
during the ASEAN Games for Esports (AGES) 2016
(Pang & Pang, 2021). The Malaysian government
should also take comprehensive steps to hold organizers
accountable for their actions. For Malaysia to replicate
such success, the construction of an esports stadium
is essential. It would provide a venue for high-level
tournaments, facilitate professional training sessions,
and contribute to the broader economy by attracting
international events and tourists.

Legal Definition of Cyberbully

Additionally, Malaysia should take effective steps to
address cyberbullying. In Malaysia, there is no legal
definition of what is defined as cyberbullying, and thus
this makes it difficult to deal with this matter. Moreover,
the network security division head of the Malaysian
Communications and Multimedia Commission
(MCMC), Harme Mohamed mentioned that MCMC
does not have a specific category for cyberbullying. As
such, most complaints are dealt with on a case-by-case
basis which means there is a lack of data on the number
of cyberbullying cases in Malaysia (Wahab, 2023).
The Malaysian government should take effective
steps to solve this issue and encourage cyberbullying
victims to report their incidents. Furthermore, school
counsellors must play their roles effectively and serious
action should be taken against counsellors who breach
confidentiality to others and misuse their authority
(KauOKTak, 2021).

Other than that, it is also important to address
the stereotypes and undervaluation of esports athletes
compared to traditional sports figures. The Malaysian
government should initiate town hall sessions among
stakeholders, especially for parents. By creating a
supportive and well-equipped environment, Malaysia
can further harness the economic and social potential
of its esports sector, making it a competitive player on
the global stage.

CONCLUSION

In conclusion, esports play a key role in nurturing
leadership skills and character development among
Malaysian youth, reflecting its evolution from a niche
activity to a prominent sector supported by government
initiatives. Esports foster leadership skills through
their emphasis on teamwork, strategic decision-
making, and communication skills, which are crucial
for effective leadership. Additionally, the resilience
and commitment required for competitive gaming,
combined with the social interactions within esports
communities, contribute  to character development.
There are several policy recommendations suggested to
policymakers, which include organizing digital literacy
programs to teach responsible gaming, instructing
game developers to strengthen moderation policies and
stricter action against cyberbullying, encouraging the
establishment of esports clubs in schools, providing
the requisite infrastructure such as an esports stadium
to facilitate high — level tournaments and establishing
a clear legal definition of cyberbullying. As Malaysia



continues to advance in the esports arena, leveraging
these benefits through educational and developmental
programs can further maximize the positive impact
of esports on youth, preparing them for the future.
However, comprehensive steps should be taken in
order to address the challenges discussed and initiatives
suggested.
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