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 
Abstract—It was important to understand the impact of media in 

young adolescents. The animated film, Khun Tong Dang the 
Inspirations (2015), was purposefully created for teaching young 
children to have a positive personal trait. The current study used this 
film as the case study. The objective is to understand the relationship 
between the good characteristic of movie audiences and their 
perception of the good characteristic of a movie character. One-
hundred students from various age ranges responded to quantitative 
questionnaires. The questions included their age, gender, perception 
about their own personal traits, perception about their experiences 
with others, and perception about the bravery, intelligence, and 
gratefulness of the character. It was found that a good personal trait 
has a strong relationship with the perception of bravery, intelligence, 
and gratefulness of the character. 
 

Keywords—Impact of media, children, personal trait, prosocial 
content. 

I. INTRODUCTION 

EDIA have various influences on their audiences. These 
influences include the effect on personal traits of social 

network users [1], [2], the effect on behaviors of video game 
players [3]-[5], the emotional impact of movie audiences [6], 
[7], and other related effects. It was found that most research 
studies tend to examine the negative effect to understand the 
way to solve the problems caused by media [8]. The present 
study aims to examine a positive effect after the audiences 
were exposed to a prosocial film. Although there was a belief 
that media could not educate audiences about prosocial 
behaviors [9], media-based learning has been acceptable to use 
in classroom, and it causes a positive learning outcome [10]-
[16]. It is worth to consider if some initial personal 
characteristic of media audiences that could be a predictor of 
positive media effect. Similarly, Polman, Castro, and Aken [4] 
found that people with initial aggressiveness were more likely 
to be influenced by violent video games. This is how the 
researchers of the current study expected to understand if 
initial prosocial characteristic of media audiences could 
increase the perception of prosocial behaviors of the fictional 
characters in the film. 
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II. MEDIA AND PROSOCIAL BEHAVIOR 

While many studies presented the negative outcome of 
media consumption [6], [17]-[19], and some researchers have 
explored positive media effect on the audiences. Helfgott [18] 
found that film audiences imitated murdering strategies from 
films. Hogan [20] raised a similar question about the positive 
media effect, which is that young adolescents may learn and 
imitate prosocial behaviors from prosocial media, too. Earlier, 
it was found that media exposure could have both positive and 
negative effects on preschool children at the same time. Media 
exposure can cause prosocial behavior and also aggression on 
audiences [21]. Similarly, Greitemeyer and Osswald [22] 
found that prosocial video games can lead to prosocial in 
video game players. The same researcher extended this topic 
to understand how prosocial media can reduce aggressiveness 
[23]. Craig Anderson, who is well-known in the field of video 
game violence, also found a similar effect in his study with his 
colleagues, Muniba Saleem and Douglas Gentile. Prosocial 
video games could cause positive outcome in its players, 
which is reduces their aggressiveness [24]. The same 
researchers also found a positive relationship of prosocial 
video game playing and helpful behaviors, and a negative 
relationship of prosocial video game playing and hurtful 
behaviors [25]. 

Some previous studies also identified the effect of using a 
special kind of media, such as listening to music with 
prosocial content in the lyrics. Listening to music with 
prosocial lyrics could promote prosocial thoughts, feelings, 
and behaviors of the listeners. Prosocial media also has a 
significant effect on a positive psychological trait, such as 
empathy [26]. Some films and other related media were 
created intentionally to cause a positive change in audiences' 
behaviors and positive changes in society. The content in 
popular media can act as agenda to make people to think about 
some important issue and cause a social change [27]. Keller 
and Brown [28] suggest the media used in promoting sexual 
responsibility, condom using, and reduce sexual activities in 
teenagers. This is how media producers could create media as 
a tool to solve social problems [29]. They should understand 
how the audiences unintentionally learn from media, and to 
create prosocial belief and ethics in audiences are important 
[30]. Not only media producers, who should consider this 
issue, but as well other segments of society should help to 
promote prosocial content in media and be aware of media 
violence [31]. 

III. MEDIA USED IN EDUCATION 

In previous studies, there are three aspects of using media to 
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heighten students' learning abilities. First, media-based 
learning is generally known as website, video, game, 
animation, and other educational media created as a part of 
course material. Media-based learning is more interactive and 
includes more movement than a PowerPoint slide show [32]. 
Students with a low initial class performance could develop 
their knowledge after participating in media-based learning 
conditions [10], [11]. It also works well in complicated lesson, 
such as astronomy, chemistry [12], and biology [13]. 

Teachers and educators do not only cooperate media in the 
class room in the visualization format. Arunrangsiwed [33] 
seeks to use original entertainment media, such movies, for the 
students to learn crisis response strategies lessons in the 
classroom. Earlier, Hearold [34], who conducted a meta-
analysis of various media effects, also suggest that a film can 
help educate its audiences. Currently, many film makers 
intentionally include prosocial content in their films. For 
example, lately, Disney fairy-tale animated films have a better 
portrayal of female characters compared to previous Disney 
animations [35]-[38]. Feminist researchers also believe that 
male comic readers could learn the role of women in the 
society through reading comic books [39], [40]. Some comic 
books, such Wonder Woman, can enhance a positive attitude 
of men towards women [41], [42]. Comic books do not only 
teach feminism to its audience, but various comic books 
contain historical events and are used as a part of history class 
[43]. Some scholars have discovered the benefits of providing 
comic books in an academic library [44]. 

