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Abstract

The research aims to explore and describe secondary school students’
behavior and literacy on game. The mix-method approach is applied with the in-
depth interview and survey. The interview are conducted with 34 students then the
survey used questionnaire to collect data from 1,365 sample from nationwide.

The survey results indicate that sample start playing game when they are
10 years old, the average frequency of playing game is 4 days a week and spend 1-2
hours in each time. They mostly play game during 18.00 - 20.00 hrs. in weekday and
during 12.00 - 17.00 hrs. in weekend. The 57 % of sample state that they never pay
money for game, however, the sample who spend money for game state that they
spend lower 1,000 baht.

Regarding to sample’s behavior during game playing, they mostly select
principle and smart character. Their playing style mostly are strategic role and
conquer role. Their motivation to playing game are enjoy, complete with friends, and
join with friend, challenge to win, and beautiful graphic and novel game.

The overall literacy level of the sample are moderate. When consider in
detail, the result indicate that the sample appropriately response to the game in very
high level. They have highly ability in risk from appetite and utilizing form game. They
have moderately ability in understanding semantic domain of game, game capital,
and game evaluation and distinguish virtually versus reality. They also understand

game effect on them in moderate level.



The hypothesis testing, as .05 statistical significant level, reveal that their
self-motivation, motivation from game and technology knowledge positively relate
while gender and age negatively relate to frequency of game playing. addition,
technology knowledge, motivation from game and their parents relationship are
positively relate to game literacy level.

The result of comparing hypothesis testing conclude that male have
higher level of game literacy than female. The student in grade 9 and 10 obtain
highest level of game literacy than other grade. addition, the student who have
good relationship with their parents have higher level game literacy than other

groups.
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demo

91



922

DLC (Downloadable content) v DLC

« )

O )
9.3
(Streaming)
! 2
11( ,
)

100

100

GTAV
" ( , )

YouTube



9.4

Subscribe

93



10

9%



Reconnect

3,800

9



11

%



97



12

9%



11

9%

YouTube” (, )



100



13

1,

101



"

102



14

103



104



3.6

3.7

0.5

105



15

106



Game)

(RPG)

(Experience-

107

(Action

(Role-Playing Game)

(Adventure Game)

(Simulation Game)

(Fighting Game)

(Shooting Game)



10,000

21

21

2.3

24

(Sport Game)

(normal)

(hard)

10,000

300-500

50

100

200

15-20

108

8,000
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4.1

4.2

4.3

4.4

4.5

4.6

4.7

N0



51

5.2

5.3

54

6.1



6.2

6.3

6.4

FwraNnsaluniingas
CHuLALONGKORN UNIVERSITY

112



9.1

Riots

electronic arts

113



114

“Thailand Game Show”

Garena Road Show

9.2
9.2.1 “ " (Game Caster)
“ " (Game Caster)
9.2.2 (Episode)
9.2.3
9.3

(Streaming)
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9.4

10
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14
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(€]

N o

14

1-6 1,365

SPSS (Statistics Package for the Social Sciences)

118



119

51

195 14.3
83 6.1
100 7.3
100 7.3
89 6.5
97 71
99 7.3
97 7.1
101 74
100 7.3
100 7.3
95 7.0
109 8.0
1,365 100.0

51

1,365



5.2

-1

-12

- 14

-18

(GPAX)
- 2.00
- 2.00 - 2.50

- 2.51 - 3.00

774

591

81
192
274
238
230
242

101

173
245
257
210
261

219

85
234

366

56.7

43.3

0.1
5.9
141
201
175
16.9
17.8

7.4

0.2

12.7
17.9
18.8
15.4
19.1

16.0

6.3
17.3
27.1

120



121

52( )
- 3.01 - 3.50 356 26.4
- 351 - 4.00 308 22.8
- 1,000 62 4.6
- 1,000-3,000 1,034 75.8
- 3,001 -5,000 162 11.9
- 5,001 -7,000 21 15
- 7,001- 9,000 15 11
- 9,001- 11,000 7 0.5
- 11,000 33 25
1,365 100.0
5.2
56.7 43.3 5 19.1
3 18.8 14 20.1
15 17 175 17.8 (GPAX) 2,51 - 3.00
27.1 301 - 3.50 26.4 351 - 4.00
22.8 1,000-3,000 75.8
3,001-5,000 11.9 1,000

