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# # 6270019438 : MAJOR PSYCHOLOGY
KEYWORD: EARLY ADULTS, MMORPG, SOCIAL SELF-EFFICACY, QUALITY OF GUILD, LONELINESS,
LIFE SATISFACTION
Pinita Promthep : Loneliness and Life-Satisfaction of Early Adults Players in Massive

Multiplayer Online Role-Playing Game (MMORPG). Advisor: Dr. Jirapattara Raveepatarakul

This study aimed to classify Massive Multiplayer Online Role-Playing Game (MMORPG)
players based on their scores in life social self-efficacy scores, in-game social self-efficacy scores, and
guild quality and to investigate the difference in loneliness and life satisfaction among the identified
clusters. The participants were 710 early adults aged 18-35 years who completed online
questionnaires. Cluster analysis and ANOVA were employed to analyze the data. The result revealed
four distinct clusters: the “High Group”, the “High Life Social Self-efficacy Group”, the “Low Life Social
Self-efficacy Group”, and the “Low Group”. When comparing differences among groups in terms of
loneliness, the “High Group” reported the lowest level of loneliness whereas, the “Low Group”
displayed the highest level of loneliness. Furthermore, the “Low Life Social Self-efficacy Group”
showed a higher level of loneliness than the “High Life Social Self-efficacy Group”. Regarding life
satisfaction, the “High Group” reported the highest scores., while the “Low Group” reported the
lowest scores. Additionally, the “High Life Social Self-efficacy Group” had higher life satisfaction scores
than the “Low Social Self-efficacy Group”. These findings suggest that social self-efficacy, both in-
game and real-life, may play an important role in reducing loneliness and increasing life satisfaction.
Individuals with strong perceived social skills are likely to feel confident in initiating new interactions,
leading to higher levels of life satisfaction. Additionally, guild quality scores were found to effectively
reduce loneliness and enhance life satisfaction among individuals with low social self-efficacy scores.
Being a guild member provides opportunities for social interactions and the development of social
skills. Moreover, the satisfaction derived from guild membership increases awareness of in-game social
self-efficacy, fosters a sense of belonging to a community, and received social support, ultimately

leading to reduced levels of loneliness and heightened levels of life satisfaction.

Field of Study: Psychology Student's Signature ........ccocveeiieiennne
Academic Year: 2022 Advisor's Signature .......cccceeeeiennnne
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TuinaregunIMnIeLazguaInidn (Cohen-Mansfield et al., 2009) 913dxalvindINS
Fuas (Cohen-Mansfield et al., 2016) MngAdefiAnwUALlnedIuIL 1,126 AU WU
FuuAumluysEmalnedFIuINgdndd 26.57 auau 91NTUIUYTEYINTTINVDS
Ussinelng 66.4 druau Al 40.4% tnenguiiinnizaumegean leun yaaalude
197U 91858M319 23-40 U 49.3% Tu3udeiten 91g3ening 18-22 U 41.8% Jerlng) 01e

'
a

531319 41-60 T 33.6% wazflgels 91gunnIn 60 T 24.5% (yayBs AN, 2562) B9
wuamslumstesfuammanannsavildlaonsiiuufduiusnsdanalyinues wu nns
MauiInenan miqLLaﬁmiLg&N MINIIUBALN FdansiiduiniupsounsIiYIBUTIN
ANIULAURY (Pettigrew & Roberts, 2008)
Tutlgtumaluladlddunidusalumsldfimnntulasamesumsindedeans
FaannsanasoruldieTuniundumedidn Amichai-Hamburger and Schneider (2013)
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a5uIgIAan NLINaRUNNBWNeSIIRNINTUATRIRY @1usaIuANNINENYlkaENT
Ufduiusmadiny wagaunsadumauiindieadeiuiionayldansorineldluiinatah
TiAansAeansiivaguutaslussanmsdeasludinusedriu nsrudiiuvesnisteds
fnuuazanuaudangulunisiearsesulatdieiauianundlunsitrdnuuaznis
L%Lwaﬁ’mmamﬂﬂamﬁu%aLﬁm%’aﬂﬁ’umaa%’mmz%’ammmé’mﬁué (Bonetti et al.,
2010) TneflAdefiAnwauduiusseningauagnginssuooulay wuiussgdladivinla
Wanisadieanuduiusseniteuanalugluuuesulatfe arudesnislidiugiy
(Belongingness) A1MNAIBINTITAI1USN (Love demand) kazALADINITAINAINITALUNTS

AuAL (Control; Rosengren & Windahl, 1971)



