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TAWANSETH SENNAN : BEHAVIOR AND IMPACT OF THE GAME-ONLINE
ADDICTION : CASE STUDY OF STUDENT. THESIS ADVISOR : ASSOC. PROF.

PIRONGRONG RAMASOOTA, 248 pp.

This thesis aim to study the behavior of students in Bangkok & Vicinity areas that play
online-computer game and tend to be game addicted. The method of Participatory
Observation & In-depth interviews are applied to all 10 case-studies that stated in this thesis.

The behavior of playing online- computer game can be summarized as follow:

- The average number of time spending is 5-6 day per week.
- The range of time spending in weekend is usually longer than those duriné the weekday.
- The average longest time spending with the game is 8-10 hours or more.
- The game players like to equip with the rare and high-price “item” in order to attract others
players; therefore, they will gain more respect and be accepted.
- Most of the players play in team (the team are formed either with those who met online or
those who met in person at the internet café and friends at school)
There are several factors that cause the online-game addiction behaviors:
- The design of the game that encourage the enjoyment for the players.
- The mental problems of the players. Social factors.
- Relationship problems with family members, friends and others.
As a result, game online addicted students usually encountered with these
problems:
- Dropping in study performance due to the lack of attention and time for study.
- Isolate from the real world. Less participation & interaction with friends at school and family
members.
- Financial Problem since they have to spend money on internet fee, purchase “item” etc.

- Physical problem ( for example: stress muscle).





