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ABSTRACT

This independent study aims to studying the behavior of Chiang Mai University
students towards playing online games. The data were collected by questionnaires from 405
undergraduate students in the second semester of the 2012 academic year at Chiang Mai University
who played online games. The quota sampling method by fields of study (science and technology,
health science and humanities, and social science) was used to collect the data. The data then were
analyzed by applying descriptive statistics including frequency, percentage, mean, and standard
deviation as well as inferential statistics such as t-test and one-way ANOVA test.

The study found that the majority of respondents were male, between 18-20 years old,
and were first year undergraduate students. Their monthly income was between 3,001 to 6,000 Baht.
They had more than five years experience in playing online games on average.

According to the results on consumer behavior, the study found that the reason for
playing online games was for entertainment. The type of game played was freeware, and will pay
for game services through the sale of in-game items. The most popular type of game was action
games. The majority of respondents play online games every day with friends, and the average
playing time was 1-3 hours a day. The time period in which they played depended on their free time.
Most respondents were spending less than 100 baht a month on online games via prepaid cards. The

majority of respondents usually played the same game via the internet or online game cafés.



The playing decision was made by friends and secondly by players themselves. The respondents
acquired game information through the Internet.

For service providers of online games, analysis of the marketing mix factors influencing
choosing online games by Chiang Mai University students, showed that all marketing mix factors
were ranked at high levels. The factor with the most influence was product, followed by price, place
and promotion, respectively.

For Internet or Online game cafés, the study results of the marketing mix factors
influencing selecting internet or online game cafés by Chiang Mai University students showed that
all marketing mix factors were ranked at high levels. Product was found to be the most important,

followed by place, price and promotion, respectively.



