UNAREa

T 148804

d; o I8 s c‘d e o o ;% 1% o «f

Fan1Alinus . tladaniaudniudiunginssninafnvesinGay
FudssnAnmnousiy

dll v ol Y o o o

Fofidey ;D wNAEIe Aunsging

© ARUANARINMILTUNR (WaUIR9IAN)

b
[}
S
=
o
3

Tn1sAnm : 2546

L d
or ol o

nsAnmARINTAgUsEasd 2 tszns A 1) teAnwmganssuieingeainGuuy

:l/ o & 8/ d' o n;al o e G ar o L% v o i :'/
FulsanAnmmausiv 2) WeAnmiladuifiaouduiusiungAnssuinafneesinGuudu
TsanAnmpausiu ngustetnlunsAnmasll Ae TnGuutudsouAnmmnausiu fseduu
anaainende 10U 169 Au resdlaniflumaiiusiusindeys Ae wuuseunn &
sznaudnt 6 dau As 1) wuugeuariaatugivds Wud wa stiudunisdne swld

o «f ] a e‘ ) d': o a‘l’ [y
gauinFuuseduad insaadtlinsAnmfdiunn 2) wuuianiseusnidesgaIndunasas
3) uum”ﬁn'lmﬁuwuwmﬁqﬂummﬁau'lumﬂﬁumuﬂ'auﬁqmaa‘f 4) WULIRANMIUTY
awARAILIANAY 5) uuudangiingsuinedia 6) Anmlaedanesiunarasninduny

- & H 1] - [ 4 A :” [
panfaRasTdAangAnssui1919 woudanldlunisineia 4 e ltunnsasaasay
AHASY (Validity) uasnasauAINitesiu (Reliability) 16t udatuetluinosigs o
llunsiassidaya TAun Arfenar Anade AvdBauuNIAggIL test N1sATEI
ANLLTUTIUNIAEI (One-Way Analysis of Variance) uazn1suiAdulss@nsandunug

(Pearson’ s Product-Moment Correlation)

14
} ]

uansAne agu s
1. dayalladugings vinGuunguetetdiulng feuar 56.8 (unAry faeas
355 Anmegrzduduisnadnni 3 meldsenihuudedniiefaniniy 352 um
insadztinisAnmfitusniatafewiniy 2.92
| 2.‘31’@:4“aﬂfwﬁaé"\quanmmm’umm@uﬁQ@ﬂﬁnémnfﬁuﬁofaﬁmfiqmuﬂ?@uﬁe

1] v ]
¥auas 50.9 W@UNNAINGA 4 AfesadlaY duSuinuiieu Seuas 29.6 wwnuaaula



3. fayailadun1dndsnn dnGaungushetnsiuunnniigaviefenay 39.1 145y
ﬂ’l’ ) [l o 3 o [ ° -:l' o 9

nmseusdeguuuldaenlavegluseinlungn  nguiatnsmaunnfigavielenas
42.0 lAFunseusndaeguinnlezidlasegluszduinn  uardmauuniigavialenay
39.6 lHfunseusudesguuudieaanoadusglussiinnn Snuunniigavialeuss 47.9
TaFumsafuayunedipnainiiauaglussiugs  wasduauannigevielesas 367 3
anusivauARAILANALE lUsTALGY

4. punginssufinegn dnGaundusitatannndtaieuiic Seasz 65.1 fwgRinsu

1 4 b %4 1 o c:
Anefeetluseausn

!
= o <

5 fladunpindsniiacudniusiunginssuinafn ednafifudrfyneadn Aa e
siudunsinm  weznalddlediafreninGuy  ndnfe  wamaiinginssufinge
i = o ol >~ :‘, o PP = = } 4 v R ..
wnndunandge dnFeulussivtulsenfnen 2 IwgRnssufafraunnndninGauly
o :’/ i o A 1 :’/ 1 z -
sTAUTUIM 1 war 3 uar dnGauiiinglideduaigeius 300 v Ul Swginss