Social Network Site (SNS) 19U Facebook gniunldegreninevinddudenuuay
nanewdudiunileiiddnluiiausedrTuvemans 9 au Uung et al, 2017) AUANURANANYBY
SNS Ao auause lunisadiauasShermnuduiusiinnnedetisnisdany (Huane et
al., 2022) 9310IN15VEULATOVI8NEIAL (Pornsakulvanich & Dumrongsiri, 2013) AU
wanaglanmeaanunsald SNS enutaefudau (Hood et al, 2018) AaUAUDIAY
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ABINIINAIUFIRY wazeiingunazla (Well-being; Huang, 2016)
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Papacharissi & Mendelson, 2010) §saufiswalaluiinvesurazyanatuiuogiv
ANUENRUSLazUNIedIAY (Chal et al, 2019) Aauiianelaludin (Life satisfaction) Ag
NILUIUNITNNANUAALAZNITRITUIANNINTINVBI UL g UELTuAINU TEaUnITal
QANARYBINULDY kaTIINTFIUVeIEIAU (Diener et al., 1985) Humpert (2013) AnwiAauiia
walaluddnluwdagdi1eionudn AANTIUNIEIINIY WU N15e8NARY NTHUFuTusNI9
dspu wazAanssuiitheiinanugy Wy nsvindnetan nunisnaa WuRanssudidieis
anufanelalu®in sAdeluefnii@nuanuduiussening SNS uagauiawelaludin
WU SNS dauduiusnisuiniuaiuianelaludinvesdaeny (Gaia et al, 2021) uaz
Alvgmeuiu lneiin1ssusnisatuayunisdenueeulall (Perceived online social support)
Wuiuusdesinu (Mediator) sewine SNS fuauienelaludin (Huang et al., 2022)

Mniinauisuaiuinsiufduiusnisdeay (Social interaction) fldutag
falugunnumniazanufimeleluiin fsanmuadomaduwesidaiidugasativayy
nsfiufduiusmedenuldlasenaunuiinansauludinaiauisedns mmguisadanisfiyana
wwefuluiineTeoraiduiFossin (Huang et al, 2022) Fa8ngUnuunilsvesnisdeasng
soulativiligauldnuneiion aiesinsnnuazdanmuandenimuizanlunis
Aasedeansiufo madunuosulat

wnuoeuladuseinn Massive Multiplayer Online Role-Playing Game (MMORPG)
Wunssanfuveanuesulauiiisenin Massive Multiplayer Online (Diener et al., 1985)
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ABNUNTIEAUTIWIVNNULAUNUTINTUYSosagiu way Role Playing Game (RPG) e



wnuAlviawaulunmunumeazilosesiinudmuall (Manocha, 2017) Wewnunsiuiy
'3 =} d‘ b4 1 d’lj d‘ o § % =l o
wnueaulatyszinn MMORPG fi inufisiugiauatnvateiiuil Suisunateseevisenaieiu

AUNLEUNL UL U aSinlawsauiu (Barnett & Coulson, 2010; Hsu et al,, 2009) Tag
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LANANNAY kLo usIuiuaE lANaaNSNIUSEANS AN (Ducheneaut & Moore, 2005)
waNANANNALNAUIULAD tntoaulatiusznn MMORPG daflyusasluiuuasdany

v ¢ ! ¥ 1 v

AIELIUNY 91NNTSANEIY89 Anderson (2010) NUINAUAURUSTEWINSEaUNU “BIA15”
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[ o o a1 a J

(Avatar) 38 fagasiiaenuduilunyuaddynduasuligiduingAnssuaunuegia

q @

Y

siawfles oamadumiiounsairsimusneutuslunuuasisadaiuiilvdiauldvanmd
9narnduate sl idunansinwenisdsaueenuundy (Manocha, 2017) uenaini
inwsaulaviUssian MMORPG dudignesnuuuailviinnueindmiunsidunuifissauien
Jaduussgslalifiduanmshufietuiiornisialidisa finseenuuuszuudmiunism
andnisiunguededaay ddaaduliidulssulsraunmsallumsyaneviesiuiieduny
wlanuih lnefianimuandeuiivasadouasuniiidelunisaunuiiteninludinasa

(Ducheneaut & Moore, 2005)
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lunsiaunuesulatiy fiawardsRuuagafiugessnvesiasaseglulaniailou
934 (Virtual world) \Quaauniifiauazlinedivaddianainnaeviawaziaisnali
duSaiewaununariaundiazas Gilbert (2011) ldasuiganuvaievadlaniaiousssly
3 Juanmuindenwuudidsa sesfunisldneuresfiausiuiumnedvsaiies lulanadiou
Faiauazlinnensene g sy lnedomsiseuaiioudiunuveiay In1sldnau
wuuisealng (Real time; Stanney & Zyda, 2002) uonanyinyewazANNEIIsalunIsauy
Wi Jlaudauseuinsldniw unum saudansadsanudserivlaieasdugasuduves

