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The objectives of this research were (1) to learn if teenagers’
characteristics have an effect on their behavior when they play online games,
(2) to learn the relation between the roles of close persons who affect the
behavior of teenagers playing online games, and (3) to find if the online
game’s pattern has an effect on the behavior of teenagers who play online
games.

This research was a survey research, using the sample group of 400
students who are between 12-19 years old in high school, and who play online

games. The instrument for data collecting was a questionnaire.
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The results were as follows:

1. Males play online games more than the females. The males play
online games 3-4 times per week, while the females play online games 1-2
times per week. Students who are older and in higher grade level play online
games more than the younger and lower level students. Students between
12-15 years and studying in junior high school have been playing online
games less than 6 months, while students between 16-19 years and studying
in senior high school have played online games more than 1-2 years, and the
respondents who have higher weekly income play online games more
frequently than the subjects who have lower weekly income. Students who
have less than 250 baht per week play online games 1-2 times per week, while
the sample group that has more than 1,000 baht per week plays online games
in all of their free time.

2. Family/relatives and friends have an effect on teenagers’ behavior on
playing online games, especially the frequency (X = 16.194, SD. = .001 and
X =16.102, SD. = .013).

3. The students who can access online games more easily than other
students will play more online games. The online games about sports are the
most popular (X = 3.50, SD. = 1.438). The handbooks for the game are
advertised through media communication and can reach 36.3% of the sample

group, which is higher than the advertising through the other media.