Aafenannndnin Fauidseiisedilanisn
6.fxduiumpAnssunasunupeniama TN ANNENRuSTUngRnssuA1aFe
aaiied1Ayneatia Ae Bunumssunueaniomed uaslssvinupenfioma ey
s A o o o ' a - ' e e A a
nake  dnGauiiBinumatunueeniasaiuiinndt 7 afdedUad SingAnssu
y v ‘o a  da ' - e 4 > I
nafunndinGFeuhitBuiinissuinupeniasedaindt 4 afuasr 4 — 7 afde
- N T ) ca . a Yy v S T ]
AUt wax UnGauiduinuesulal InganssufiafnunndninGauiidunudisy ina
]
NE UATINNNAY
7.{adameAndean Ae nsausuReguuLLdetlar uasnisaiuayuanniiewly
mMasunuAsniamesiiandRusidandungiinssuinafn - edraiiiaddynneada
Turusinseusdmquuinlszanivles uasdnruzjiawanauauAuTANFTuEE
auiungFnssnineiia edwllud Ay nieada
g.amnAnulaedafaiunsaunupraniaunefindiasawgfinssufinagig
viald feuar 88.3 1evfmen WiudaadmndunuassRamefdemasewginssuiiniig
wazmanadoulngasiiiiudey  Aa  inueeNRumeilssiamildindssediuasdanai
< k4 3
noFnssuiiafg
ransAnmin i deianauuzuwanedmiudinasaslunisilesiunisia
= 1 % v o o 2/ o ' o - 2 2 °
ngenssuiFdunadesiuninaunureniamef Aulde 1) filnasesnasinisuustin
warAuAumMndwnuradaneglulszianuanBnamuncan 2) dinasesraseusy
wenguinuun sz lnsusseulilAniidnmunjauianaiuauny ieli§an 4@y uay
varinetwdniussilulsslon uazs) filnasasrasienlaldguanisauiiewseadnls

aglunguilnFauntinndsswgdia uarliflauauiingg



ABSTRACT
TE 148804

Title of Research Paper : Factors Related to the Aggressive Behavior of

Secondary School Students.

Author : MissParichat Chantaranurak
Degree : Master of Arts (Social Development)
Year ;2003

The two purposes of the study were 1) to examine the aggressive behavior of
secondary school students and 2) to find out the factors related to the aggressive
behavior of secondary school students. The data were collected from 169 secondary
school students in Samsaen Witthayalai School. A questionnaire was used to collect the
data. IF contained six parts: 1) Background variables, namely, sex, year-level, weekly
allowance, GPA in the past year, 2) Way of bringing-up, 3) Social support from friends
in plaving computer games, 4) Future orientation and self-control, 5) Aggressive
behavior, 6) Opinion on playing computer games that contributed to the students’
aggressive behavior. All the four measurement forms were examined for their validity
and tested for their reliability. The reliability level was high. The statistics for data
analysis were percentage, mean, standard deviation, t-test, One-Way Analysis of
Variance, and Pearson’s Product-Moment Correlation.

The findings were summarized as follows:

1.Background information. Most of the students in the study (56.8%) were male.
About 35.5 percent were in Matthayomsuksa 3. The average weekly allowance was 352
baht. The average GPA in the past year was 2.92

2.Behavior in playing computer games. Most of the students (50.9%) played the
computer games less than 4 times a week and 29.6 percent played on-line games.

3.Psycho-social factors. Most of the students (39.1%) were raised with moderate
negligence. About 42.0 percent was raised with high level of democracy. About 39.6

percent were raised with high level of strictness. About 47.9 percent received social
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support from friends in playing computer games at a high level and about 36.7 percent
had future orientation and self-control at a high level.

4. Most of the students (65.1%) had aggressive behavior at a low leve!.

5.The background variables found to be significantly related to the students’
aggressive behavior was sex, year-level, and weekly allowance. That is the male
students were more aggressive than the female ones. The Matthayomsuksa 2 students
were more aggressive than the Matthayomsuksa 1 and 3 students. The students who
had high weekly allowance more than 300 baht were more aggressive than those who
had a lower weekly allowance.

6.The behavior of playing computer games that were significantly related to the
aggressive behavior were the frequency of playing computer games and types of
computer games. That is, the students who played computer games more than 7 time
per week were more aggressive than those who did so less than 4 times and those with
4 -7 times per week. Also, the students who played on-line games were more
aggressive than those who played adventure games and those who played language
and sport games

7.Psycho-social factors. Bringing-up with negligence had a positive relationship
with aggressive behavior. Support from friends in playing computer games also had a
positive relationship with aggressive behavior. Bringing-up with democracy had a
negative relationship with aggressive behavior. Future orientation and self-control had a
negative relationship with aggressive behavior.

8.Based on the answers to the open-ended questions, 88.3 percent agreed that
playing computer games contributed to aggressive behavior. The main reason was that
computer games use force in fighting.

The following recommendations were made. 1) The parents should give their
children advice and control their frequency of playing games and types of games
played. 2) The parents should raise their children with democracy and teach to have
future orientation and self-control, and to know how to use money and time in a useful
way 3) The parents should pay attention to their children’s friend selection so that they

will be in the group of good students who did not like aggressiveness.



