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The purpose of this research is to study about satisfaction and service using
behavior on online games of undergraduate students in Bangkok Metropoliton area by
using questionnaires as the tool in collecting data with 400 undergraduate students, who
have ever service used on online games in  Bangkok Metropoliton area. The éample
size a be classified as demographic characteristics, satisfaction in service using on
online games in part of quality perception towards on online games and in part of quality
perception in offering services toward on online games, behavior in using seNice on
online games and the trends in using service on online games. The statistical methods
applied in data analysis were peroentaées, mean, standard deviation. And the analysis
for differentiation will be used by applying T-test independent, ONE-WAY ANOVA and
Pearson Product Moment Correl'ation Coefficient processed by the program of SPSS for
Windows Version 11

From the descriptive statistics analysis, the results of research are concluded
as follows :

1. From the data analysis con be found that the most sample group used in
this research are male students with the ages between 18 — 19 years old, senior (4th year
students), with the monthly income between 4,001 — 5,000 baht and the expenses used

service on online games per time less thon or equals to 100 baht per time.
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2. The consumers satisfy in using service on oniine games in part of quality
perception towards on overall online games in satisfaction level and in part of quality
perception in offering service towards on overall online games in average level.

3. The behavior in service using on online games in part of the period of time
in service using on online games by average per time in which equals to 1.11 hours per
time by average, in part of frequency in service using on online games in each‘ weeks
equals to 7.19 time per week by average. The period of time of service using mostly is
between 04.01 E 08.00 p.m. The mostly games those been played will be in type of
playing alone and playing with many people in internet invwhich the places that service
using on internet are internet café shops. The objectives are entertainment and the
important reason in service using on online game is for having social with friends:

4. The trends in service using on online games in part of keeping service
using on online games have trend of service using maybe in the always service using
level and in part of when already service used on online games and then introduce to
other people, the result is consumers have trend in the level of maybe introduce to other
people.

5. The consumers with different genders have affected to service using
behavior on online games in part of frequency in service using on online games in each
weeks at the statistical significance level 0.01.

6. The consumers with different ages, classes and expenses in service using
on online games per time have affected to service using behavior on online games in
part of the period of time in service using on online games average per time at the
statistical significance level 0.05.

7. The satisfaction in service using on online games in part of quality
perception in offering services toward on online games about on online game service
centers in which closed between 08.00 p.m. — 06.00 a.m. and con play for free for the
new games those have low positive relationship with service using behavior on online
games in part of the period of time in service using on online games average per time

at the statistical significance level 0.05.
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8. The satisfaction in service using on online games in part of quality
perception in offering services toward on online games about on online game service
centers when have any problems in which have low positive relationship with éervice
using behavior on online games in part of frequency in service using on ohline games in
each weeks at the statistical significance level 0.01.

9. The behavior in service using on online games in part of the frequency in
service using on online games in each weeks in which have low positive relationship
with the trends in service using on online games of the undergraduate students in
Bangkok Metropoliton area at the statistical significance level 0.01.

10. The behavior in service using on online games in part of the frequency in
service using on online games in each weeks in which have low positive relationship
with the trends in service using on online games about keeping service using on online

games at the statistical significance level 0.01.





