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ABSTRACT

This study investigated individual factors, family factors, and social and
environment factors that affect game-addiction among children and youth in
secondary education level; studied factors of game-addiction affecting learning
achievement of children and youth in secondary education level and studied
influences of game-addiction on aggressiveness of children and youth in secondary
education level. Samples were 350 secondary students in Bangkoknoi and
Bangkokyai Bagkok Metropolis, Thailand. A questionnaire was used in data
collection. Statistical applications were percentage, mean, standard deviation, MRA,
ANOVA and MCA.

Most samples were 14 years old and male, studying in Grade8 and receiving
money daily to go to school. Their expenses for computer games were from their
savings. Normally, they played games once in a while in a week and often during
weekends with friends. They began to play games form a primary level. The regular
period of play was during 13.01-16.00 hours. They had a moderate learning
achievement with GPA of 2.51-3.00 and played games for 1-2 hours/day on average.

Factors of game-addiction affected youth learning achievement, i.e.
receiving money to go to school, average monthly income of the father, feeling when
not playing games, expenses of playing games, regularly play of games /week, and
playing games by slot and online games in descending order.

Recommendations from the study — the Ministry of ICT should code laws
and measures for clear control of playing games online affecting controls of proper
game themes, proper period of playing /day, proper controls on game shops and their
registration.
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