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The purpose of this research was to study the customer satisfaction and needs
of “Pangya” online game. This research is a descriptive analysis. The research was
conducted by using survey. The survey is posted on the website from 24 May 2006 to 6
June 2006. The sample size of 19,615 people are collected, all are Pangya customers.

The results of the study were as follow : Majority of people plays Pangya
online game because it is a new choice of entertainment, the rest play to develop
themselves to their maximum ability. The period of online game playing in general span
from one to two years. Customers like to play with friends. Most customers access the
game from home while others access from Internet Café. Time spent on Pangya online
game is between 5-10 hours per week.

The finding concluded that customers are most satisfied with Pangya online
game with 4.24 average points and standard deviation of 0.698. In addition, the content
of the game are most wanted to adjust by customers. Whereas promotional activities
“Pang Wat Dueng” is most participated, and the second are “Koon Song Ting Tai Bye-
Bye Pit Term” and “Pangya Sa-la-Pat Koon Song”

The hypothesis testing finds that there are no differences between male and
female in level of satisfaction with the game. As for promotion activity, there are
differences among male and female level of satisfaction toward the “Screenshot
Contest” and “Koon Song Ting Tai Bye-Bye Pit Term” with significant level of 0.05 and
0.01.





