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The purpose of this research was to study depression and on-line game
playing behaviors of high school students in Bangkok Metropolitan Area. The
subjects were from 771 high schools in Bangkok. The data was obtained through
self-completed questionnaires, Game Addiction Screening Test — GAST: child and
adolescent version and Center for Epidemiologic Studies-Depression Scale. The

- utilized statistical tools consisted of percentage, mean, and standard deviation, and
one-way ANOVA.

The results were revealed that first grade of high school had 257 students
(33.3%), the second grade had 255 students (33.1%), and the third grade had 259
students (33.6%). 396 students were male (51.4%) and 375 students were female
(48.6%). The Game Addiction Screening Test indicator scores indicated that 86.5%
of the subject had no game addicted problem, 9.9% had mild game addicted
problem, and 3.6% had severe game addicted problem; Center for Epidemiologic
Studies-Depression Scale scores indicated that 79.5% of the subject had
depression, and 20.5% had depression. The factors related on-line game playing
behaviors were gender, acédemic level, academic grade, close friend and

depression.