4.6



53

1,196

152

16

1,364

25
158

856

287

39

1,365

51

65

127

/ 787
/ 326

1,365

122

87.7
111
12

100

18
11.6

62.7

21.0

29

100

3.8

4.8

94

58.0
24.0

100.0



123

53 /"
87.7 11.1
1.2
( ) 62.7
( )
21.0 (
) 11.6 /
/ ( )
58.0 /" ( )

24.0 i



54

55

33.2

54

73.8

66.1

63.3

33.9

462
901

1,363

453
911

1,364

484
753
915
864
1,008
753
572

1,365

67.0

55.2

124

33.9
66.1

100

33.2
68.8
100

355

55.2

67.0

63.3

73.8
55.2

41.9
100.0

68.8



55

94.7

5.5

1,293
72

1,365

125

94.7
53

100.0



126

56

X 5.
46
1-3

266 282 323 287 135
3.20 1.282

(20.6) (21.8) (25.9) (22.2) (10.4)

259 241 330 291 171
3.10 1.317

(20.0) (18.7) (25.5) (22.5) (13.2)

188 194 244 279 387
2.63 1.417

(14.6) (15.0) (18.9) (21.6) (30.0)

77 149 296 485 283
2.42 1.128

(6.0) (11.6) (22.9) (37.6) (21.9)

87 100 218 315 572
2.08 1.233

(6.7) (7.7) (16.9) (24.4) (44.3)

69 104 188 398 534
2.05 1.166

(5.3) (8.0) (14.5) (30.8) (41.3)

5.6



5.1

5.7
55.2

29.5

44.9

752
611

1,365

961
402
1,363

610
431
33
139

141

1,365

104

121

55.2
44.8

100.0

70.5
295

100.0

44.9
317
24
10.2
10.4
04

100.0

04.8
70.5

317
10.2



57.9

5.8

47.0

: DirectX)

5.8

935

791

641

635

253

68.5

57.9

47.0

46.5

18.5

68.5

128



5.9
0 108
1 242
2 337
3 406
4 240
5 32
59
2.38
5
0.00 - 1.00
1.01 - 2.00
2.01 - 3.00
3.01- 4.00

4.01-5.00

7.9

17.7

24.7

29.7

17.6

23

2.38

SD.

1.249

129



4
5.10
/
-1 9
-2 18
-3 16
-4 31
- 5 92
- 6 93
-7 166
- 8 177
-9 144
- 10 263
- 11 122
- 12 152
- 13 70
- 14 29
- 15 19
- 16 3
- 17 2
- 18 4
1,365
5.10
10 19.5 8 8.7

12.3

130

0.7
13
12
2.3
6.8
6.9
12.3
8.7
10.7
195
9.0
11.3
5.2
21
14
0.2
0.1
0.3
100.0



5.11

1.

(Fighting Game)
2.

(Shooting Game)
3.

(Action Game)
4.

(Racing Game)
5. (Sport
Game)

6.

(Adventure Game)

7.

(Puzzle Game)

8.

(RPG)

9.

(Simulation Game)
10.

(Education Game)

330
(24.2)
316
(23.3)

284

127

(9.3)

(15.5)
150
(11.0)
101

(7.4)

511

4-6

264

(19.4)

(16.1)
242
(17.7)
236
(17.3)
202

(14.8)

248

(18.2)

234
(17.2)
230
(16.9)
216
(15.9)
163

(12.0)

255
(18.7)
239
(17.5)
251
(18.4)
275

(20.2)

(19.1)

317

(23.3)

314
(23.0)
218
(16.0)
280
(20.6)
250

(18.3)

(21.7)
336
(24.7)
292
(21.4)
395
(29.0)
373

(27.3)

368

(27.0)

442

(32.4)

(19.3)
350
(25.7)
471

(34.6)

(23.2)

207

(15.2)

247
(18.1)
440
(32.3)
366
(26.9)
378

(27.7)

3.14

3.01

2.95

2.94

2.67

2.64

2.58

2.37

S.D.

