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Abstract
There are many genres of video games in the present. The first-person shooter (FPS) is one
popular genre. This game type often includes a violent content. Moreover, a community in
FPS games is usually seen as toxic. This research, thus, intended to find out the impacts of an
FPS game Overwatch 2 on Thai players. The data were collected from 50 online
questionnaires and eight Overwatch 2 players whose game playing behaviors were observed.
The results showed that the violent contents in the game did not always affect the players’
behaviors in negative ways. There were several positive effects of the game on the players,
especially when they were playing the game. Besides, it was found that the Overwatch 2
game affected the players’ in-game behaviors more than the behaviors in their real life, and
the violent imitative behaviors from this video game, for example, killing or using weapons
were not actually detected among the game players outside the game sphere. It can then be
concluded that there are both positive and negative effects of such an FPS game as
Overwatch 2 on the players, and most players are not negatively influenced by the violence

presented in the game; they can decide what should or should not be done in reality.
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The Study of an FPS Game “Overwatch 2” and Its Impacts on Online Game Players

In the present, many programs and websites are generated to entertain humans, for
example, social media, multiplayer games, music, etc. Since people all over the world are
connected by the internet, they can gain access to these forms of entertainment and can easily
communicate with each other. Among many entertaining platforms available online, people
can freely decide which one they favor. Video games are usually preferred by most people. It
is predicted that the number of gamers is increasing every year (Clement, 2022).

Video games now have many genres for players. The genres are dependent on the
game characteristics, so they can be categorized into numerous genres. For example, the three
most popular game genres are FPS (first-person shooter), MMORPG (massively multiplayer
online role-playing games), and MOBA (multiplayer online battle arena). It has been found
that about 50 percent of teenagers worldwide have opted for these three game categories. As
for Thai players, the FPS game is the most popular one. According to Platform Newzoo
Charts (2021), five FPS games out of 10 choices got the highest votes. Most FPS games are
multiplayer games. Typically, the players will be separated into two teams, for example, a red
team and a blue team. The main objective is to win the game by eliminating the opponents or
having the highest scores, so this genre is considered to be highly competitive among players.
Furthermore, the different game genres have different player communities. The communities
of multiplayer games are always active because of the game feature. To clarify, there is an in-
game text chat channel, which allows the game players to communicate all the time. In fact,
video games can be a social bonding platform for players and it can also be a stress reliever
tool. However, some online players show their bad side which leads to toxic communication
when they chat with friends or teammates (Chantapom, 2017). There are two genres of games
that are classified as the most toxic communities: MOBA and FPS games (ESB Staff, 2022).

Moreover, many parents’ attitudes towards video games are negative because video games



can cause low-self esteem effects to their children (Steiner-Adair & Wick, 2022). At present,
the FPS games are more developed and released than MOBA; therefore, the samples are
more.

Therefore, in this research study, a sample FPS game Overwatch 2, with more than
200,000 Thai players in the Facebook game community, was focused on. The research
intended to find out how this first-person shooter game impacted the players’ behaviors both
in the game and in their real life.

The research questions are as follows:

Main research question: How are the online game players affected by the FPS game
Overwatch 2?

Sub-research questions:

1. What are the characteristics of the FPS game Overwatch 2?

2. How does the game affect the players’ behaviors in the game?

3. How does the game affect the players’ behaviors in their real life?
Literature Review
The First-Person Shooter (FPS) Game Design

The core of an FPS game is a first-person point of view. It is the view that the player
sees that he/she is that playing character. The view is from the character’s eyes, so the player
cannot see the character's face. The player has to interact with objects by shooting them from
his/her weapon. The objective of each FPS game can be different depending on the
developer. The player of the most renowned game like ‘Counter-strike’ has to eliminate an
enemy player to get the highest score. On the other hand, ‘Portal’ has a different objective.
There is no killing, but the player needs to use his/her gun to solve the puzzle on the map.

The FPS games can be both single-player and multiplayer games.



