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Behavior and Factors Related to the Decision to Play online-games : The Case of

Gamers in Jatujak District.
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" Behavior and Factors Related to the Decision to Play online-games : The Case of

Gamers in Jatujak District.

Absiréct

The objectives of this independent study were to 1) study personal factors of on-line
gamers in Jatujak District playing computer games who were target population under study 2)
study their behavior in playing on-line games 3) study factors influential to the choice of playing
on-line games. Size of the sample used was 400 . Questionnaire was used to collect the data .
Statistics used included descriptive statistics (percentage , mean , standard deviation) and

inferential statistics(independent samples t-test and one-way analysis of variance)

Outcome of the study revealed that the majority of respondents were male , 21-25 years
of age studying in the undergraduate program with monthly stipend between 5,001-8,000 baht.
They learned about the news related to on-line gamés from the games’ websites. They played
on-line games 1-3 times a week and each time they spent 30-60 minutes playing on the games.
The most favorite place playing on-line game was at their own residence . The expense made
daily to play on-line games was less than 50 baht and they normally paid by using cash card .
Their own classmates were the most influential persons in their choice of playing the game.
Relaxation was the main reason given in playing online games. Action game was quite popular
among them. Factors influential their choice of playing game , in descending order of importance
, were fanciful graphic , one of a kind game , the game’s popularity and the maximum number of

participants and the number of game participants.

Hypothesis tests showed that respondents with different personal factors did differ in
their behavior of playing the game in terms of duration , frequency and the time period chosen to

play the game.




