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Abstract

The 2021 report by the Mental Health Department stated that Thai children playing online games on average 5 hours
a day were affected by adverse emotional and addiction states. This research aims to study the situations of online
game addiction and effects on undergraduate students at Khon Kaen University, 2021. This is survey research using
questionnaires from 420 subjects in 3 major groups: Health Sciences (Health), Science and Technology (SC&TE), and
Human and Social Sciences (Huso). Descriptive and inferential statistics were used for data analysis, comprising t-test,
MANOVA, Chi-square test and multiple regression. Subjects were first-year students (31.67%) , second-year students
(26.67 %), third-year students (22.38 %) and fourth-year students (19.29). Most of the subjects spent 2 hours and
11 minutes on average per day, 33.57% were interested in Multiplayer Online Battle Arena games (MOBA), 29.52%
were interested in First Person Shooter (FPS), and 83.33% played games for entertainment and relaxation propose.

The average expernditure for playing games was 177.55 baht per month.

The Game Addiction Screening Test (GAST) was used to divide the level of game addiction into 3 groups:
55.24% for non-gaming, 17.86% for game addiction, and 26.90% for the frantic group. In the game addiction
group, 50.67 % were SC&TE students. There was a statistically significant relationship between the level of game
addiction and 3 major groups (p<0.01). If analyzing only the game addiction and the fanatic group, it was found that
they preferred to play in First Person Shooter (FPS). Severity of the impacts in all 5 effects (health, academic, social
and family relations, mental health, and financial) was at a moderate level (2.83 to 3.22). The highest score was the
health effects, followed by finance and learning. The average impact of the game addiction group was significantly

higher than the frantic group (p<0.05).

Keywords: Online games, impact, student, game addiction
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Table 1

J Sci Technol MSU

Criteria for grouping of game addiction level by Game Addiction Screening Test.

Score for male group

Score for female group

level of game addiction

under 24

under 16

Normal level or non-gaming group

between 24-32

between 16-22

Frantic group

greater than or equal to 33

greater than or equal to 23

Game addiction group

Source: Chanwit Pornopdol, et al. (2014)
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Table 3  Means and standard deviations of quantitative variables classified by 3 major group.

Health group SC&TE group Huso group Total
Variables B _ _ .
X S.D. X S.D. X S.D. X S.D.
GPA 3.06 0.32 2.65 0.37 273 0.43 2.76 0.42
Average daily minutes on playing game 70.13 66.30 135.19 107.35 154.54 120.67 131.38 111.39
Cost of playing online games per month: Baht 58.86 174.27 243.80 379.40 171.58 296.56 177.55 319.56
Score of game addiction test (16 questions) 9.94 9.78 19.04 12.44 18.60 10.98 17.14 11.84
e Male 15.96 9.16 23.78 11.22 22.36 9.98 22.07 10.63
e Female 6.81 8.62 14.19 11.80 14.45 10.58 12.53 11.05

Table 4  Number and percentage classified by 3 major groups.

Health group SC&TE group Huso group Total
Variables

n % n % n % n %
Total 79 18.81% 158 37.62% 183 43.57% 420 100.00%
gender
Male 27 34.18% 80 50.63% 96 52.46% 203 48.33%
Female 52 65.82% 78 49.37% 87 47.54% 217 51.67%
Year of study
1 Year 29 36.71% 52 32.91% 52 28.42% 133 31.67%
2" Year 19 24.05% 45 28.48% 48 26.23% 112 26.67%
3“Year 14 17.72% 37 23.42% 43 23.50% 94 22.38%
> 4" Year 17 21.52% 24 15.19% 40 21.86% 81 19.29%
income per month
< 4,000 Bath 7 8.86% 32 20.25% 31 16.94% 70 16.67%
4,001 - 5,500 Bath 6 7.59% 18 11.39% 22 12.02% 46 10.95%
5,501 - 6,000 Bath 18 22.78% 29 18.35% 26 14.21% 73 17.38%
6,001 - 6,500 Bath 24 30.38% 46 29.11% 37 20.22% 107 25.48%
6,501 - 7,000 Bath 11 13.92% 13 8.23% 28 15.30% 52 12.38%
> 7,001 Bath 13 16.46% 20 12.66% 39 21.31% 72 17.14%
Time period for playing games
06:01 AM - 10:00 AM 2 2.53% 13 8.23% 9 4.92% 24 5.71%
10.01 AM - 02:00 PM 1 13.92% 18 11.39% 23 12.57% 52 12.38%

02:01 PM - 06:00 PM 17 21.52% 27 17.09% 27 14.75% 71 16.90%
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Table 4  Number and percentage classified by 3 major groups. (cont.).

