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ABSTRACT

TE 160033

The purpose of this research was to study The Relationship between Playing
Computer Games, Academic Achievement and Aggressive Behavior of Senior High
School Students.

The samples were 273 Mattayom Suksa 5 students in a private school in Chiang
Mai Municipality. The research material was 3 questionnaire consisted of three parts,
namely, (1) the DPemographic Questionnaire, (2) the Playing Computer Games
Questionnaire, and (3) the Aggressive Behavior Inventory

Two hypotheses were perposed, namely, (1) There was a negative relationship
between Flaying Computer Games and Academic Achievement, (2) There was a
positive relationship between Playing Computer Games and Aggressive Behavior of
Senior High School Students.

The results were as follows:

1. Hypothesis 1 was not accepted, that is, there was no negative relationship

between Playing Computer Games and Academic Achievement.

2. Hypothesis 2 was accepted, that is, there was a significant positive relationship
between Playing Computer Games and Aggressive Behavior of Senior High

School Students. (r=0.28, P<.05)