The third aspect of using media in the classroom is to 
incorporate fan identity and fan activities in classroom 
assignments. Various dimensions of fan activities and 

motivation have been explored by one of the researchers of the 
present study [45], [46]. Fans join a fan community and 
participate in fan activities based on their own motivations 
[47]. These motivations and needs were adapted to use in 
business marketing [48]. Fan scholars encourage teachers and 
university lecturers to include fan fiction as a part of creative 
writing assignments, especially for ESL students. They found 
that fan fiction assignments could increase the writing among 
these ESL students [49]-[52]. To design homework 
characteristics to meet the needs and motivations of students 
could encourage students to finish the homework, which has a 
long-term effect on the students' overall academic 
achievement [53].  

The current study primarily aimed to understand how young 
adolescents and teenagers perceive positive characteristics of 
the main cartoon character in the movie, Khun Tong Dang the 
Inspirations (2015). This movie was intentionally created to 
contain prosocial content, and its target audiences are young 
adolescents. The plot tells the story of three dogs. The 
producers used the relationship between the dogs and humans 
to teach audiences about bravery, intelligence, gratefulness, 
faithfulness, and sacrifice. The relationship between media 

exposure and psychological traits has long been explored, but 
most of them explore negative personal traits, such as 
narcissism [2], depression [54]-[56], and aggressiveness [57]-
[61]. The current study also filled the unknown gap in 
previous studies, that the initial positive characteristics of the 
audience might have an effect on how they perceive positive 
messages from the media. 

 

 

Fig. 1 Conceptual Model 
 

IV. METHOD 

A. Participant 

One-hundred students from two institutes in the Bangkok 
metropolitan area were included in this study. They were 
asked to fill in a short questionnaire. Eighty students were 
from primary school, and 20 students were the first and second 
year students in bachelor degree. Based on the 100 
participants, eight cases could not be used in final analysis, 
because the answers of some items were missing, and some 
participants filled in the same answer for all items. 

 

B. Measures 

The questionnaire contains three sets of questions. First, the 
respondents would fill in their age and gender. Second, the 
respondents would answer four items about their own personal 
characteristics, traits, and how they perceived themselves. The 
items in this part are “I am a good child”, “My parents teach 
me to be a good child”, “My teacher often punishes me 
(reverse)”, and “Many friends hate me (reverse).” The last part 
of the questionnaire contains the items which asked if the 
respondents perceived the prosocial content shown in cartoon 
character, “Khun Tong Dang,” from the movie Khun Tong 
Dang the Inspirations (2015). There were three main 
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characteristics of Khun Tong Dang that the movie producer 
intended to show to teach young children. The items in this 
section were “Khun Tong Dang is grateful”, “Khun Tong 
Dang is foolish (reverse)”, and “Khun Tong Dang is cowardly 
(reverse).” 

C. Analysis 

The researchers tested the influences of prior positive 
characteristics of participants and the demographic data on 
their perceived prosocial content in the film, Khun Tong Dang 
the Inspirations (2015). Correlation and Regression were used 
to test such relationships and the predictive model. Correlation 
was used to test the relationship among all variables and all 
items. Regression was used to test four possible models. The 
first model includes the item, “Khun Tong Dang is grateful,” 
as the dependent variable. Second, “Khun Tong Dang is (not) 
foolish” is the dependent variable. Third, “Khun Tong Dang is 
(not) cowardly” is the dependent variable. Finally, the numeric 
results of prior positive characteristics were combined together 
to be used as independent variable, which predict the level of 
perceived prosocial content in the film. In this model, the level 
of perceived prosocial content the film was also the 
combination of numeric results for four items. 

V. RESULTS 

A. Pearson's Correlation 

The questionnaire used in the current study consists of nine 
variables with a single-item measuring. Based on these nine 
variables, five pairs of variables meet a statistical significant 
level. Perceived own goodness is negatively related to 
perceived intelligence of movie character (r=0.212; p=0.043), 
which in turn, positively related to perceived lack of teacher 
punishment (r=0.265; p=0.011). There is also a positive 
significant relationship between perceived intelligence of 
movie character and likable among friends (r=0.220; 
p=0.035). Finally, Perceived gratefulness (r=.336; p=0.001) 
and bravery of movie character (r=0.217; p=0.038) together 
are positively conjured by parent teaching. 

B. Linear Regression 

Four regression models were included in the current 
analysis. The independent variable of first model is perceived 
gratefulness of movie character. The dependent variables can 
describe 18.7% of variance in this independent variable 
(R2=0.187). This model is statistically significant (F=3.264; 
p=0.006), and the dependent variable that sends the strongest 
influence on perceived gratefulness is parent teaching 
(t=2.712; p=0.008; rpartial=0.282). 

