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Abstract

This research aims to study gaming motivations of gamers and to compare the gaming
motivations among regular gamers, at-risk gamers, and addicted gamers within the Thai online
gaming community, aged between 18 and 60 years. The sample consisted of 313 individuals,
selected through convenience sampling. The research instruments included the Trojan player
typology questionnaire and game addiction screening test. Personal data were analyzed using
descriptive statistics, and differences between groups were analyzed by Kruskal-Wallis test. The
results indicated that the motivations related to story-driven were high for both regular gamers
and addicted gamers (X = 3.84, Ss.D. = .892 and X = 3.71, S.D. = .795, respectively). The risk
gamers exhibited the highest level of motivation related to achievement (X= 3.82, S.D. = .753).
Overall, the study found that competitive motivation significantly differed among the various
levels of gaming addiction at .05 significance level. Additionally, there was a significant difference
in challenge motivation between regular gamers and addicted gamers at the .05 significance
level, while no significant differences were found between other groups.
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Yoya iAdeiauateyanmauwasilulEUs losdmansinuvhiiy Snvidoyavimunazgnvinany
nelu 6 oy NendinniwITelasunIsNeLns

nsAATIEideya

AATINENAFIUTI Kruskal-Wallis (Non-Parametric One-Way ANOVA) UagluSguliigusngs)
Tnefliaia Comrelation ilemarmidniussening iflesnusznnsiinmsuanuadlaiun uazdiaauususu
iy dldadatluduesiuusdass fle nsfinnu (Game Addiction) Shudsma e w3394las14 9
74 6 fu Tun wssgslasduden ussgdladunisiadaduanysal ussgdlaninanurime wssgsladie
vaunil wssgslinnidedosmenny uazusspdladiofauiauies

NaN15398

M1919 1 Yoyadusn

darunndauunna U (A) Jowaz
LA
B8 253 80.80
v 60 19.20
218
18-241 128 40.90
25 -34 Y 139 44.40
35 - 44 Y 43 13.70
45 - 60 U 3 1.00
Srurunsiaweiededuayt (Falusdaduansi)
Toanin 1 Fluasedunn 15 4.80
5 1 - 5 Falussieduanii 60 19.20
521979 6 — 10 T lusdodUansh 67 21.40
1N 10 Flusseduani 171 54.60

NN 1 WU nguiegednlng dunawe Aadudesas 80.80 Frvergdinlngjodszning
918 25 64 34 U Aniluforas 44.40 uaznguiiegvdulvgiidnuunisiauadeseduni Aexinniy
10 Flussioduani Andusawas 54.60

A5 2 NFILUNNGUNTAALNY

SEAUNITANLNY U (AL) faway
nauuUnf 210 67.10
QGHIGEN 73 23.30
nauRAALNY 30 9.60

NANTN 2 WU aunufieglunguundfidiuiuanniign Anluiesay 67.10 seawn fe nau
EesAndusesaz 23.30 waznauinnuAnidudesaz 9.60 muaAu
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M1319 3 Azkuulsaslalumsidwnuvesiaunuesuladlungusng 4 Suunaungunisiaung

' a

QGHIEEK

nguUNf NHUAALNY 57
5999l

X S.D. X S.D. X S.D. X S.D.
LLiﬂf’Dﬂf\]mumﬂu 2.93 922 3.18 N 3.11 863 3.01 .889
LLiam‘Lammmsmsaauaumm 3.67 67 3.82 153 3.70 872 3.71 775
LLi@jﬂﬁ]mﬂmmmma 3.08 883 332 854 354 750 318 876
usagslaiiionaunil 335 895 351 889 356 102 341 907
ussgslannidledesweny 3.84 892 378 754 371 795 381  .851
LLiagq‘LamnmsﬁwmmLaa 3.46 .840 3.41 787 3.38 127 3.44 816

