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The main ijectives of the study on “Roles of Schools and Families on Online Games” are to gauge the level of playing
onfine game and unfavorable behavior related to online game among students in secondary school in Bangkok as well as to
investigate the roles of schools and families on behavior modification. The target groups of the study are students in secondary
school iﬁ Bangkok and their parents. Six hundred and fifty-four students and three hundred and twenty-six parents were selected by
using multi-stage sampling technique. Data was collected by self-completion questionnaires. Simple regression analysis, multiple
regression analysis with stepwise method and logistic regression were used for data analysis.

The findings are:

1. Students play online game with high proportion (73 percent). ’fhe level of playing online game, however, decline
during the year 2004 to 2005 because students are lazy to play, and feel bore with games. They have more responsibilities and
many students are controlling by parents and schools. The frequencies of playing online game, total number of years playing game
and total expenses on online game were found to be higher among male students and students whose friends are more likely to play
online game,

2. The study on unfavorable behavior related to playing online game reveals that playing game was harmful to health
condition of more than half of students and 53 percent of student was wém by parents. Moreover, playing on line game found to
effect the achievement of study (29.5 percent) and about 22.6 percent of students play online game rather than having any other
hobbies.

3. Factors that have statistically significant impact on unfavorable behavior related to playing online game are sex,
having computer at home, the roles of Vparents on information dissemination and behavior modification, the role of schools on
behavior modification and the roles of friends on information dissemination and the roles on being reference groups.

4. Only 10 percent of students play violent online game. About one-fourth play online game categorized as moderate
violence and about 40 percent play less violent online game. Playing violent online game are associated with sex and level of
education. Male students play violent online game 6 times higher than female students. Older students tend to play violent game
less than younger students,

5. Schools and families play only the role of behavior modification for students and online game. The roles of schools
and families on protecting and controlling unfavorable behavior and the role on motivation are still very low that obstruct the

success on solving problems of students due to online game,