1.413

1.442

1.445

1.317

1.376

1.308

1.129

1.465

1.326

1.213

131



N

o M w

~

(Fighting Game)
(Shooting Game)
(Action Game)
(Racing Game)
(Sport Game)
(Adventure Game)
(Puzzle Game)

(RPG)

(Simulation Game)

(Education Game)

132



133

5.12
435 320
56 / 194 14.3
4 177 13.0
23 322 23.7
1/ 232 17.1
1,365 100.0
X=3.20..=152 4 |/
6 147 10.8
5.6 125 9.2
3.4 347 25.6
1-2 447 329
1 292 215
1,358 100.0
X=255 ..=123 1-2
5.12 3.20
4 |/ 329

1-2



5.13
- 6.00-7.00
- 15.00-17.00
- 18.00-20.00
- 21.00
- 6.00-12.00
- 12.01-17.00
- 17.01 - 21.00
- 21.01-24.00
- 24.01-5.59
5.13
18.00-20.00
17.00 313
50.4

21.01-24.00

27.9

38.9

17.01

21.00

134

167 12.2
376 27.6
427 31.3
531 38.9
250 18.3
309 227
358 26.2
688 50.4
548 40.1
381 27.9
89 6.5
78 5.7
1,365 100.0
15.00-
27.6
12.01-17.00
40.1



5.14

24

5.14
9.0

1,175
123
18

17

29

1,365

135

86.3
9.0
13

12
24

100.0

86.3



136

515
(item)
(up level)

- 776 57.0
- 1,000 398 29.2
- 1,000 -2,000 103 7.6
- 2,001-3,000 18 13
- 3,000 67 4.9

1,362 100.0

5.15

57.0

1,000 29.2 1,000 -2,000 7.6



/

/

5.16

iper/

/Carry

397
(29.1)
360
(26.4)
302
(22.1)
203
(14.9)
167
(12.2)

426
(31.2)
398
(29.2)
252
(18.5)
204
(15.0)
216
(15.8)
187
(13.7)

353
(25.9)
330
(24.2)
296
(17)
246
(18.0)
249
(18.2)

317
(232)
330
(24.2)
278
(20.4)
245
(18.0)
227
(16.6)
198
(145)

265
(19.4)
297
(21.8)
298
(21.9)
339
(24.8)
315
(23.1)

295
(21.6)
288
(21.2)
325
(238)

(255)
285
(20.9)
309
(22.7)

197
(14.4)
184
(13.5)
212
(15.6)
353
(25.9)
327
(24.0)

182
(13.3)
165
(12.2)
242
(17.8)
269
(19.7)
294
(21.5)
321
(23.6)

153
(11.2)
193
(14.2)
255
(18.7)
224
(16.4)
307
(22.5)

145
(10.6)
182
(13.4)
266
(19.5)
208
(21.8)
343
(25.1)
348
(25.5)

347

3.35

3.13

2.89

2.74

311

351

3.44

3.01

2.84

2.76

2.67

3.03

SD.

1.339

1.370

1411

1.269

1.320

1.334

1.369

1.380

1351

1.359

0.989

137



5.6 ()

259
(38.9)
457
(335)
277
(203)
243
(17.8)
181
(133)
228
(16.7)

5.16

328
(24.1)
293
(21.5)
263
(193)
183
(134)
159
(11.7)
136
(10.0)

210
(15.4)
255
(18.7)
304
(22.3)
214
(15.7)
281
(2056)
187
(13.7)
207
(15.2)

158
(116)

141
(10.4)
181
(133)
215
(15.8)
224
(16.4)
297
(21.8)
200
(14.7)
288
(21.)

168
(12.3)

153
(11.2)
178
(13.0)
305
(22.)
499
(36.6)
446
(32.7)
614
(45.0)
643
(47.0)

831
(60.9)

3.69

3.49

2.99

2.59

251

2.39

2.09

1.88

2.70

291

S.D.