The Characteristics of Overwatch 2

To begin with, Overwatch 2 is a free-to-play FPS game developed by Blizzard
Entertainment. This game was released on 4 October 2022, and it is an upgraded version of
the previous Overwatch (2016-2022). The game is designed to be a player versus player
(PVP) combat style, and the player plays as a “hero.” There are 36 heroes and three roles,
which are Tank, Damage, and Support, available in the game. Players can attack or assist the
teammates by using their weapons and unique skills. The characters have different playing
styles. Firstly, the Tank hero is considered the leader in the game. Whether the team can win
or lose depends on the decision of the Tank hero (Rattanasangchod, 2022). This hero also has
the high amount of health point (HP) and the average amount of damage. Secondly, the
Damage hero can attack with a critical damage. This character is a main attacker of the game
and also has high mobility. Lastly, the Support hero is an assistant and a healer. This
character has a special skill that can save the ally’s life, and he can cause a very low amount
of damage. In the main mode in the game (called the role selected quick play mode), ten
players are separated into two teams, each of which has five players. The roles in the game
are fixed as one Tank, two Damages, and two Supports. There are 22 different stations with
different objectives. In the present, there are four objectives which are controlling a point,
pushing a robot, escorting the payload, and the hybrid of controlling the point and escorting
the payload. The player can win the game only by completing each objective, which means
only eliminating an enemy cannot make the player win. The communications in the game are
divided into five types which are team chat, match chat, whisper, voice chat, and quick
communication. The three types of chats can be done by typing. The team chat which is blue
can be seen only by teammates. The match chat which is orange can be seen by both sides of
the players. The whisper which is purple can be seen by the sender and the receiver; only two

players can see this chat. The players can use the voice chat by turning on the microphone



and speaking with their teammates. The last type is quick communication which can be used
to locate an enemy or give a signal for the teammates through the shortcuts on the keyboard.
The Violence in Video Games and Its Effects on Players

Nowadays, many video games contain violent contents such as blood, killing,
robbery, and nudity. This has become normal since an arcade game ‘Death Race’ was
released in 1976. Even though the contents are unacceptable for children, violent video
games are still good-selling games. Mortal Kombat 11, a fighting game which has a horrible
death scene, for example, a scene in which the slow tearing of a character’s limbs is shown
with a realistic graphic, was a best-selling game with 15 million copies sold worldwide in
2021 (Bankhurst, 2021). In real-life situations, violent video games have caused many school
massacres. Many shooters have suspected that their motivation might come from video
games (Benedetti, 2007). The killing motivation of many shooters is caused by FPS games. It
might be because the FPS games give a sense of powerfulness when players can kill an
enemy while the shooters lack power to control people. This is a common shared symptom of
shooters (Strasburger & Donnerstein, 2014). It has also been found that violent games can
impact children's behavior. The children who have been affected speak loudly or blast a loud
noise. The violence in video games has also affected Thai players. One biggest news in
Thailand is that a student killed a taxi driver by imitating the action in the famous video game
named GTA. The student confessed that he planned to rob the driver because it looked easy in
the game (Manager News, 2008). Moreover, a mission ‘No Russian’ in Call of Duty: Modern
Warfare Il caused a controversy between the developer team Infinity Ward and many
countries because one of the missions included a Russian massacre at the airport (Welsh,
2009). This shows that the violence in video games can lead to many serious issues. Dowsett
and Jackson (2019) claim that the game which has the competition mode results in the

aggressive behavior of the players the most. The violence in games such as blood or nudity



does not cause the aggressiveness of the player as much as the competition between humans
(Ferguson et al., 2015). The players feel challenged when they encounter human players more
than AL It is because the players in the human mode will receive more rewards than the ones
in the Al mode, and the losers will lose their scores. The four conditions that trigger their
aggressiveness are being killed, being frozen (when the player cannot move because of an
enemy skill), time pressure, and losing the game. In medical research, when players become
aggressive, their heart rate and breathing are not stable. This reflects stress and anger of the
players. Finally, when they reach the highest aggression level, they show aggressive
behavior, for example, blasting a loud noise (Hasan et al., 2012). Additionally, there were
some reports revealing that teenagers who committed shooting crimes played some violent
video games like ‘Doom’ and non-violent video games like ‘Super Mario Bro,” so the linking
of violent video games with the shooters is a myth (Ferguson et al., 2015). Video games do
not always cause crime. There are other factors that cause it such as a murderer’s background
and racism point of view (Parkin, 2019).
Related Studies

There are some previous studies that investigated the effects of FPS games on players.
The first study is “The Effect of Violence and Competition within Video Games on
Aggression” by Andre Dowsett and Mervyn Jackson (2019). They analyzed the aggressive
behavior of the ‘Unreal Tournament 3: Black Edition(TM)’ players. The game they used as a
sample was an FPS game. They said that the FPS game had high pressure and high
competition, so they chose this game. The researchers aimed to see the factors that affected
the aggressiveness of the players. They observed 60 participants who were Australian
metropolitan university students playing the game. They found that the players had different
aggressive behaviors after the experiment. The players became the most aggressive when

they soloed the game and were defeated. The participants in the low-competition conditions



had no sign of aggressiveness. The conclusion was that the competition mode played an
important role in forcing the players to become aggressive.