PNAITN 3 NUINUAINTIN maummaauiaumLL’iwﬂﬁmmumiaqﬁuaamu (X =3.81, S.D. =.851)
mamwmaumLstqla]mumsLasaauauum (X =3.71, S.D. =.775) mwﬂfﬂmﬂmswwmmmaa
(X=3.44,S.D. =.816) LLsamimwwawu&—’:% 41, S.D. =.907) LLﬁqaﬂamﬂﬂ’mmma (X=3.18, S.D. =.876)
LLauLLiwﬂamumﬂm (X =3.01, S.D. =.889) mudwu mmwnmmaumwmmm nauunAdAz UL
LLiQﬁ]ﬁIﬁ]@J’]ﬂaﬂ ﬂEJLLiQﬁ]ﬂIﬁ]f\]’]ﬂLuaLimﬂlaﬂmm (X =3.84,S.D. =.892) imaqmmLLmﬂﬁ]mumﬁLaiﬁ]au
E"ill“U'iiL! (X =3.67, S.D. =.767) AUAGU ﬂauLamm LLuuLLmﬂﬁmmam ﬂaLLmﬂf\mmﬂmaiaau
auuam(— =3.82,S.D. =.753) 5aqaqmﬂaLL’imﬂaﬁmLuaﬁawamu (X =3.78, S.D. =.754) uaznauAnny
umuumwwﬂamﬂm ﬂaLstq‘lﬂmmuaLﬁawmmm (X =3.71, S.D. =.795) LLauiaaaammLLﬁwa‘Lfﬂ
mumnasaauammm (X =3.70, S.D. =.872) ¢1ua1Au

M1319 4 ANULUsUTILYewsslalumsiaunuvesiauinueeuladlungueis 4 IuunausEeu

N3AALNY
w3999l WaAA . Sum of Df Mean Sig.  wWanagay
L wususau Squares Square
wspdladudean  sewinangy 3.783 2 1.891 2412 091 lalusneing
melungu  243.071 310 784
33U 246.853 312
usagslariy JEUINNGY 1.255 2 627 1.044 353 ladumneing
nawaSafuaysl .
melungy  186.200 310 601
3 187.455 312
w393dlaann FEWINNGY 7.321 2 3.660  4.889 .008* WANFNg
ANNYIINIY .
melungu 232113 310 749
RRLY 239.434 312
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1574 4 (AD)

WAAIAIY  Sum of Mean .
w3999l Df F Sig. Nanagay
v wususau Squares Square
usagelaiionauvdd  seminengu 2.047 2 1.024  1.245 289 ladumnsing
melungy 254959 310 822
EREY 257.006 312
LLﬁﬁga‘Lammﬁaﬁiaq FENINNGY 512 2 256 351 704 ladumneing
YBAUNY .
melunqu  225.741 310 728
3 226.252 312
w393elaann FENINNGY 277 2 138 207 813 lalusneing
MIAAUINULDY .
melungu  207.495 310 669
U 207.772 312

* 137809 p-value <.05

[

NAIN 4 Wi Jaunuidseaunisaanuiiusegdannanuiimeuansnsiueg1aidedey

=

586U .05 (F=4.889, Sig.= .008) duussgdlasudany usegdladunmsiadoduauysal wsagsla
vaundl usspdlannilleFeweny wazussptlaannsiauauesliunnseiu

M1319 5 nsSsuifiguanuuanaisvessigsltlumsidunuvesidunuesulatdngusiie 9 Suun
AUTLAUNITAALNLTIUR

w5999l stfuauAniny Alade nguund  ngudes  ngufeunu
wsegsladudny nauUn 8.80 - 2.631 0.980
IGHIELY 9.56 . - -0.864

nauAALNY 9.33 - - -

usegslafuiaseduauysal nauUng 11.0 - 1.700 0.618
AGHIELY 115 . - 0.636

NauAALNY 11.1 - - -

w393dlaannANYImIeY nauUng 9.27 - 2.64 3.64*
naudea 9.99 - - 1.90

nauRAALNY 10.6 - - -
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A1519 5 (s19)
w5999l stfumnuAniny  Anade nguund  ngudes  ngufeunu
usagslaiionaunil nauunf 6.72 - 1.913 1.733
nauLde 7.03 - - 0.589
nauAALNY 7.13 - - -
LLiﬂgﬂammﬁaﬁaq nauUnf 7.68 - -1.141 -1.280
nauLdea 7.56 - - -0.550
nauRAALNY 7.43 - - -
wsegslaannnsmLmLLeS nauUn# 6.93 - -0.930 -1.149
naudes 6.82 - - -0.454
nawuRAALNY 6.77 - - -