1.369

1.404

1435

1521

1.391

1.530

1.289

1.287

0.883

0.866

138
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5.17

688
(50.4)
185
(35.6)
179
(35.1)

462
(33.8)

400
(29.3)
380
(27.9)
382
(28.0)
142
(32.4)
357
(26.2)
395
(29.0)
384
(28.1)
367
(26.9)
280
(205)

418
(30.6)
412
(30.2)
389
(285)

375
(275)

3%
(28.9)
398
(29.2)
378
(27.7)
345
(25.3)
379
(27.8)
356
(26.1)
361
(26.4)
246
(18.0)
255
(18.7)

206
(15.1)
204
(2L6)
205
(21.6)

327
(24.0)

379
(278)
361
(265)
390
(286)
303
(22.)
393
(28.8)
325
(238)
207
(21.8)
353
(25.9)
383
(28.1)

(7.9)

(11.1)
126
(92)
156
(11.4)
153
(11.2)
166
(12.2)
164
(12.0)
208
(15.2)
244
(17.9)

(11.6)
191
(14.0)
201
(14.7)

4.26

3.84

377

3.74

3.68

3.63

3.62

3.62

3.57

3.54

3.47

3.29

3.12

S.D.

0.899

1.136

1.196

1.185

1.142

1.157

1.170

1.280

1.166

1.268

1.324

1.374

1.328

140



5.23( )

266
(195)
237
(17.4)
145
(10.6)

537
(39.4)
523
(38.3)
470
(34.4)
476
(34.9)

5.17

261
(19.0)
215
(158)
164
(12.0)

344
(25.)
322
(236)
354
(25.9)
347
(25.4)

342
(25.1)
316
(232)
260
(19.1)

277
(203)
280
(205)
310
(22.7)
27
(21.0)

247
(18.1)
266
(195)
270
(19.8)

124
(9.0)
138
(10.0)
132
(9.7)
146
(10.7)

247
(18.1)
239
(24.0)
524
(38.4)

3.04

2.83

237

3.46

3.83

315

3n

3.69

3.74
3.52

S.D.

1.370

1.409

1372

0.822

1212

1.267

1.235

1.266

1.081
0.826

141
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of Game)

(Effect)

w
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143

(Semantic Domain

(Game Capital)
(Risk from Appetite)
(Evaluation)

(Virtual Reality)

(Response)

(Utilization)



5.18

(Semantic Domain of Game)

(Quick Time Event)

)

5.18

(Quick Time Event)

990

750

511

344

72.5
54.9

725

54.9

37.4

25.2

144



Game)

5.19

0.81 -

1.61 -

2.41-

3.21-

2.40

3.20

4.00

5.19

150
333
479
311
92

1,365

145

(Semantic Domain of

110

24.4

351
1.90 1.082

22.8

6.7

100.0

1.90



5.20

2
- ( )
- (
ez
: Play station VR)
)
FPS ( )
- ( )
)
5.20
66.4
62.6

55.8

(Game Capital)

906

855

761

672

640
446

316

66.4

62.6

55.8

49.2

46.9

32.7

32.2

146



521

2
0 66
1 168
2 249
3 217
4 270
5 214
6 146
7 35
1365
5.21
3.36

5
0.00 - 1.40
1.41 - 2.80
2.81 - 4.20
4.21- 5.60

5.61- 7.00

(Game Capital)

4.8

12.3

18.2

159

198

15.7

10.7

2.6

100.0

3.36

1.783

147



5.22
3
from Appetite)
1 (
975
)
2.
- ( 954
)
3. (
902
)
5.22

(Risk from Appetite)
) 71.4

69.9 (

) 66.1

148

(Risk

71.4

69.9

66.1



5.23
3

0
1
2
3

5
0.00 - 160
061 - 1.20
121 - 180
1.81- 2.40

2.41- 3.00

5.23

209
219
198
739

1,365

2.07

149

(Risk from Appetite)

X SD
15.3
16.0
145 2.07 1.144
54.1
100.0



5.24

(Evaluation)

5.24

150

(Evaluation)

751 55.0

518 37.9

55.0

37.9



5.25

0

1

2

5.25
(Evaluation)
5
0.00 - 0.40
041 - 0.80
0.81 - 1.20

1.21- 1.60

1.61- 2.00

(Evaluation)

424
615
326

1,365

0.93

X SD
31.1
45.1
0.93 0.738
23.9
100.0

151
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5.26
5
(Virtual Reality)

1

714 52.3
- ( )

2, (

632 46.3

5.26
(Virtual Reality)
{ 52.3 46.3



153

5.21
(Virtual Reality)
X SD
0 445 32.6
1 499 36.6
0.98 0.797
2 421 30.8
1,365 100.0
5.27
(Virtual Reality) 0.98
5
0.00 - 0.40
041 - 0.80
0.81- 120
1.21- 1.60