A awv o & ° | a P ] Y ° a Yo &

N5 fduiusuazirlugnisuaniddeunnuivienisiindedulunisvinisialdnsa
(Ducheneaut & Moore, 2005) 91NN ¥YNTLUIUNITABAITHIUTDNANNADUNILADS

(Computer-mediated communication: CMC; Manocha, 2017) lataueliin anuddgues
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ﬁammé’%%maa@éué’w ilvgiauanuisaasadndmnulunula 15N aNsN I uAIY
a b % dy Ql' v Y 1 (-7 o Qll aa a 2 1
wruuazaanunlviaulddemuiudymnaeludings fiauauisananininuaiunse
U -dg{ d‘ 1 2 '3 = a :’1 ¥
naderuunuilloagluaninuindeussulal (Manocha, 2017) laniadeuateluliuey
v d' [} d‘ 1 1 a LY VY
anmuandeuivasnsdelunisdeassenineuana nslilamednunaznisldtoninulunis
AnsiadeansyinllauiinnaiAnieIiunsneundu (Ducheneaut & Moore, 2005) Aty Tan
& a v v a | a Yy T a o o
wilauasalditiunddigiglunisiinlenialvgiaulaidnsiuianssuniedang uagiaun
Vinweaudauds q wazsiluanunnmuizandmiunisasisnununiedeny (Social
capital; Granovetter, 1973)
INANMBINABULAzTATeNNANULaRslAUINLRaulatUsELAN MMORPG 1u
WuRUNNIAMUTLIzauLAn15a9a15 @319lanatarantasinnlunisas1amnudunus
(Sergeyeva et al., 2018) WdaliuAAalseusNAzassauaulalvituaues nsldeinis
Jusunutuilidiauaiunsannaesdig 9 Tunisaununld wu nisaeuauy Fausun
AanaNINIIBanANNEssluANaNmMAILAz N UsEgNAldRuTInUsE 13U (Ducheneaut
& Moore, 2005) 31nN15ANEIUBY (PUANGPLUB et al,, 2017) wulinissausnuesulal
Uselnn MMORPG dheiaiunvinweaiunisunlatym nisanaula n1sussauanuuaznis

doans Fan1smuTinuena 3 audasdieilinissuianuaiunsavemule s uday

(Social self-efficacy) ﬁwuw%w%iuﬁu (Erozkan, 2013)
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medenuuaznisadadinsnmlug (Wei et al, 2005) 1unguadiAgyaesmginssunisdeny
YBIYAAR N1TTUIAIUATOVRIMULBIA U IANIINARE1UINAUN1TUTUAY (Psychological
adjustment) LazawIN1IY (Matsushima & Shiomi, 2003) INUIVBY Gazo et al. (2020)
wuhmssuiauansnvesnmesdudieudiruduiussauiuanusn uenaint Kim
et al. (2020) FanunisFuiauasaveInue U IR uAILUTEAINIEIZNINE SNS
wazAuNanelalugin
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Aeadulszifui Tuduresdsa inueoulatiuszian MMORPG IéiUasusUuuunns
fndod0a159INN15e A ULUUNUNT (Person-to-person) Hunsefusenineiiasas
(Character-to-character; Whippey, 2010) n1sUatsdnuluinuesulatiszlan MMORPG
yrlsfiduuansoonuansnannludinedeld uasdslifdiudeseny Wend satoums
e nazsusuludsny (White, 2006) Uszaunisaifldainnisiauinusouladussian
MMORPG silvigiaulsiSeusuariiniurinuemsdsauiianusaldludinass (Robson, 2006)
W%@Mﬁgﬂﬁi"sﬂLﬁ%tﬂﬁ%”]ﬂﬂ’JW@JﬁUIR]IﬁﬁUéLﬁUlUﬂﬂiﬁﬁ?ﬂfimiuﬁﬂﬂﬂJ (Ducheneaut & Moore,
2005) uenaniSsdenAfeinuhiidunueoulauszam MMORPG fimnuinniaians
d9Aw (Social anxiety; Martoncik & Loksa, 2016) lagAuien (Martoncik & Loksa, 2016)
fosnindlewieuiuingss lushuvesmuduiug fiauiduiuiiouludingds finrwain
AULnau (Manocha, 2017 Whippey, 2010) Tuvaugifeniu fiauaunsnaiiaauduius

