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The purpose of this research was to study aggressive behavior of Mathayomsuksa 4 — 6 male
students reading violent comic books and playing violent computer games. The subjects were four
hundred and four Mathayomsuksa 4 — 6 male students. The research instrument combined with
general questionaire and Aggressive Behavior Testing. Data analysis by using Two — way Anova

Analysis.

The result shows that : reading violent comic books and playing violent computer games had
no effect on the sample group’s whereas, time exposure of reading violent comic books and playing
violent computer games factor can effect on the aggressive behavior, for those who spends more than
3 hours a day on reading violent comic books and playing violent computer games have more
aggressive behavior than who spends 0 - 3 hours a day on reading violent comic books and playing

violent computer games at 0.001 statistical significant level.
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