1.61- 2.00



5.28

(Effect)

5.28

(Effect)

768

659

56.3
48.3

154

56.3

48.3



155

5.29
6 (Effect)
X SD
0 405 29.7
1 495 36.3
1.04 0.797
2 465 34.1
1,365 100.0
5.29
(Effect) 1.04
5
0.00 - 0.40
041 - 0.80
0.81 - 1.20
1.21- 1.60

1.61-2.00



156

5.30

7 (Response)
1158 84.8
1154 84.5
1152 84.4
1147 84.0
1066 78.1

5.30
84.8 84.5
84.4 84.0

78.1

531



531

(Response)

0.00- 1.00
101- 2.00
2.01- 3.00
3.01- 4.00
' 4.01-5.00

(Response)
X

75 55

27 20

60 4.4

122 8.9 4.15
251 184

830 60.8
1,365 100.0

4.15

SD

1.382

157



5.32

5.32

74.4 74.1

8
1015
1011
968
734
70.9

53.8

(Utilization)

74.4

74.1

70.9

53.8

158



159

533
(Utilization)
X SD
0 150 11.0
1 117 8.6
2 222 16.3 2.74 1.351
3 331 24.2
4 545 39.9
1365 100.0
5.33
(Utilization) 2.74
5
0.00 -0.80
0.81 - 1.60
161 -2.40
241- 3.20

3.21- 4.00



5.34

1

(Semantic Domain of Game)
2.

(Game Capital)

3.

(Risk from Appetite)

4,

(Evaluation)

5.

(Virtual Reality)

6.
(Effect)
7.
(Response)
8.
(Utilization)
5.34
1
2.
1

1.90

3.36

2.07

0.93

0.98

1.04

4.15

2.74

17.176

SD

1.082

1.783

1.144

0.738

0.797

0.794

1.382

1.351

5.632

160



0.00 - 5.80
581 - 11.60
1161 - 17.40
17.41- 23.20
23.21- 29.00

161



7.1

7.2

7.3

7.4
75

7.6

7.7

7.8

(10

162
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7.1 , 1

5.35

T Sg
B Beta

494 .266 7.626 .000
-.402 -131 -5.196 .000

201 143 4.056
-.086 -.098 -4.024 .000
114 .093 3.661 .000
-.545 .586
-.255 799
311 .756

Constant = 1.954 R2= 0.221 SEE = 1.343 F = 75.060 Sig F = .000
5.35 8

.05 3



221

7.2 2

5.36

1.888
1.101

.707

Constant = 5.804 R2 = 0.279 SEE=4.778 F = 171.490 Sig F = .000

5.36

279

.05

Beta

420

212

JA17

17.540

8.871

5.018

-.364

.879

-.696

-1.057

-.983

.000

.000

Sg

.716

.380

290

.326

164



7.3 , 3 (10 )
5.37
T
B Beta

(Action Game) 734 190 5.166
(Sport Game) -.592 -.145 -4.622
440 119 3.850

.644 115 2.614

-1.066 -.167 -3.955

.992 A75 3.427

(Fighting Game) -.326 -.082 -2.225
(Racing Game) -.284 -.067 -2.076

(RPG) 224
(Adventure Game) -1.317
(Simulation Game) .390
(Shooting Game) -.552
(Puzzle Game) .206
(Education Game) .540

-.264

Constant = 14.902 R2=.105 SEE=5.328 F= 19.104 Sig F = .000

Sg

.000
.009

.001
.026
.038

.823
.188
.696
581
837
.589

792

165



166

5.37 15
05 7
(RPG) (Adventure Game) (Simulation Game)
(Shooting Game) (Puzzle Game) (Education  Game)
4
5
(Action Game) (Sport Game)
(Fighting Game) (Racing Game)
8

10.5 .000



7.4 4

5.38

(Semantic Domain of

Game)

(Game Capital)

(Risk
from Appetite)

(Evaluation)

(Virtual Reality)

(Effect)

(Response)

(Utilization)

.05

192

3.66

2.09

.96

101

103

4.24

2.87

17.78

SD

1115

1.836

1.145

.745

.796

792

1.296

1.276

5.767

187

297

2.06

.89

106

4.04
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