* 9137809 p-value <.05

NI 5 wuddidunueeuladngudndiflusglannenuviimeunnsieiundgudninuedid
uamﬂmmvmu .05 aaumﬂm%mumﬂu me%mumsmaauaumm LLﬁﬂaﬂaLwawawu u3994la
MniiloFesanny LLauLLﬁqgﬂamﬂmswwmmmaﬂmwummLLmﬂmmmNQLaummaaulauﬂqwﬂm
NauIAD LazNguAnLNL

N159AUIENANSIVY

INMTANY ANURANAYBILTRdlalumsiaunuvesawnueaulallungueng 4 fideediuse
pamnuussgslalumstaunuaringUssasdniside dail

1. afuseusspelaluwsiazngu aninguszaAn1sidy LﬁaﬁﬂmLLiam‘LﬂumﬂéummaﬂB’JLa'um:u
‘VlLLUQG]’]@JT"G]‘Uﬂ’l’]&liULLiﬂ‘Um{jﬁUW}ﬂ’1391@LﬂZLI meiﬂumwnmaqmLauﬂauﬂﬂm waENFUAANY
mehmm,uwaaﬁuaqmmas‘Luiummﬂ mﬁ]@ﬂﬂiﬂsﬂmﬁ NL@‘L!ﬂﬁSJ‘UﬂG]LL@ ﬂammmmmuﬂumau
Lﬂumwmﬂummawamuawmmsf[,umm LLiaf\]ﬂﬁm’mmammmwmmwawa%ua AWMU
Fadudadondwesnmsfiong aenndesiun1sdnuiaes Bormann and Greitemeyer (2015) Aidnwn
Reafumsian3esmeluny (In-game Storytelling) nanain uenannaufisnelauazusunveaiion
LN aaﬁﬂs“ﬂaué’wmﬂmsLa'ﬁL'%Iaaﬁ’u%é’aavmé’adq@w%waf‘ﬁ’m’il,a'u Sudaasunisidonlesiu
Usgaunsaldind aiee1sunisiusogiauny m@mmmuaﬂmu’[ﬂmimm‘ummamsaumImmawwu
mmimmL%ULLamwussuaqmaum aqmai‘mmLauﬂivmﬂmmmwaasnmmeu%m‘umm WuLRgIu
naduiilosannnisnszrhvesiiazas mmqmammLﬂiaumwﬂummaa maumiaﬂwawa‘lmmalmu
UizaUﬂ’limeﬂﬁ’;“anmmuLaﬂ (Martins, Zagalo, & Oliveira, 2023)

donndeInuNg¥Nsseuin1edeny (Bandura, 1969) é’wumilﬁ%auﬁmamsﬁamquaﬂsiwﬁ'u
(Vicarious Learning) LUuLLSWQIWN@@wmmamamsmmuavmmiaﬂmamLau Immmmiammﬂu
FNTEAUNEN mwaiwmaw,wmwamml,au LwammuLiaﬁw‘uaqmawﬂsmmeummumwmawsum



Journal of Social Sciences and Humanities Research in Asia 30(3), Sep.-Dec. 55-70