The last study is “Effect of Playing Violent Video Games Cooperatively or
Competitively on Subsequent Cooperative Behavior” by David R. Ewoldsen, Cassie A. Eno,
Bradley M. Okdie, John A. Velez, Rosanna E. Guadagno, and Jamie DeCoster (2012). They
investigated the conditions that caused cooperativeness and competitiveness among the Halo
1I (a FPS game) players. They used two sessions to collect the information. Firstly, the 119
students needed to complete an online survey about the game history and the Buss-Perry 29-
item measure of trait aggression. Then, the participants in pairs played the game followed by
the researchers’ instructions which were separated into competitive condition and cooperative
condition instructions. Finally, the results showed that the participants who played
cooperatively decreased the violent effect. Moreover, they learned cooperative behavior from
the game although the video game is violent. Additionally, violent video games did not
always cause violent behavior.

According to the previous case studies and research studies, FPS games have a killing
feature which is considered the violent content. The games then make players satisfied when
they complete them. Sometimes, the games with this feature have an impact on sensitive or
lack-of-judgment players who finally express their behavior in the wrong ways like
committing a crime. However, video games can have different effects on players, such as
violent behavior or cooperativeness. Therefore, this research aimed to study the impacts of
Overwatch 2, a popular FPS game that had not been explored in any research on Thai players
before.

Research Methods
The participants in this study were divided into two groups. They were all Overwatch

2 players who were the members of the Facebook group named “Overwatch Thailand



Community.” The participants included both males and females with different age ranges. 50
questionnaires were distributed to this group of subjects. The second group of the participants
were ten game players who were randomly selected and closely observed while they were
playing the Overwatch 2 game online. The participants in the game were both teammates and
enemies.

The quantitative data and qualitative data were collected in two ways which were
through the online questionnaires and the in-game observation. Each online questionnaire
was in the Google Form to gather both quantitative and qualitative data. It was designed in
Thai because the Overwatch 2 players in the selected Facebook community were all Thai.
The questionnaire was separated into three parts: the respondent personal information part,
the Overwatch 2 in-game and real-life effect part, and the open-ended question part. The first
part contained the questions asking for the participants’ age, gender, and occupation. In the
second part, the statements about the in-game and real-life impacts of Overwatch 2 were
given with a 5-point Likert scale for the respondents to rate based on their playing
experiences and opinions. The Likert scale ranged from strongly agree to strongly disagree.
The last part included the open-ended questions asking for the respondents’ comments or
opinions concerning the additional in-game and real-life impacts of Overwatch 2 on them,
apart from the given ones in Part 2 of the questionnaire.

To collect more qualitative data, the Overwatch 2 players’ in-game behavior was
observed by the researcher. Those players in ten game matches were explored in this study to
see how they used language for the in-game communication or how they behaved during the
game. Then, the data were analyzed and classified into positive behaviors and negative ones.

After that, all the quantitative data from the questionnaires were presented in the form
of descriptive statistics, including a pie chart, a table, and a report. The analyzed qualitative

data from open-ended questions and observations were presented in the report format.
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Research Results
The Data Collected from the Questionnaires

The Respondents’ Demographic Data

The results showed that the majority of the respondents were male (78%). 14% of the
respondents were female, and those who did not specify their gender accounted for 8%.

Nearly all of the respondents were 19-22 years old. The respondents who were more
than 26 years old accounted for 24%. 18% of the respondents were 15-18 years old, and
another 18% of them were 23-26 years old. A minority of the respondents were lower than 15
years old.

Over half of the respondents (58%) were students. Some of the respondents were
freelancers, office workers, and government officers. A minority of the respondents had more
specific occupations such as veterinarian, VTUBER, and E-sport player.

