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Abstract
TE 163931
This research aimed to study 1) behaviors in playing computer game and its effects in terms
of emotions, societies and learning, 2) types to develop computer game for Thai male youths,
and 3) relationships of behaviors in playing computer game and its effects in terms of
emotions, societies, and learning. Sampling group selected by purposive sampling was 400
Thai male youths with the age of 11 — 16 years who studied in high schools (Mathayom 1-3)
and liked to play computer game. Data were collected by using questionnaire, interview, then
analyzed with descriptive statistic. The research found that most children usually played
game online at the Internet café on holidays and weekend. The effects of playing game in
terms of emotions, societies and learning wcre at a low level. In terms of development, it
should have more educated fun games that suited to children’s age which provided
amusement and knowledge for well learning and protected violent from imitations on playing

game.





