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ABSTRACT

In the case that computer users have an ability to manage how to use the games for
relaxing their tensions, calculating for Mathematics study and any other skills benefiting them
most. On the contrary, any users who allow the games to influence their lives, their handling
ability will be affected. The study’s goal is to concentrate on data of handling with virtual
world ability which is known as the online-computer game and handling with real world
ability. Case studies’ data on this research will be collected with general and specific interview
questions, and with observation. The result of the study was that case studies could not handle
with real world circumstances. They instead use virtual world decisions making in their real
life. For example, they thought that they are well known as successful game players whereas
in the reality they do not have friends. They are not famous. They are the winner in game but
they loose in their study goal with F mark while their classmates already finished the school.
This research study as well included the observation of unexpected behaviors from handling
with virtual world ability which affected on their life in the real world. One of the case studies

had been very neat and admirable. He becomes a thief.



According to the data, playing the game could change the way of life and the good
and bad way thinking of addicted ones. Their family leaders should intensively pay attention
and look after them. Guidance and consultation for the appropriate behaviors of them are
important and could result the society they are members of where as the government and
academic institutions should carefully concentrate on and practically find out for the solutions

instead of giving warnings or general information to public.



