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Abstract
Code of Project : Uni007/2557
Project name : A study of the relationship between online game in the

social network to learning and cognitive processes case
study: The students of Business Information Technology
department, the faculty of Business Administration
Rajmangala  University of Technology Rattanakosin,
Wangkaikungwon campus

Research name : Miss Aungkana Jattamart, Miss Kannika Boonkaseam and

Miss Pimpavee Maneewong

This research is aim to 1) Study the character of online game player which
normally playing through social network. 2) Study about learning process and thinking
process from online game player which normally playing through the social network.
3) Study the effective which is from learning process and thinking process of online
game player in the group of student in Master degree. The tools which use for
combine the information are as following; 1) Questionnaire 2) Test procedures.

The results showed that 1) Most of game player are women over three years
and most favorable game is City Ville. 2) Educate about learning and thinking process,
we found that online game can improve computer and communicate skill with other
people play the game online. 3) The effective which can learn from online game is
the game player can improve skill from the city-building simulation in the game

which can improve the thinking skill but it mostly effected to the bad healthy.
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