Following the second model with perceived intelligence of 
movie character as the dependent variable, this model is also 
statistically significant (F=3.268; p=0.006). Similar to the 
previous model, the independent variables can describe 18.7% 
of variance in this independent variable (R2=0.187). The 
independent variables with the highest influence are perceived 
own goodness (t=-2.620; p=0.010; rpartial=0.273) and perceived 
lack of teacher punishment (t=2.423; p=0.017; rpartial=0.254). 
Noticeably, perceived own goodness sends a negative effect 

on the perceived intelligence of the movie character. This 
relationship would be discussed later. 

The perceived bravery of the movie character is the 
dependent variable of the third model. There is no significant 
result found in this model (R2=0.081; F=1.255; p=0.287). 
Parent Teaching is highly influential on the dependent variable 
without being statistically significant (t=1.781; p=0.079; 
rpartial=0.190). 

The final model is the overall model where the related 
variables are combined as a single variable. The level of 
perceived prosocial content in the movie included perceived 
gratefulness, perceived intelligence, and perceived bravery of 
movie character. Prior positive characteristics included 
perceived own goodness, parent teaching, perceived lack of 
teacher punishment, and likable among friends. Prior positive 
characteristics together with demographic data can describe 
8.2% of variance in the level of perceived prosocial content in 
the movie (R2=0.082). This model generates a moderate effect 
size, but there is no statistically significant found (F=2.626; 
p=0.055). Prior positive characteristics have a stronger 
influence than the demographic variable on the level of 
perceived prosocial content in the movie (t=2.651; p=0.010; 
rpartial=0.272). Pearson's correlation also shows a positive 
relationship between both prior positive characteristics and the 
level of perceived prosocial content (r=0.269; p=0.010). 

VI. DISCUSSION AND SUGGESTION 

A. Discussion 

The current study tested if the positive characteristics of 
young adolescent may affect how these children perceive 
positive content in media. Based on the findings, it was shown 
that the children who perceived their own goodness thought 
that the movie character with positive trait is foolish. In fact, 
the character, “Khun Tong Dang” was created to be perceived 
as a character with intelligence, bravery, and gratefulness. 
Khun Tong Dang was a dog who was very grateful to her 
owner, and looked for a way to save the life of her owner, and 
also to protect public property from criminals. In line with this 
plot, Khun Tong Dang was not afraid to get hurt or to be killed 
by criminals. This might cause the children, who perceived 
their own goodness, to view Khun Tong Dang as a foolish 
dog. Young children may understand that an intelligent dog 
has to be afraid of being killed. This implies that the school 
should expand the meaning of positive words, such as 
“intelligence” in a moral way. On the other hand, another 
element of the findings showed that the teachers do not often 
punish the students who perceive the intelligence of Khun 
Tong Dang. Generally, teachers would punish those students 
with a lack of responsibility or who are displaying anti-social 
behavior. Those students who are not punished by teachers 
might be the responsible ones, who understand the concept of 
ethical intelligence (using intelligence to help other people) 
and unethical intelligence (using intelligence for personal 
benefit). In the movie, Khun Tong Dang was ethically 
intelligent. She planned the strategies to save the community 
and her friends from the criminals. This information could 



International Journal of Business, Human and Social Sciences

ISSN: 2517-9411

Vol:10, No:12, 2016

3831

 

 

explain how the students, who can perceive the intelligence of 
Khun Tong Dang, might be the responsible students, and do 
not get punished by their teachers. 

Another related finding is that those children who are 
likable among their friends view Khun Tong Dang as an 
intelligent character. It could be described that when children 
are with their group of friends or school community, they 
understand the importance of society. The way Khun Tong 
Dang dedicated herself to protecting public property, would be 
viewed as the intelligent act among these children. 

It is a generally belief that parents teach good things to their 
own children. However, some samples of the current study did 
not agree with the statement that parents taught them a good 
thing. Those children who agreed that their parents taught 
them well should be the ones who learned to develop their 
own gratefulness toward their parents. This could be the 
reason that these children perceived the gratefulness of Khun 
Tong Dang. Also, these children viewed Khun Tong Dang as a 
brave animal. This may be because Khun Tong Dang was able 
to fight for the rightfulness based on her prior gratefulness. 

Finally, both correlation and regression results reveal that 
female students perceived that Khun Tong Dang was grateful, 
but male students did not. This does not mean that men are 
less grateful than women, but male students may develop this 
feeling towards others later than female students. This finding 
will lead a media dilemma, where media developed for male 
adolescents contains more violence and less emotional 
concern, compared to media targeting female adolescents. 

B. Future Study 

Anderson and Warburton [62] pointed out that the level of 
identification with an avatar in video game is an important 
factor that leads video game players to imitate the violent acts. 
Hearold [34] identified three dimensions that cause the change 
in the level of identification, attractiveness of the characters, 
perceive heroic of the character, and perceived similarity of 
the characters. Future studies should include these three 
dimensions and the level of identification into the 
questionnaire. Khun Tong Dang is a suitable movie character 
for testing this relationship. This is because Khun Tong Dang 
is an animal, and the samples are human. The samples could 
not easily perceive the similarity between themselves and 
Khun Tong Dang. For such a research design, the findings 
should be able to answer if perceived similarity is an enable 
predictor for the level of identification [35]. 
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