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As online game playing is a popular activity among adolescent. It is interesting to study
the factors that lead to wider playing.The purposes of this study were to describe the prevalence ,
correlation with psychosocial , sensation seeking factors and on-line game playing behavior.
The sample consisted of 768 students from ten lower secondary schools in Bangkok.Self-
administered questionnaires consisting of three parts. Part one was used to assess personal data and
general on-line game playing behavior. Part two was used to. screen mental health problem ;
General Health Questionnaire (GHQ). Part three was the Sensation Seeking Scale (SSS). All data
were analyzed to determine percentage, mean, standard deviation, Chi Square, unpaired t-test,

Pearson’s Product Moment and One Way ANOVA.

The major finding were as followings : Prevalence of on-line game playing behavior in the
past six months of lower secondary students in Bangkok was 43.7%. Significannt statistically
psychosocial factors related to on-line game playing behavior were substance use history,family
income and number of close friends . (p<0.01) The high grade group prefered playing on-line
game significant statistically.(p<0.05) Sensation seeking factor (moderate to high) was also found

significantly related to on-line game playing behavior. (p<0.01)