1 o

Tnsiuaginuanuduiusisellutinaiald Sfiaudwunnifisnmeululanseulatiie

(% (4 [

MBUANDIANABINITIUNSHUJdURUSNI9FIAN (Whippey, 2010) Cole and Griffiths
(2007) nanenudiudesuladifudemslunsnaisaymiionsyansiuifiouvionu
Tunseunilailsl ilesannlulanesulatidumsyansduuuulndsfnu Giaenadosiu Yee
(2006) Anuigiauvenamdursedamdmialmieulunaldiuy uay Williams et al

(2006) wugdunaneiuieulufadinetudymdiudluiiinslguenmiloainiseses

LAY
TnvanwagveunuesulataiunsaeduiglanisnuiAnaes Third Place (Oldenburg,
1999) &1 Oldenburg (1999) lél¥eflenuves Third Place Tndufiufiasisaeiilddmsu

v 6 U 1

A jav & ~ P o A Ao < Aay
mimﬂgauwuﬁmaaﬂﬂuamﬂmﬂumﬂmi NUDNWUDANUIUNTDNVINU LTUADIUNTIRAU
LYY a a a I 1Y ] oY Y . < [
UIFAIUAINULNDANUNAALNAULIUNAN LFU AW S1UNLN WU Third Place \Juaneusynd
% g v Yoo I3 Y} a 2, a v Y a
ﬂﬁaswﬁgmumiwmmgaﬂﬁuaamimuﬂmm UANULYUTITUYR LLasmzauImﬂmmi
wanseenN198151al (Oldenburg & Brissett, 1982) lavaarunnislunuesuladussinan
MMORPG 7iimsngauiun1snaneseninaindnaaieniu Third Place Wude “fan” (Guild)
a ¢ a Ay v v A W ¢ A& A | ) .
nan ﬂ@ﬂﬁ‘lflﬁLﬁ“lJi’JSJG]’JﬂuLW’eﬁUNﬁUiﬂU‘UUMi@LW@UﬁQLﬂﬁﬁmmﬂiﬂﬂu (Rossi,

'
1 Y

2008) Usgnauseiaundn (flauiidutan) uaziauild (Ducheneaut et al, 2006) Aast



I Y 1 = 1 | [y a s [ o/ a
uutladunaneUszon uwsazUszsandidhuunglunisiaunanaieiu Aasauiadndnaziin
1 d‘ Aa a A % d‘ U U a U a 13
PnnguiieuludInaswsensaund lngavaulasosdnuunniinisusmsdnnisngluian
TuruginanruinlnginazAean1In15UInIsInn1sAaIniIntIfasn (Williams et al,,
2006) ANuvaInvatgvesiaminligiauaunsanHufannngaliusURUUNSIUYIe

v s [

Hdvvosiesld nisdsiufamduwnunanlunisiufduiusniedsnulunisiauiny

=

(Whippey, 2010) tasnmsidnduandniadinlidinslineuiufiaudugs In1sdhdny
LLazGLﬁUszaumiaiﬁmgﬂamu (Odrowska & Massar, 2014) nMsiluaunBnfasdanudunus
\Bevanfuanuuiuies (Sociability) Tneauiteglufasiuuiliufiazdidiusslufanssums
#9ANLINAIT (Shen, 2014)
mavisaduanndnfaduaznissaufeduihnsfanelufadseuiieulatunsineudu
finludIna3e 49 Katzenbach and Smith (1992) Ttddowly Tndunduausiuiunied
rufuileusigeauszasdvatmesuiu Yaanyanasglinaraidunguaunitagiinnm
seuflzussqtihmneiioity fmsadseniunsaiuasssyduneunsduiunislunisudle
Hayyn naensuatiuayunguiiloussatimine (Tseng et al,, 2009)

Tnglunsviau mssudmnuaansavesnuesudnsdielindnnuiiauilely
msudladym msevuzauiinnds waznisidueisuel (Bandura, 1997) wasduluda

[

dagylunisadsussenialunisineu ddinadenisiianusmienaznisidiusmlunig

¥1197u (Loeb et al,, 2016) Tng Luo et al. (2019) wuiryanadiinisiuiamanisaves

1 IS [ v 6

aueIudANge azingRnssuuandliiutianisivinuen1adenuid wu duyveduiush

9

ho))}

nANAzSUAUUNaUNUN Ludu ludnislasunmseensunaznisianiugnedenues dowa

yanatuiianuiienelawasduszdnsamlunisvinnu Wednwiluyuuesvesian 310

(% [ s

311378909 Ang and Zaphiris (2010) Nlawusgiaulufanainnisiidnvaenisiugduius
(Interaction style) uara1ulnafinluinIedneg (Network properties) vagiduiuiiiousy

a 3

fad lneuuseantidu 3 nqu laud diaundn (Core) fiauianans (Semi-periphery) wazy
\wusauuen (Periphery) nulgiaunan viserlauniunumlunadas ddiudiglunisvens
Wnvadian lnen1siinnuglsmasuasdauasumnuainAvoifiantun1siuauRusnig