The Impacts of Overwatch 2 on the Players’ In-Game and Real-Life Behaviors
Table 1
The Impacts of Overwatch 2 on the Players’ In-Game Behavior

Levels of Agreement

The Impacts of Overwatch 2 on the Players’

In-Game Behavior Strongly Agree Neither Disagree Strongly

agree agree disagree
nor
disagree
1. You respect other players’ decisions 7 29 10 2 2
more. (14%) (58%) (20%) (4%) (4%)
2. You acquire better responsive or 20 19 8 2 1

coping skills when you play Overwatch ~ (40%) (38%) (16%) (4%) (2%)
2; for example, you can immediately

eliminate an enemy in the game or

spontaneously counter an enemy in the

game who possesses a specific fighting

skill.




11

3. The 5v5 combat (team mode) in the 10 18 13 3 6
game provides you with a teamwork (20%) (36%) (26%) (6%) (12%)
skill.

4.  The objective system, such as escorting 19 19 7 1 4

the payload and controlling the pointin ~ (38%) (38%) (14%) (2%) (8%)
the unranked mode (quick play),

distracts you from focusing only on

eliminating your enemy in the game.

5. Competition in the game puts you 10 20 10 6 4
under pressure and stress while playing  (20%) (40%) (20%) (12%) (8%)
it.

6. You are easily in a panic when playing 1 7 8 16 18
Overwatch 2. (2%) (14%) (16%) (32%) (36%)

7. Many players are self-centered when 27 9 9 4 1
playing the game. (54%) (18%) (18%) (8%) (2%)

8. Playing the Overwatch 2 game makes 6 8 13 16 7

you become more aggressive towards (12%) (16%) (26%) (32%) (14%)

your teammates, for example, using
more impolite or swear words to curse

them.
9. A defeat in the game causes you to 4 19 10 11 6
become upset and irritated. (8%) (38%) (20%) (22%) (12%)
10. Many sensitive contents such as 4 8 9 9 20

blooding, killing, and dying cause you ~ (8%)  (16%) (18%)  (18%)  (40%)
to become emotionless towards
violence in this game and others.

As shown in Table 1, more than half of the respondents (58%) agreed that they
respected others’ decisions more. 40% of the respondents strongly agreed that they had better
responsive or coping skills when they played Overwatch 2; for example, they could
immediately eliminate an enemy in the game or spontaneously counter an enemy in the game
who possesses a game could distract them from focusing solely on killing. 40% of the

respondents agreed that they were stressed with the competition in the game and 38% of them
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also agreed that a defeat caused them to feel upset and irritated. However, 36% strongly
disagreed with the panic effect of the game. Over half of the respondents (54%) strongly
agreed that most Overwatch 2 players were self-centered. 32% of them disagreed that they
became more aggressive when playing this game. Lastly, 40% of them strongly disagreed
that many sensitive contents such as blooding, killing, and dying caused them to become

emotionless towards violence in this game and others.

Table 2
The Impacts of Overwatch 2 on the Players’ Real-Life Behavior

Levels of Agreement

The Impacts of Overwatch 2 on the Players’

Real-Life Behavior Strongly agree Neither Disagree Strongly

agree agree disagree
nor
disagree
1. Playing Overwatch 2; for example, 6 15 22 4 3
playing the Tank role in which the (12%) (30%) (44%) (8%) (6%)

leadership skill is required, improves
your decisive skill in daily life.

2. The efficiency of your daily-life 12 17 14 5 2
conversation is improved by regularly (24%) (34%) (28%) (10%) (4%)
communicating with your teammates in
Overwatch 2.

3. Overwatch 2 can relieve stress in your 9 19 11 5 6
daily life. (18%) (38%) (22%) (10%) (12%)
4.  The character and costume design in 5 11 18 7 9

the game encourages you to get dressed  ( 10%) (22%) (36%) (14%) (18%)
in the same way, for example,
cosplaying.

5. Theuse of long-ranged weapons of the 1 12 6 15 16
game characters influences you to use 2%) (24%) (12%) (30%) (32%)
those weapons, for example, starting to
practice archery.
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6. Regularly playing Overwatch 2 causes 4 8 8 14 16
you to become more furious in your (8%) (16%) (16%) (28%) (32%)
daily life.

7. Playing Overwatch 2 causes you to 3 12 7 10 18
blast a loud noise. (6%) (24%) (14%) (20%) (36%)

8.  Playing Overwatch 2 causes you to 1 3 15 17 14
have ADHD (Attention Deficit (2%) (6%) (30%) (34%) (28%)
Hyperactivity Disorder).