66 Sangseesod, P., & Yotanyamaneewong, S

fawnunguissdusdafunaaiefuauysaieglussauanniian ermeduseléd dawnundgs
FoalunliureuiFoudnneaduszneuredn YeUEEMINTIIILUBUNLLALIENIINTINYDY
11 denAdeafun1sAnwIvas Cruz, Hanus, and Fox (2017) fidnwn1sTivieaasiaudisa (Badge)
fugiduivinishaaiodumudoulueniznnzag IwmmwaLﬂmﬂuLLin’lﬁ]mummamauammm JEUU
ma‘umaammmﬂmLaumummmmuﬂuﬂmaumm Hummpadiuiulauninien UERGDEATIEHY
msl,aimL.mﬂmamﬂmwmum LLmuaammLauiuimmmmimmuumamﬂmﬂau usllauiievinnsiia
wmmmmmaiﬂaummm Lsmsmaauma’ﬂumswmmummuﬂ'maumum&Jmmawaa DSM-5 &
fio flaudiunanay Wefususmwiogmsaudiss winueeuladlslmouaussmdosmsiy
ANuTanela 3eANTLAS

msfnwmunslivSegmsadeiiunsldsusisamnasiesnvielinandsauu diawinidn
MEILaENsSIuTe endufumndidulliansafustoyanldesy fauuaunuoinaniensin
1H ’iaﬂﬂU“UE]\ﬂf\] Slattery, Romkey, and Yakovenko (2023) na1211 Wmmauiummmmauauaﬂ
mswesaduanysal (I8sulemuiidonis avautioneta vssquadiSafinuimun a9 fidua
Usgauan1ien1adn 017 annigiands iWusiu maumLma]ﬂmmmmaaauammmmmqm':tammw
uazindemnouansmmdiauislamy Wunhnwnedieuvosmuesuudsnylanoaulad G
gndsnuwIaReunA MseRIUUTIIAUAEATIVDIIEY fuszasdidnuudlansoulaiifieuuuan:
ATAUAINY Lmamm'}mmmmmmmm (Cruz, Hanus, & Fox, 2017)

aamaaquwgmaq Maslow (1958) @1uduarusiosnisausnuas Lﬂumwuwamam
MnusINAuvesdnnse Ui udsBvEnasiofiau Tnlisszuuan sy e siaudy T suenem
Aeidsrusouinsuansooniielalii@nuanuenainnas

2. eAUTEALUANAsvosussgslalulsazngy flaunueeulatiiszdunisAninungusing 9 3
usagslannauymennnssiuussgsladuegrslifiodfnyneada deweusuaungiumsise usegsla
Tumsidunuvesfiaunuiiuismusefunnuguuswestynisdnnuiinuuansetu v iusegsla
dulsifmnuunnssfisefuoddymsediffisedu 0.05 enaeAunelsin fiaunueeulatiiuuliily
mnuddyAudorue Sadumanandnlunisiduny dunadiiedovus waznsiduauisniuay
fvinwzannigalunufudsiddydmivussgsdannenuimeiivualiuuanusnuageradamasio
sedunsEm@nnu1eInusegalady mudouusegdlaainaiaviimees Kahn, Shen, Lu, Ratan,
Coary, Hou, ... & Williams (2015) A Q’LduﬁﬂismﬁsﬁwusLLaswqaﬂﬁmﬁﬁmdﬁlﬁm%’%uz 1N
auasindumindosnisutsiy Wesupuwedluvinwensiduny aenndesfuusegslanielu (ntrinsic
Motivation) ¥84%au (Wan & Chiou, 2007)

mm%mamﬁuaﬂ Yang, Wang, Cook, and Fuller (2023) FANEINSEUNLTEAINNITUNTTZU0
vosdohsalelsn 2019 TeIElAUNIT T UAUauGEINUINIGg Ul launuidaudady
TnalunisisunuuaznsiusunsiunavesdudussornaenuiuiiensiamUssanamn
MSLEUNLVDINULDY ﬂ’]iﬁ]ﬂBJ‘LW]ﬂ‘i‘f}uﬂ’]iLauLﬂiJVliJﬂ’J’]iJVIWI’]EJiJ’]ﬂ Uowadsdanalsifiniu veromsiduiny
Huvanedlus wawseilomansfu aenndosiuenmsveanisininunailsnuves American Psychiatric
Association (2013) nanafie adeAdatulsAMFanviiAnanmsliasiandnuazasinnisniy

