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ABSTRACT 213491

This study aimed to examine causal factors helping in computer game
addiction of basic educational institution youths, to examine contexts influencing computer
game addition of educational institution youths, and to investigate computer game
addiction behavioral impacts of basic educational institution youths.. The sample
consisted of 2,520 youths. Data collection was divided into 2 types. First type
quantitative data were collected by using the sample of 2,000 youths, obtained by the
use of the multi-stage random sampling technique. The instrument used for collecting data
was a 5-part questionnaire. The data were analyzed by the uses of frequency, percentage,
path analysis, and content analysis. And second type, qualitative data were collected by
using a focus group of totally 520 youths, obtained by the use of the purposive sampling
technique. The instrument used for collecting data were a note-taking. Form on group
discourse and an observation form on youths’ behaviors. The data were analyzed by the
uses of category analysis and content analysis. The results of the study were as follows:

1. For the causal factors helping in computer game addiction of basic educational
institution youths in northeast Thailand, the following were found.

1.1 Attitudes toward computer game playing, autocratic rearing model,
and youths’ behaviors decreasing risk of computer game playing all directly
affected game addiction behaviors of basic education youths in northeast Thailand.

1.2 The mental punishment rearing model directly affected knowledge
of computer games.

1.3 Female and age directly affected youths’ attitudes toward their
educational institutions and teachers.

1.4 The relationship within the family and the autocratic rearing
model directly affected youths’ feelings toward themselves.

1.5 The autocratic rearing model and the reliant rearing model

directly affected attitudes toward computer game playing.
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1.6 Female and parents’ monthly income of less than 5,000 baht
directly affected youths’ behaviors decreasing risk of computer game playing.

1.7 The autocratic rearing model and the reliant rearing model
indirectly affected game addiction behaviors of basic educational institution youths
in northeast Thailand through attitudes toward computer game playing.

1.8 Female and parents’ monthly income of less than 5,000 baht indirectly
affected game addiction behaviors of basic educational institution youths in northeast
Thailand through youths’ behaviors decreasing risk of computer game playing.

2. For internal and external basic educational institution contexts influencing
youths’ game addiction by using a content analysis, the following were found.

2.1 The internal basic educational institution contexts influencing youths’
game addiction included it was easy to go in and out the school ; or there were school wall
which could be climbed up and out ; the school had computer games for students to play
through the use of school Internet laboratory which the teacher could not check thoroughly.

2.2 The external basic educational institution contexts influencing youths’
game addiction included: many computer game cafes were near the school ; school
personnel also involved in game cafes. The cafes which provided Internet and game playing
services were open from morning to evening ; youths could conveniently use these services ‘
all the time without limitations of age and time for playing at low prices ; the playing
places were well hidden ; they were not strict for any group of customers ; children or
youths could use the services ; and some cafes had promotion of hour for customers to play
games.

3. For the impacts of computer game addition of basic educational institution
youths by using a category analysis, it was found that the impacts from computer game
addiction of basic educational institution youths were on 3 groups in the following details :

3.1 On the group with impacts involving aggressive behaviors, they were
self-centered, irritable mood, poor impulse control, disobedient to parents ; aggressive
behaviors, having stealing behaviors, spending more money and changed behaviors such as
imitating game behaviors, and having verbal aggression.

3.2 On the group with impacts involving friars, they had poor memory, poor
of academic achievement, game obsessions, and had no concentration in learning.

3.3 On the group with impacts involving health, they had pale and thin

bodies, visual problem, had no physical exercises, and were fatigued.