Health group SC&TE group Huso group Total
Variables

n % n % n % n %
06:01 PM - 10:00 PM 39 49.37% 73 46.20% 82 44.81% 194 46.19%
10:01 PM - 02:00 AM 8 10.13% 27 17.09% 36 19.67% 71 16.90%
02:01 AM - 06:00 AM 2 2.53% 0 0.00% 6 3.28% 8 1.90%
Place for playing games
Accommodation 76 96.20% 135 85.44% 159 86.89% 370 88.10%
school 0 0.00% 1 0.63% 0 0.00% 1 0.24%
internet cafe 3 3.80% 22 13.92% 24 13.11% 49 11.67%
Type of the most interests online game
FPS 10 12.66% 57 36.08% 57 31.15% 124 29.52%
MMORPG 7 8.86% 19 12.03% 21 11.48% a7 11.19%
MOBA 31 39.24% 49 31.01% 61 33.33% 141 33.57%
RTS 0 0.00% 5 3.16% 4 2.19% 9 2.14%
Racing/Sports 4 5.06% 15 9.49% 12 6.56% 31 7.38%
other 27 34.18% 13 8.23% 28 15.30% 68 16.19%
The main purpose for playing online games
To entertain or stress relief 75 94.94% 123 77.85% 152 83.06% 350 83.33%
To meet new friends or replace the feeling of
loneliness 3.80% 18 11.39% 14 7.65% 35 8.33%
To be a winner or to be Accepted by others 0 0.00% 12 7.59% 12 6.56% 24 5.71%
To make money, such as selling items 1 1.27% 2 1.27% 0 0.00% 3 0.71%
other 0 0.00% 3 1.90% 5 2.73% 8 1.90%

Table 5 Homogeneity and independent test between game addiction level and 7 variables (n=420).

Non-Gaming Frantic Level (L2) Game Addicting
rantic Leve e
variable Level (L1) Level (L3) Statistics
value
n % n % n %
Total 232 55.24% 113 26.90% 75 17.86%
Chi-Square 95.843**
Major group Chi-Square 31.341*
Health group 65 28.02% 9 7.96% 5 6.67%
SC&TE group 73 31.47% 47 41.59% 38 50.67%
Huso group 94 40.52% 57 50.44% 32 42.67%
Gender Chi-Square 39.258**
Male 89 38.36% 83 73.45% 31 41.33%

Female 143 61.64% 30 26.55% 44 58.67%
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Table 5 Homogeneity and independent test between game addiction level and 7 variables (n=420) (cont.).
Non-Gaming Frantic Level (L2) Game Addicting Statistice
variable Level (L1) Level (L3)
value
n % n % n %
Year of study Kendall -0.179*
1" Year 57 24.57% 44 38.94% 32 42.67%
2" Year 56 24.14% 33 29.20% 23 30.67%
3“Year 67 28.88% 16 14.16% 11 14.67%
> 4" Year 52 22.41% 20 17.70% 9 12.00%
Time period for playing games Kendall -0.234*
06:01 AM - 10:00 AM 6 2.59% 9 7.96% 9 12.00%
10.01 AM - 02:00 PM 9 3.88% 19 16.81% 24 32.00%
02:01 PM - 06:00 PM 37 15.95% 14 12.39% 20 26.67%
06:01 PM - 10:00 PM 138 59.48% 44 38.94% 12 16.00%
10:01 PM - 02:00 AM 35 15.09% 27 23.89% 9 12.00%
02:01 AM - 06:00 AM 7 3.02% 0 0.00% 1 1.33%
Place for playing games Chi-Square 46.630**
Accommodation 226 97.41% 85 75.22% 59 78.67%
school 1 0.43% 0 0.00% 0 0.00%
internet cafe 5 2.16% 28 24.78% 16 21.33%
Type of the most interests online game Chi-Square 109.339*
FPS 41 17.67% 56 49.56% 27 36.00%
MMORPG 15 6.47% 17 15.04% 15 20.00%
MOBA 99 42.67% 25 22.12% 17 22.67%
RTS 2 0.86% 3 2.65% 4 5.33%
Racing/Sports 10 4.31% 11 9.73% 10 13.33%
other 65 28.02% 1 0.88% 2 2.67%
The main purpose of playing online games Chi-Square 59.312**
To entertain or stress relief 213 91.81% 83 73.45% 54 72.00%
To meet new friends or replace the feeling of loneliness 9 3.88% 10 8.85% 16 21.33%
To be a winner or to be Accepted by others 2 0.86% 17 15.04% 5 6.67%
To make money, such as selling items, game competition 0 0.00% 3 2.65% 0 0.00%
other 8 3.45% 0 0.00% 0 0.00%