Kshetri (2009) nan7i1 9alBudureInsidunussnavmeEnUsemanuald Tavannd
Insatidenenanisutstunuszduiioadn andumsundinuinuedons fusanidedld gUilde
Madunuvesiaudsuuas Sudeunannisuiuneldgety Suudhluninduliuduiun
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AalinNABINITAINYIINIY WagnSudetudalasn U%’U@f’;méﬂﬂ'j%ﬁm (Anh, 2021) Won91nl Kuss
and Griffiths (2012) la@nwnsLan@nLng wuin éumuwLauLLaunumﬂLaLsuamvauaam,aaﬂmml,amwa
ANYIINNY GmwLaummuuuﬂi‘mmmmﬂwmammamwuﬁiummwLau Immwaﬂwmuumﬂmaulau
Ivi@mmmmmummmmammr;gjLau nanafe ‘mmgLaumfnmmmiamuammau W0 ASUIRDUAU
Tl sAuYIUSEINALAT LW ﬁLéuﬁﬁmmmmmﬂﬂlﬁ%’umismzjaamnﬂ’jﬁﬁl,duﬂl’ﬂﬂ

A7UNaN1TId8uAzUaLEaUBLUZAINNNTIRY

d3UNAN339Y

mehmmmLaul,ﬂmaaulauﬂamﬂm waznguinny fussgdlaannidedeseglussduminiian
TOIAIUAD melﬁ]muﬂmaiaauaumm RHGRIET SucumLmﬁ]ﬂwmwLaumuaauiauﬂamam
llLLﬁG"\]ﬂﬁlﬂ’mﬂ’]iLﬁiﬁ]ﬁuﬁll‘Uima81Ui“®U3JWﬂV]ﬁG] TEAUTRNAINAD Lmﬂﬂmmuaﬁawaqmm RGRI
wagramssiunlunmsme LA LLﬁwﬂﬁﬂumiLaummm 6 AU mamiﬁﬂmwmlﬁwﬂﬂmﬂ
m'mmmal,muwwummmemwmmm%au WAZINUAILLANGNTEVINNENRLawNUUNARUNgY
Arunavinty

foruauurlunsiseasasioly

L. yindeyaveansiny dmsugliiSnwmednine wazdnurdemedninenlunisnaun
Lwamamaam‘umiﬂiﬂmmwmmmmﬂuﬂamLam fiwut fusagdladnuninadeduanysaiinn uag
ﬂammLﬂwuLLiwﬂﬁ]muLuaLiawmLfm LWaﬂaqﬂulaﬂwmem’miuLLiwaawqmmsuluwwsuamLLau
Lmﬂmmm'ﬁmmmm

2. Fodriinnuusegelaluntsiaung miﬂﬂwmimlﬂﬂsama:uLmaﬂammmawLaummaaulau
wwﬂﬁumﬂmmiﬂﬂwmﬁﬂumimaﬂswm msﬂm«sﬂLLﬁqm"Laauuaﬂmummmhmmﬂumm e
mwwmﬂ‘wawLLawmaUﬂamLma}ﬂﬂummwﬂmamLau au%m”l,ﬂawqmmimmﬂm

3. dodrindudiuiunguegiadites denalisnsnsinnus (Gosaz 9.6) URGAIENE
Auuaneseefidbeydfgmeaia sadassnnsuanuathiung uazaruudsusaulsivinu 8 Bniia
Audeyannnaulindmaliisnmnismeundusi duusidmivsgndenideld Ao mafimfundy
Usgwng

4. maldenmegsmuanuazmnenaduaivaiivinlisasdmuanuuususliviniu viesna
NSRANLAN miL‘UgSJuL‘fJumiEjmﬁiaﬁJ'NLL‘U‘UfISS“U‘U (Systematic Sampling) tieAaiugTlunsuUa
HANTSIY
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