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This thesis is first concerned to establish the demographical characteristics
of the parents of selected Prathom Sueksa 4-6 students who play online games.
The parental demographical characteristics used in this investigation are gender,
age, educational level, occupation, level of income, marital status, child raising
practices, and the amount of time the parents devote to the children under
examination. Considered also are parental opinions evinced in regard to the
online game playing behaviors of the aforesaid students. Finally, taken into
account are the effects on health, education, and familial relationships brought
about by the playing of online games by the students being studied.

The sample population consisted of 400 parents of Prathom Sueksa 4-6
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students studying in schools under the supervision of the Bangkok Metropolitan
Administration. Furthermore, the instrumént of research used in this instance
of survey research was a questionnaire.

Findings are as follows:

1. It was found that a larger proportion of the parents involved in this
mvestigation were females at 53.8 percent rather than males at 46.3 percent.
Of the parents, a plurality was between the ages of thirty-one and forty (36.8
percent).

In regard to child raising practices, a plurality (38.3 percent) listened to
the opinions of their children because they believe it is conductive to solving
problems. Next in descending order was the pattern of allowing their children
the freedom to express opinions and choosing which course of action to take
(27.5 percent). Finally, the amount of time these parents allotted to their
children was at the highest level in regard to 48.8 percent of the parents who
directed particular attention to their children from five to seven days weekly.

2. In regard to controlling online game playing, the parents most
frequently controlled playing online games in regard to the aspect of controlling
the amount of money they allowed their children to spend on online playing
of games (54.0 percent). In regard to parental participation with their children
in playing online games, the parents surveyed most frequently participated in
the aspect of choosing which online games to play (36.0 percent).

3. In regard to the health effects on the students under investigation as

a consequence of playing online games, the majority of the parents surveyed
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were of the opinion that playing online games could foster neurological
development. However, at the highest level the parents were also of the opinion
that that there were untoward psychoneurological effects of playing online
games, including putatively deleterious ocular effects and displays of
aggressive behavior in the course of which dissatisfaction leads to the stamping
of feet. These parents believed that states of affairs such as these can lead to
the deterioration of health, especially when children engage in playing online
games during periods of leisure of up to four to five hours daily.

4. In regard to effects on education resulting from the online playing of
games, the majority of the parents were of the opinion that playing online
games led to being tardy at school. They also believe it leads to failure to do
homework, which in turn results in lower scores in mathematics. The parents
therefore limited the amount of time the students could spend on playing online
games if their academfc achievement scores were low. The parents were also
concerned that the students solely receive information that would be beneficial.
Finally, they were additionally of the opinion that the proprietors of online
game parlors induced students to play online games in lieu of going directly
home after school.

5. In regard to the effects on familial relationships as a consequence of
devotion to playing online games, the majority of parents were of the opinion
that playing online games led students to being at home with their families
only five to six hours daily.

Nonetheless, investigation shows that the students themselves evince
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dissatisfaction with playing online games. They realize that the consequences
of devoting themselves to playing online games lead to participating in fewer
activities with their families. The majority of the students investigated were
solo players of online games. Furthermore, if their parents warned them about
so intensely devoting themselves to playing online games, they became
irritated and disgruntled.

6. In regard to parental opinions regarding the online game playing of
these students, the majority were of the opinion that online game content was
starkly harsh and had negative effects on the student players. In the wake of
playing online games, students became irritated, failed to study, ignored normal
daily activities, were late in arriving home after school, and incurred heavy
expenses. Finally, the parents believe that by virtue of becoming addicted to
playing online games, the students could thereby be led to engage in actual

criminal behaviors.