[ A& a v W J v = ¢ a ¥ 1 a &
Fapududing lunendunu IL!ﬂEjllfé»ljLﬁui@UuaﬂUNﬂUN’ﬂqG’I‘Ui%ﬁﬁﬂL@EJ’JIUH']iL?JWﬁ’JiJﬂa@IﬂE]



¢ Y d 1Y)

Yo o a ¢ a ) v A a
ﬂqﬁvLG]ﬁU‘V]iWEl']ﬂﬁ‘Wi@Naﬂigiﬂsﬁu‘f\]qﬂﬂﬁﬂLV]TLJU GUQEJ’]";\]@HNWUVLGYJ’]NLaumllﬂ']iTU

CaNle

=3

< a a 3

ANENTIvRIRNWEIUEIANEY Wedsauduanndniad szanunsadluilungudiau

[ s

(v & = a I3 o 25y =1 a o (v Q" é’ | @ (v
nanvivedunumluiangs vilulasunisiivfduiusviedenunuinay egrelsinu Yade

Y

danluniseanainias Aeauldienelaluian (Williams et al,, 2006)

o

Anufanelalufadvesiduaunsadnlinnauninvesfianiussluainiaigiay

Tolunan Auianwelanunisvinfanssuunsaddlusiunuiauluian srudauselevilnay

s

UsgAnSnmnlasuainn1siinusindu 339nauiddenudt mnglausuinnninvei angs

Y

U 1%

WulrTuitansatiuayunedenu (Social support) 1 q?ﬁumalﬂiuﬁu Tuvaz ALK

ey

YOILAUITANAI (Kaufman & Zhang, 2015)
Tugeaniunsalnsunsseuinvedladn-19 inyeaulatyusenn MMORPG lasuainu
aulauazliduudlauuInTu WeeInnsindaluganIsunsseunvedlsa Grinyer et al.

(2022) laAnwudgrfivguanvvasiiaulugianisunssyuin wudnny World of Warcraft

1 1% [

PrgliiauasisnnuduiusniauALasinumie LagdigussnIaNIanmuauia

Y

Yo

1NN1558UINYLAIRN-19 Tumadelny Kleinman et al. (2021) wundauldnaingsiedu

Y

[
a

Tununawnunisyinnainssie Tuluddnasedutiwesnising wenanndl Silva et al. (2022)
Igimunannasy CrowdWire filddusunisSeunsevinulugisnisszuinvedsalaia-
19 lnefuurAnuiannnusaulatdsginn MMORPG 1ag CrowdWire tunnannesy
(Platform) 91 ”I, Fosadreormsiiusiunuvesnuoanasd Uty ufiaiouaseiiuny

wosSsundeaniuiivhou e luudinmsinuvesanrlesuazdiunnuauasadundn
Welrilalesudszaunisalfimiloudumsiiu fiuiusuludinasanniian 1wy dusduey
1né’w%1ﬂaaamisuaa;ﬁ%ﬂuﬁumwﬂﬁ@m?{mﬁw%Lmsﬁummwzmq FBE UMY
unAulagliaunsayanefuld sudanmsiujduiusiuaieddsing Tuan ity 9 wWu
annsanafinsgauiioldflaidudon mammﬂuumumuuu 7 1¢f @1 Silva et al. (2022)
nanrinsiufdutusuaznisieansssninadaudunyuandnuesdsen ddumaluladis
Hududdaisdnndusudniluszrinmsunsszuinvadain-19
Mndinanandedu inueesulatuszinn MMORPG uarlaniafiouadsteatvayuy

' '
a A

Minweneaudenuvesiauaoud1eunn wituruziieriuinveanludinasediodudd



10

Fudulunisiaunuesulatiuszinn MMORPG wufiu i 2 aunfgiufinaateduyuludingss

wardenlasuannnisiauduwesiidn lag McKenna and Bargh (2000) t@uei1 duinasiiinag

¢ o

AegayAAaNIlALMeT HesnBuwmesidniiauanseienisdiauinandnluiiinass

v
Y]

a d' A o Aa o v a ~ a DA
LLagﬂJgﬂLL‘U‘Uﬂqiﬁ@ﬁqimL‘ViﬂJ"lgﬁﬂJﬂ‘Uuﬂﬂa‘WN NYENINEAUUDY allilmﬁ']uulﬁﬂﬂl@'ﬂ poor-

