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The three objectives of the study were (1) to find out the secondary school students’ behavior
of playing computer games, (2) to identify the factors related to their behavior, and (3) to find some
way to present and solve the problem of secondary school students’ playing computer games.

The framework of the study included the dependent variable, i.e., behavior of playing
computer games composed of 4 aspects :- period of time playing computer games on weekend, the
frequency of playing computer games, the place to play computer games and technique for being
good at computer games and the independent variables, which were personal factors, love and support
bringing-up, future-oriented self-control, and social support from the peer.

Accidental sampling was employed to gather the data from 200 secondary school students
who played computer game from Benjamarachanusorn School in Nonthaburi Province. A
questionnaire was employed to collect the data. Percentage, mean and standard deviation were used
to describe the data and t-test, F-test, and Pearson’s Product Moment Correlation Coefficient were
used to test the hypotheses.

The findings were summed up below.

The number of male students outnumbered that of female ones. Most of them were in
Matthayomsuksa 2 (Grade 8) and were below 14 years old. Their grade point average was 3.01-4.00.
They received an allowance of not more than 320 baht a week. The parents of 59.5% had a monthly

income of lower than 29,500 baht.
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The students were found to play computer games at a moderate level (X = 5.76) out of 16
and SD = 2.61). There were three aspects which were found to be moderate. There were the period
of time when one played computer games (on weekends) , the'place, and technique for being good at
computer games (X=5.77, 6.62 and 5.97, respectively). The aspect that was found to be low was
the frequency of playing computer games (X =4.66).

The factors significantly related to their behavior of playing computer games were sex, GPA

and support from the peer.

Recommendations

1. The parents should discipline their children by clearly setting time and requirements for
playing computer games. They should avoid scolding them without reason. The family should do
more pfoductive activities among the family members.

2. The teachers should train their students to have moral and ethics. They should pay close
attention to them and cooperate with the parents in solving the problem of the students’ spending too

much time playing computer games.





