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Abstract

This research aimed to study the stress coping behaviors of individuals who play online
games in the four southern border provinces. This study was a survey research. The sample
consisted of 150 online gamers in the four southern border provinces. An online questionnaire
was used as the research instrument, which included: 1) general information, 2) stress coping
behaviors, and 3) preferences for playing online games. The statistics used for data analysis
included percentage, mean, standard deviation, t-test, one-way ANOVA, and multiple
regression analysis.

The research findings showed that: 1) gender, age, and preferred types of online games
were not significantly different in terms of stress coping behaviors, and 2) the preferred types
of online games were related to stress coping behaviors and could predict such behaviors. In
conclusion, stress coping behaviors can be predicted from the preferred types of online games,
but the results may vary depending on individual factors.
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WelildiuSeudsied swurmnuanmsalunisaniiasssideansnsadmalifiauinmineylunis
wnludgyunludinasela wazsruidewes (Adachi & Willoughby, 2015) Wu11n15LaULANA KA
anudustusmaandumsiaunanuiulalusuesvesiosu Inefoguiiaunafmuuliuiasid
sufvludinasanntudenariuly madunuvildmnonenldimuinueifedssiufinuas
asenutulauniu

3. AinsgrnnsannesL i senisUssinninueeulatfiveuldudung Anssunisiadey
amuATnInaiTeteiulsenldiussanminuesulativeulduatnsonensaing Angsunis
WayANLLASEALALAY Anderson and Dill na1771 (Anderson & Dill , 2000) nsiauARlenuTitAY
Juuse damadenginsaudidmin Inednansenuiiddyvansuszsns Tiun mafistuveamginsud
f17%17 malfintureansfnidedinggnn ensualdsimiuasanseumanddlduiiadnuasdlng
sataeLarnds Sﬂﬂgﬂé’waﬂiﬁdwLﬂmﬁ'ﬁmm‘v’f’]mstmaaa'qLa%‘maqmémim%mﬁ@mﬁﬁ

a

UszAnSamludiauliiguiediu ¢uideves (Finan, Schulz, Smith, & Ohannessian, 2013) Wy
WNUAWIMUUA WA NLaZINUAIATIN/A g (Traditional Sports Games , War/Fighting Games) 3
ANFNRUTNIaUAUNSINgAnTsuNI ST yAUATEAT Y iU ATy IkaznuwuIb un g

(Fantasy Games) dauduiusnieuiniunislinginssunisiudgyainuaseanyaiuundayinas
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neideas (Gentile, Lynch, Linder, & Walsh, 2004) swuinnuesulatasnsadumadanlunig
famsfuanuiaien uiiinadwsiinanuanstuegfudadudiuyana Meiinandsiu §3deTaule
wazAsnuuamslunslfinuesuladifuedesdlieatuayulussuunmsine uazifioaansainanis
AT NYUENANTTUNTHTYANUATEAvRINquRta Uy oauladurasUselan ludnisdaasy
nginssunmasdganuaisafivarnvaglunmssiiuinussariulastuegifudssnnnueeulaii

v
U t =

@ wunsaunuseulunstlindunsdadulasaznisfnidanagns wivialldndudedinisfinw

JaduduiuiniinertesiungAnssunsdganuaseass lulusuian

LRIGIGITE
1. foiauenurlunmsimantsiselld dfd asusudsuuaglduuuTanginssunisndy
AraSoafiuandnsnnaidensal esniedesdiolumafoatedenlivnzantungusiogna
Anwn wazuuuinanudureulunisiduinuesuladamisadangudssianinuesuladliies 3
Usgnmmndesmaiiudeyainueaulatidy 4 msny wagianudlawuvasuniudifisiduly
aUNAR

[%

2. Jarauanuzlunisnsidenssialy fnedl Idedanuiunddladedu o fanunsaviune

WoANITUNTBRyAASeatud Maunueaulal Asiuasinsfnydadeduiuiuiainsei

4

(%

ToyamnaduayungAnssunsedyluntesulatussianig 9 wu anudanguniednla anuing
ANNRAIANNNDITNA] YSEVINEENSAMTANING Wusu
mﬂma‘iﬁ’m%’aﬁmmmLﬁmwiawﬁmﬂaﬁﬁLéummaulauﬂlﬁLﬁmamﬂizmmmﬁmiﬁuma
YoulnveIAnwLiuAY TagnsAnwussianinueeulatdu o WunudIasmsaInulElouase 1y
U3aun 1usiu Tneanufieuvesnisiaunuanunsaasusdadiunuusunveseeaie Matiiieaunse
o v ~ a ) a a = ) A &
deyannUSeuiisuuaziiuianginTsuniswdyanueseauazdiudsdu 9 lulssininuesulad

AN 9 AT INAUTALILNINTY
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