9.  Frequently eliminating an enemy in the 1 2 10 9 28
game for victory causes you to have (2%) (4%) (20%) (18%) (56%)
such the imitative behavior in your
daily life, for example, eliminating an
animal that you hate.

10. Many sensitive contents in the game 2 4 6 10 28
such as blooding, killing, and dying (4%) B8%) (12%) (20%) (56%)

cause you to become emotionless
towards violence in your daily life.

As seen in Table 2, 44% of the respondents neither agreed nor disagreed that playing
Overwatch 2; for example, playing the Tank role in which the leadership skill was required,
improved their decisive skill in daily life, and more than half of them (58%) agreed that the
efficiency of their daily-life conversation was improved by regularly communicating with
their teammates in Overwatch 2. 56% of them also agreed that their stress was relieved when
playing this game. However, many respondents (36%) neither agreed or disagreed that the
character and costume design in the game encouraged them to get dressed in the same way,
for example, cosplaying. It was also found that 32% of the respondents strongly disagreed
with the influence of the characters’ use of weapons on them, and another 32% of them
strongly disagreed that regularly playing Overwatch 2 caused them to become more furious
in their daily life. Moreover, 36% strongly disagreed that playing Overwatch 2 caused them
to speak loudly. 34% of the respondents disagreed that this game caused ADHD among them.

More than half of the respondents (56%) strongly disagreed that frequently eliminating an
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enemy in the game for victory caused them to have such the imitative behavior in their daily
life, and another 56% of them strongly disagreed that many sensitive contents in the game
such as blooding, killing, and dying caused them to become emotionless towards violence in
their daily life.
The Data Collected from the Open-ended Question Part in the Questionnaires

40% of the respondents’ opinions were in the same way that Overwatch 2 was a toxic
community. 13% of the respondents thought the mood after each match in the game could
affect themselves and their intimates’ life. Additionally, playing Overwatch 2 could help
them learn a new set of vocabulary, but it could cause the dry eye symptom. Besides, the
players could waste their money with the in-game character decoration.
The Data Collected from Observations

The observations were adminitered through the ten Overwatch 2 game matches in the
unranked mode and the competitive mode. The players were picked on the basis of their
outstanding behavior.
The First Match

The Behavior of the First Participant

In the beginning of the game, the player with the Damage role concentrated on
eliminating an enemy in front of him, so he didn’t notice the enemy behind him. From the
middle to the end of the game, he was good at playing his role. He used only the in-game
quick communication system.

The Behavior of the Second Participant

This player played the Support role. An enemy killed him from behind. After that, this
player used the Ping system, or the system for locating an enemy, but his teammates in the
same match did not notice. Finally, this Support player changed to play another character,

Moira, that had mobility to survive until the game ended.
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The Second Match

The Behavior of the Third Participant

Before the end of the match, this player looked down upon another Damage role
player in the team chat.
The Third Match

The Behavior of the Fourth Participant

After being defeated, the Tank role player blamed the Damage role player who was in
the same team in the match chat by using the words “DPS gap” which could be seen by the
teammates and the enemies.
The Fourth and Fifth Matches

The Behavior of the Fifth Participant

In the beginning of the match, this Tank role player blamed the Damage role player or
the sixth participant who was in the same team using the words “noob dps.” Afterwards, at
the end of the game, he blamed the same Damage role player by typing “Torb (an
abbreviation for the Damage role character named Torbjorn), you’re so bad!” “Delete this
greatest game of all time!” “Everyone, report him, so he couldn’t play this game!”

The Behavior of the Sixth Participant

This Damage player could not reach the full potential of his role. After he was blamed
by the fifth participant, he did not respond with aggressive words. He replied, “OK T-T” and
“Why u so mean.”

The Behavior of the Seventh Participant

In the same situation, the seventh participant asked the sixth participant, “u new?
Lol.” In the end with their victory, this player admired the teammates and thanked everyone

for doing their best.
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The Behavior of the Eighth Participant

In the beginning, this player was always killed. So, he requested for protection, but it
was not effective. However, this player did not complain about anything. While the fifth
participant was blaming the sixth participant, this player always kept encouraging the sixth
participant. In the end, he thanked and appreciated his teammates.

The Sixth to Tenth Matches

The in-game communications could not be found, except for the quick
communication system.