get-richer model” luagiz?l Zywica and Danowski (2008) ﬁ%ﬁuaﬂmm@gm%adﬂ “rich-

Aa vy o

get-richer model” na1fe AUNEAUUMN ALLasinyenedrufogudazlasusylov

1NTUINNNNITADAITHIUD UL DS LTI

6

nuwltuanumaiinduluyssnalnswagyunesiudiauveunuseulad

Ya o L

U5260N MMORPG $2u89auu@giuss 2 9196w gadeladnwiiiuiuiieddunissus

&
54

ANAINNTNVDINULBAUFIAN AU Aduitenelaludide uazinuesuladussian
MMORPG uaranitazanansaudsnguluslndvesdiauinuesulatiussinn MMORPG 31
ANANYBANAA N133UIANNAINNTIVBIMULBIR LA IALUAINTT N13TuIANANTAYeS

AULEIAUFIALTULNY LBUILNANIAULANANAIUAINUM LA ANUNIND T TUTINUD ILe

(% ' '
= = Y va ) 4 a

aznqu waznduluegrdvimanisideluafidazddrutrslidnviansedenisiiy

Y

Ufduiusniedeny saufisseenisnmsatvayunisdaulaivniadontunissnwivsoiuiy

[

AUABINTITVBINULBIAIUAIAY LB LULASUAMA AU IANNATY

wuIRALasNgEfiineItas

a

AidvaulanazAnwmanumnnazanuiisnelaludinvesiauinuseulatlssiny

b4

MMORPG %38 Massive Multiplayer Online Role-Playing Game H1U % 1940155V 5

[

AMUAINITaveInUeInudnluntoaulatlazludIngse wazaunInvediad lneas
thiausinAnLasguiiAeted ot
1. nueeaulatuszian Massive Multiplayer Online Role-Playing Game (MMORPG)
2. AMANYRLNan (Quality of Guild)
3. MsfuianuaEnsavewmueInudiAl (Social Self-efficacy)
4. AU (Loneliness)

5. anuianelaludia (Life Satisfaction)

6. Tudlwgimoudu (Early Adults)

Y
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1. tnueaulauyszian Massive Multiplayer Online Role-Playing Game (MMORPG)

nuepulatuszian MMOGPR fewnuiigiauduunnidaneglulanialeumeniu

kY

[

Tinswenssiuiu diauunazauavarnunumiduiasasimviaienagyssluauileises

Y

299NY 1PYLARLAIALATITTNINGYE AINUAINIT LAZUNUIMNBLANANIAY AILEAIUAINA 1.1

4

diauansaavanaUsraunisal 1nen15vinn1snanig ¢ saaasluning 1.2 famisavinla

54

(%
1

Fhefesviotmfiuduiaudy uenanifiduaunsodogunsaiing q wafiuanuanuse
vofiazas szuuluinuinissesfunishndadeasvannuateguuuuisnislideenu Fadiia
n3AuiunnAY (Public chat) n13Aetungsl (Group chat) uagn1sAgdud (Private chat;
Ducheneaut & Moore, 2005) fauanslunnd 1.3 nsldnulnsdnvaundumesiinmie
38091 Voice Over Internet Protocol (VoIP) n13Ansier1ulaIav18m1adans (Sodial
network) LagnN19199NA U (Kaufman & Zhang, 2015) Oldenburg (1999) na1211 Ay
ooulatiaunsneSunefeuuiAnues Third Place nanfeiduanudingauaunsoumuys
AAulu < WisImiTULiewAN (Kowert et al,, 2014)

2 1.1 9313UAY AMANTAYEIDINITIINAN Ragnarok

[ v 72 rKnight Ly, 44 (Exp.28% ©

HP 6201 /8092 | SP 186/220 | 10,721 Z

HORSZEES ¢ "

=02_-24

‘e Yawimirmis
'.Qﬁ +5 Helm

o®
Elven Ears 4

+6 Full Plate g

! +7 Very Very

di Tron Cain

&H Very \/ery
Strong Da..
+5 Manteau +5 Green Boo

Q Matyr's Leash é;g:"f]% Matyr's Leash o

‘e (1)1t o®

Str 81+6 10 Atk 202+21 Def 45+66
T Agi 9 +5 2 Matk 2~2 Mdef 0+2
5 Vit 56+100 | 7 Hit 97 Flee 86+1
Int 2 2 Critical 2 Aspd 172
Dex 21+4 4 Status Point
Luk 1 +4 2 Guild
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A9 1.2 N13910190MaE N3 LA TUYEITINTAA 1T U IaZATIIALNL Ragnarok

