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Abstract

The research studied factors affecting online game playing and social interaction
on the cultivation of violence in adolescents in Muang district, Chiang Mai Province.
Qualitative methodology was employed in the analysis of the construction of meaning of
violence in online games. Quantitative methodology was also used in surveys.
Questionnaires were distributed to 470 sampled respondents who were multi-stage
random sampled - from adolescents Muang District, Chiang Mai Province.. The first
part of this study deal with the construction of _the meaning of violence in an online
game called “Point Blank”. The research found that the online game sets the
framework of thoughts as interpersonal violence and collective violence.

The second part of the research is related to  three factors online games
that had an influence on the mainstreaming of violence’s meaning. The 3 factors in
online game which played a role in the construction of the concept of violence in order
of significance were : 1) parents violence on adolescent (Beta= .317) 2) spouse or
guardian inflicted violence ( Beta = .199) and 3) time spent on online game (Beta =
.158 ). The Multiple Regression Coefficients predicts 18.6 percent (R Square = .186) for the
affect of the factors on online games on the mainstreaming of the violence meaning
that had been constructed by online game.

The third part of the research is related to four factors that influenced the
violence behaviors on adolescents which are : 1) self-inflicted violence ( Beta = .381)
2) parents violence on adolescent (Beta= .340) 3) mainstreaming of violence’s
meaning that online game had constructed (Beta = .254 ) 4 spouse or guardian
inflicted violence ( Beta =.114) The Multiple Regression Coefficients predicts 69.2 percent
(R? = .692) the effect and influence of the four factors on the violence behaviors on
adolescents. The research suggested that two factors should be given attention in
order to help minimize the violence cultivation problems which are : 1) solving of

domestic violence and 2) control of online game playing.



