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ABSTRACT

The objective of this study examines the comparison of personal decisions in choosing
the number of hours of playing game for reading books in order to develop themselves under
different social pressure and payoffs. Two players faced an academic competition which may end
with cooperation. Both of them can not choose to study hard and enjoy leisure together. The study
pointed out that the resulted from society with unattractive rewards for winners and comfortable
punishment for losers and society attractive rewards for successful persons and strong punishment
for losers.

In experimental game simulation was divided into 2 conditions which are experimental
group under low social pressure condition and experimental group under high social pressure
condition. In each group, each player was matched in order to compete in reducing the number of
hours for playing game and take to reading books by using payoff table for helping personal
decision. Moreover, we drove to play in experimental game overall 10 rounds in order to
observed changing behavior.

From the result of this study, in Non-parametric statistical analysis by using Wilcoxon
test referred to in high social pressure situation effected to decreasing in number of hours for

playing game more than the number of hours which player can reduced for playing game in low



social pressure. Moreover, Econometrical data analysis in order to analyst the factors that effect to
the decision of decreasing number of hours of each person by using Panel data which is Fixed
effect model and Random effect model. In additional, Hausman test was used in order to select
model appropriately. The result of study illustrated that Fixed effect model is more efficient and
reliability than Random effect model then the factor of reducing number of hours in playing game
in the previous round and differentiation between player’s and rival’s payoff influenced to
decreasing in number of hours for playing game in the next round. In contrast, social pressure
factor cannot be explained in this model but in the previous analysis by using Non-parametric
statistic referred to social pressure factor affected to player’s decision of reduce in number of

hours for playing game computer.