BB LY 11 Swordman 1LV 1 16xp 60% @ . B LV 12 /Swordmen e el 2 ®
WP 152/152 | SP 32/ 32| 0Z 1 0 HP 1421166 EXESS = 1 -

nIN9 1.3 n15Annedoa 58 lunNUaNUNINnaa9TER 11U TUNYT kAaLNADYTaAIIY

§9Ug29774n3 Ragnarok

HP 78827882 | SP 217 /217 | 93232

: Muanuavswia dILus

Wnai,... 8THEY ¢ s livsan
Ay

J
AU AT AR

TUIRENG,
uithu 2 win

nnsdunanazidluldiusailuinyg World of Warcraft (WOW) vee Ducheneaut
and Moore (2005) wui1 nueaulatiszinn MMORPG uifuiifianunsaldlunisdous
wannsdoasfimngankusannadensoulal iuaouifimunganininisaiianu
edenal (Granovetter, 1973; Marton¢ik & Loka, 2016) fausiinnsseuiniedaauazlyly
Hvnendnvesnueoulativszam MMORPG uin1sideudmedsaududsiiinunasaian

Tunudszanil Wesannisesnuuunuesuladuszinn MMORPG HullosAusznausig & 9
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1
A 1

Wwasensdndenn wu nsasienisiandewinlungu nisadaunuimuesdiazasiides

=

flannifu s2udaniseenuuuiiufigueu Ducheneaut and Moore (2005) wudididuldiaan
dulmylufumsseulardeglunlaglildlumsfvdefuana uifiauerntedluiuii
ffiduduaunavietunguiiounesiaies uarlivaanaidlunswnaefugdu duansdy
Al 1.4 Fanuesulatvilifiduivhdelumyanedunasana Wy nmsaudlushnisia
o¢lsun viseazlihnsineslsde uaznsldormsidusumilumsioasasdisanauidies
Tupnudumadlunsyanevienisdindsn Wy maiauny Tuvaziderdunsldemsidy

wileunsUnadsinudglsasnnnuidnuaendelviungiaudneie (Ducheneaut & Moore,

2005)

ami 1.4 anmwnaeuluniseglunuiyuruluing Ragnarok

2. AuANYRsan (Quality of Guild)

o))

fan Aon 1sRausInAInuiaussaidvuiesiudy dswandluning 1.5

Usenaumegiaundnwazdiauiilulnewenainainudlunisiauiny (Ducheneaut et al,,

v

2006) Aasdnuniidwdglunisvinaisiafienn uasseansnisiawlunguiielinisiatu o

d1159 nsegduazussailmunesiuiuvesiadviibiin Tmusssuilaniianzasdu (Rossi,

a

2008) MatiuNI5IANISNRNITINTNAanIndudiauBnianmaanis (Williams et al., 2006)

Aanddiugaglunisuimsianisnalminiilsgege Wesinnandunsnensiiiesdns

'
[

Weafignddntuiny yndadtununuisdniaslngdnasiiuilunisiausindusening

aundnfinuszauauianssuvednan (Rossi, 2008) Fanamadabiinnisiaiusinlufanssy
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[

naudsazdvdnasubiinanuluiuewaznisddmulaglddealuauidnduuinould
(Williams et al., 2006)

29 1.5 a19nY99AaR 91040} Ragnarok

Y

dandnduronisusrauanudisaludmuneindlivesiiufie nsfiaundniuazidile

TuiinBeagAUAINNTATOIRIAZATIU UNUINTBILAAZAL a1unsaaiduaudIAglunisli
ANMUBELFBL N UTIUAURILUNUMBATNLNALS daulingdedeiuway wasiinnsdeansiu

aeludin (Liao et al,, 2020) elldiusiuiungunisdeny yanaduwiliuagimuiniy

'
(Y} = ! v Y

NNUN198158al (Emotional attachment) agagligiausuiinnueadudiuniwenagy

U U

(%
Y Y

windNegsenvefantuduegiun1siidiusiuiazaiuyniuesaundn (Odrowska &

Massar, 2014) syufaanuiisnelaveslausaianme 31nnuIdeves William (2006) wui

o o
§ v v v

Yadudragylunisesnannian Aeanuliiswelalufan vsnuinguszasAvesian Fud

q

(%
o LY

wazhu datununmveaiadasdudiimunimaanuduiuineduveaiauaziluly

ee

Tumsuanuseau (Kaufman & Zhang, 2015)