** (p<0.017)
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Table 6 Mean comparison between 3 levels of game addiction (n=420).
Non-Gaming Frantic Level Game Addicting
Variables Level (L1) (L2) Level (L3)  Levene’s F
Test
X S.D. X S.D. X S.D.
16.735**
1. GPA 2.86 0.39 2.62 0.42 2.68 0.42 0.066 o b b
L17L2° L3
19.484**
2. Average daily minutes on playing game 103.10 103.24 176.55 108.37 150.80 114.92 0.917 L1 L2° L3®
. . 16.681**
3. Cost of playing online games per month: Baht 100.22 256.62 257.26 351.06 296.67 378.50 22.868* L1° L2° L3®
184.168**
4. Health effects 212 0.68 3.04 0.48 3.48 0.52 15.991** o b ac
L1°L2° L3
224.786**
5. Learning effects 1.81 0.67 2.95 0.56 3.32 0.59 5.091** b
L1°L2°L3°
) ) . . 208.332**
6. Family and social relationships effects 1.71 0.62 2.71 0.60 3.24 0.68 1.040 b
L1°L2° L3°
153.202**
7. Emotional and mental health effects 1.72 0.68 2.71 0.62 3.01 0.63 1.538 o ab
L1°L2° L3
219.738**
8. Financial effects 1.64 0.77 3.03 0.71 3.29 0.61 2.124 b b
L1°L2° L3

Box’'s Test=196.425, F=2.634, Sig.=0.000; Pillai's Trace =0.667, F=25.698, Sig.=0.000

** (p<0.01); *° and ° are the result of a multiple comparison test
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Table 7  Correlation between game addiction scores and 3 quantitative variables (n=420).
variable X S.D. Pearson Correlation
Scores of game addiction (16 questions) 17.14 11.84 1
e male 22.07 10.63
o female 12.53 11.05
GPA 276 0.42 -.324"
Average daily minutes on playing game 131.38 111.39 436"
Cost of playing online games per month: Baht 177.55 319.56 373"
** (p<0.01)
Table 8  Regression analysis to predict scores of game addiction (n=420).
Coefficients t p-value VIF
Male group Adj. R’= 22.7%, Durbin-Watson= 1.681
(Constant) 9.095 9.690" 0.000
Average daily minutes on playing game 0.037 5.523" 0.000 1.000
Female group Adj. R*= 12.0%, Durbin-Watson= 1.782
(Constant) 38.041 7.845" 0.000
The cost of playing online games 0.006 2.796" 0.006 1.505
GPA -7.809 -4.556" 0.000 1.058
Average daily minutes on playing game 0.017 2.169" 0.031 1.465
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The average of effects scores for 5 effects Excluding Non-Gaming groups
classified by 3 major groups
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Figure 1 The average of effects scores for 5 effects between 3 major groups (n=118).
Table 9  Compare means of effects between 3 major groups (n=118).
Health group SC&TE group Huso group
Effects Issues F p-value
X S.D. X S.D. X S.D.
Health 3.02 0.45 3.22 0.57 3.24 0.52 1.037 0.356
Learning 279 0.45 3.1 0.59 3.14 0.62 2.122 0.123
Family and social relationships 2.76 0.68 2.92 0.68 2.94 0.69 0.426 0.654
Emotional and mental health 257 0.65 2.82 0.66 2.88 0.62 1.378 0.255
Financial 2.82 0.72 3.21 0.69 3.1 0.66 2.114 0.124

Box’s Test=40.13, F=1.22, Sig.= 0.19; Pillai’s Trace =0.05, F=0.93, Sig.= 0.51
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Table 10 Compare means between gender for 5 effects (n=118).

All Male Female
Effects Issues t p-value
Mean S.D. Mean S.D. Mean S.D.
Health 3.22 0.54 3.28 0.49 3.1 0.59 2.08** 0.039
Learning 3.10 0.60 3.20 0.52 2.94 0.68 2.84** 0.005
Family and social relationships 2.92 0.68 3.03 0.59 2.75 0.78 2.61* 0.010
Emotional and mental health 2.83 0.64 2.89 0.59 2.74 0.71 1.55 0.124
Financial 3.13 0.68 3.27 0.54 2.92 0.82 3.29* 0.001

= (p<0.01); * (p<0.05)
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