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ABSTRACT

This research was to study (1) game playing behavior and interaction both in
real and virtual worlds, (2) negative and positive impact of the interaction between the player and
game and between the player and other players, and (3) the relationship between the factors
related to player and the impact of the interaction in playing online game. The informants were
363 secondary school students in Muang Chiang Mai District who were selected through multi-
stage randomization. The data were collected using the questionnaire and focus group discussion
of 17 participating students, The instruments used include the questionnaire and the question list
for the focus group discussion, The data were collected during February 2005-April 2006 which
were analyzed by SPSS.

The findings reveal that the players spent 8.78 hours per week for playing
game. They did not play every day but 4.07 days per week between 06.01 — 09.00 PM. Their
expense for the game was 106.70 Baht per day. Most of the players were under-aged who had
asked elder brother or sister to process the registration for them. The players obtained 1-5 [D
codes. Most of them chose to play with friends from the same classroom than with the others.

Regarding the interaction between the player and the game, from the focus
group discussion, it was found that the players chose to play the online game because their friend
recommended, they started out by themselves expecting some pleasure, of generational trend,
they had nothing to de, and they wanted to try. Most of them played it during their free time or
on holiday on which they spent 3 - 5 times of time. The players tried every character in the game

offered diversely by the game. They named themselves differently and explained the reason for
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doing so that others could not easily recognize them, it made them keep up with the trend, it
looked cute, and it interested the others. Regarding their conversation about the game, they
engaged in it mostly on how to play the game or its content. The play provided them with joy,
simulated action, and pleasure as if they were in their real world. The could do a lot of things
such as when they were fighting with the others or enemies, or when they were fighting between
groups, or they could chat with the cnline friends. Parents often wamed them playing the game
jeopardized their study, health, and stole them away from helping parents with the house work.

From the equation constructed to predict the iumpact of game playing on the
students, the findings are as follows:

1. Concerning the positive impact of the interaction between the player and the
game, it was found that the following factors could significantly predict the impact: (1) on
knowledge and skills on compuier, the predictor was number of 1D obtained, (2) on the pleasure
acquired, the predictor was closeness of the co-players actually sitting with, and (3) on the new
experiences acquired, the predictor was closeness of the co-players actually sitting with.

2. Repgarding the negative impact of the interaction between the player and the
game, it was found that the following factors could significantly predict the impact: (1) on their
study, the predictors were time spent for the play, parent’s occupation, the place used to play the
game, and the friends with whom they were playing, (2) on expenses, the predictors were privacy
of place used to play the game, daily allowance, the number of ID obtained, and the friends with
whom they were playing, and (3) on body and mind, the predictor was the player’s age.

3. Conceming the positive impact of the interaction between the player and
other players, the following factors were found significantly being able to predict the impact: (1)
on their participation in the constructive activities, the predictors were number of ID obtained,
playing the game at their house, and the player staying with parents, (2} on knowing new friends,
the predictors were having parents with self-employed occupation, number of ID obtained,
frequency of playing, playing the game at home, and playing at the time mostly logged in by
other players, and (3) on idea exchange, the predictors were time spent for the play, number of

ID obiained, and having parents with seif-employed occupation.
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4. In regard to the negative impact of the interaction between the player and
other players, il was found that the following factors could significantly predict the impact: {1)
on undesired behavior, the predictors were frequency of playing, and playing at the time mostly
logged in by other players, and (2) on peer acceptance, the predictors were time spent for the

play, and playing at the time mostly logged in by other players.