Conclusion
Discussion of the Main Findings

The Impacts of Overwatch 2 on the Online Game Players

The results reflect the three different factors that can determine the impacts of
Overwatch 2 on the players. These are the game players’ consciousness, the game
circumstances, and the game design. In this research study, most of the respondents (80%)
were over 19 years old which means they were not considered children. People at this age
have a certain level of consciousness to consider which game impact they should or should
not follow. According to the questionnaire results, the respondents strongly disagreed that the
sensitive contents or violent contents could affect their in-game and real-life behaviors. In
other words, most expected negative impacts of this FPS game were not actually detected
among the majority of the Overwatch 2 players in this study.

However, it was found that some players showed aggressive behaviors in the game,
according to the observations of the researcher, but these behaviors depended on the game
circumstances. The circumstances in which the players usually behave aggressively is when
the teammates cannot play their roles well. During the 6"-10" matches of the observation in

this research, the aggressive behavior could not be found because the players did their best in
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their roles. In addition, it can be seen that a good match helps the players to relieve their
stress.

The positive impacts of Overwatch 2 can be more clearly observed through the in-
game behaviors of the players than in their real life, such as the ones resulting from the game
objectives which decrease the players’ desire to kill their enemies. It can then be concluded
that another factor that can determine the positive impacts of the Overwatch 2 game on the
players is the game design that reduces violence among them. Overwatch 2 also has the team
combat. This game design encourages the players to play in a team, and they have to follow a
suggestion or a decision of their teammates if they want to win the game.

However, Overwatch 2 is not a perfect game that only has the positive side. Some
respondents said that Overwatch 2 was seen as a toxic game community. 54% of the
respondents thought many players were self-centered. A pressure from the competition in the
game also caused the players to become anxious. These are the common negative results
from playing Overwatch 2 that are caused by the competitiveness feature of the game.
However, such the undesirable effects can be avoided if the players themselves can control
their emotions. Players should play the game for fun, not only for victory.

Lastly, this shooting game, Overwatch 2, has least impact on the players’ real life. It
could be noted that any online game players gain an ability to properly adapt an in-game
impact to their daily life. The imitative behaviors from a violent video game, for example,
killing, are hardly seen among online game players in the present.

Limitations and Recommendations

This study has one obvious limitation concerning the limited number of the
participants. Because this research is only a small-scaled project, the number of the selected
subjects is only 50 which may not accurately indicate the game impact results for all the

Overwatch 2 players. In order to receive the most accurate findings, the number of the
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participants should be more than 1,000 because there are around 1 million active players of
this game.

Another limitation is the data collection through the observations in this research.
Only 10 games were observed, and these are fewer than the average number for Overwatch 2
players according to the Overwatch 2 streamer video. Moreover, the observer only played the
game and observed all the participants without any interactions with them in the game.
Besides, the observer played only the Support role in every observation. If there are some
additional data collection techniques, such as responding to the participants, playing different
roles during the observations, or observing only an enemy team, the results can be different
from those presented in this research. Therefore, further research on these particular ways of
observing the game players is highly recommended to gain more insights into the impacts of

Overwatch 2 or any other FPS games on the players.
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Appendix B

The Data Collected from the In-Game Observations
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Appendix C
Questionnaire Results

The Questionnaire Respondents’ Demographic Information

Other 4
8%

Female 7
14%

Male 39
78%

Figure 1C: Genders of the Respondents

Under 15
2%

Figure 2C: Ages of the Respondents
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Dog Food Researcher 2%
E-sport Player 2%
Veterinarian 2%

VTUBER 2%

Employee 8%
Office Worker 6%
Freelance 16%
Government Officer 4%
Student
0% 10% 20% 30% 40% 50%

Figure 3C: Occupations of the Respondents

Table 1C

The Results from the Open-Ended Questions

58%

60%

31

70%

example, having dry eyes.

Opinions of the Respondents Number | Percentage
The society of Overwatch 2 is toxic. 6 40%
The mood after a game match can affect the mind and life of the 2 13.38%
players and their intimates.
Overwatch 2 is a game for learning new vocabulary in several 1 6.66%
languages.

The players expect for success, but the players lose their emotional 1 6.66%
self-regulation and a game defeat or failure affects their daily life.

Wasting money with the decorations (skin) in the game 1 6.66%

Playing the game for too long affects the players’ health, for 1 6.66%
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Playing Overwatch 2 makes the players understand the real-life 6.66%
society.

Playing Overwatch 2 encourages the players to support people. 6.66%

Playing Overwatch 2 improves the players’ skill in other games. 6.66%




