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ABSTRACT

This research aims to investigate the behavior of online gameplayers explores cases of
online gaming addiction problems. Data was collected from 80 game players in an internet café
and 20 parents by purposive sampling in Muang district, Chiang Mai province. The total sample
is 100 people. Data used in this research was collected viatools which consist, questionnaire of
interview, indirectly and directly observation.

There are 3 results

1. For the behavior, the result has shown that most of the game player sis teenagers who
study in university. The reasons for playing the game are relaxation and sociability. The behavior
within the games often expresses anger, aggression and stress relief .On the other hand, many
children experience effect thatthey imitate the violent behavior by imitating their favorite
characters. They express themselves with the group. This will affect in their daily life if there is
lack of care and attention from their parents.

2. For the parents, the result has shown that most parents do not have time to teach
children a lot and let the children play online game by themselves.

3. For the government, the law of time control playing games for children and youth is
not effective because the internet café owner and the staff lack responsibility.

As the result, the game player’s opinion has shown that the behaviors within the games

affected their emotion, behavior and value the most with the average 3.6.



The game player’s parents have opinion that making more good relationship and giving

more love in family are the most important with average 3.75.