3. N35U3ANUANITAVBINBIAUETIAN (Social Self-efficacy)
mM3suianuasavesnuenudsay gnieulivainratsanumung Haeude

Talumnuaiunsavesnuieslunisidiusiuiudirudssndunonissnwianudunus (Smith
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& Betz, 2000) m’mL%amaasuamﬂﬂaiuﬂﬁL‘%uﬂg‘jﬁmﬁuﬁ‘maﬁmuLL@zﬂﬂiﬁ%Nﬁ@iﬂ’]Wimj 9
(Wei et al, 2005) 30 Aausiulaluaruaiuisavesnueslunisiufduiudniedany
(Erozkan, 2013) Ingyanafiinissuinnuannsavosmulesinudanugsiivualiuiiozaing
wazdnwanuduiusnsd e nUszauanudSanasilenatesfivsnuiuaume
(Jeong & Kim, 2011) Tngaunsaaguladinissuiauaiunsavesmuieswnudeng Aoy
doruluauauisavesnueslunisadimdesnwanuduiusnisdeny Jeone & Kim,
2011)

V. ¥

lun1s@nefgITewuainisiuinnuaiuisavesnuesitudinusendu n1sius

&

ANNENNNTIVRIR LRI UAPNIUTINGTY warnITTuIALaTavesaes Ul luny
Taemssuiruanunsavewmuesinudsanludingss fe msfiyaraiianuidestiulunisaina
wsasnwmAnuduiusnsdnnluiingss uaznsiuiauaunsavesmueInudauluny
fe Msiyaraiinudeshilunsiidusandudeanlung Jufadestuanuduiussening
yarafiintussuitenindwny Tned 2 auufgiufiosuienissuieuasovemuesiny
daau v nMsiawnueaulal laun
1) auufigiu poor-get-richer fugIULIINNgBFN1YAENIITIAY (Social
Compensation) 484 McKenna and Bargh (2000) #itauedn Qﬂﬂaﬁﬁm’m%mﬂ
ﬁ’qaamqé{’mmqqﬁammmmiamaé’muﬁﬂ Ingunfnarasiilyninunisasng
auduiudidewmafudauludingds viliyaaamadldanuduiuslulan
soulatinvawenisviaaudiuslugingte lagldlenmalunmsadrdaululan
ooulauiifiamidssiannstadsnuunvawelonanisdanuluiinads
(Campbell et al., 2006; Kraut et al., 2002)
2) @uufgiu rich-get-richer ¥84 Kraut et al. (2002) 1ausin yaaanagldsy
Usglewdandsauesulatuin Aeyanaiiuszavaiiudnialunisadns
auduiusnadieuiiAatuludinasadundn Tnsyanawdiiagldinudu

v 6 [ a

goamalumsiuduiusnisdinuuiasfnsefiugouianiuanlugingss
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4. A3 (Loneliness)
Anuwa gndleuliluaneyutes lnganumeninduainanuidnitnuesnianis

{ o v 6

o/ 2 a ! (% = ) ad (% ! Va
atuayunadnutarnIsuIansinseiuiieunsagfndunusiued1elnddn (Gray, 2009)

o

v

AslAsuNSAnRani19dany (Social contact) Yaaninvsslifwinfeanis (Burholt & Scharf,
2014) wazsingnilenwin WudszaunisaliBsauiierfuaunmmsoUunauesnnudusiug
¥o3yAAa (Cohen-Mansfield & Eisner, 2020) Cohen-Mansfield and Parpura-Gill (2007)
szy 3 YadeiiliAnaumn lud 1) anumsaliudanedes wu msvalenalunis
wWrdamy 2) Jyyonugunin wag 3) anwaen19@anIng) W n13ivinweniedeny (Social
skills) o won1sanAIUINTFUIAILANANT VBRI s LAIAL FannsifiuU faususne
gaau (Carmichael et al,, 2015) LagNISVLIULATBVNENINFIAN SINDINTSHEIUTIAVANTN
Tumseunsitiganauwals (Cohen-Mansfield & Eisner, 2018)

Tudendanwiuselevdannmsaunuesulatuszinn MMORPG AUAIILAIINUTN

LAUNTANULA NI 9DINTTUFSEIUITAU LU INALN UMW TIruTuTInaS s e vne U

ey

Ingnsiidiusuduiiaulunuazgisiiunudnnisuinlinuies (Lee & Jeong, 2017)
Wulvlumadeaduiunan15338ve9 Kaufman and Zhang (2015) inuinaudlunisiau
WNUAUATOUASILALLNBUNIL NN WAL IUTINTFT SINDIALNAALNAUNLAIINAITIAULALE

ANUFURUSNIaUiUAMIMA wenantlnunindannassyilidiaulasunisatuayunis

darnganasdiganAumlea

5. anuiewalaluddn (Life Satisfaction)
¢ aa a o’ vee o AN 1 Aa

Auianelaludin gnilenudn Wuanuidaniiyaraldedinvesnuadunmsiy lag
HIUNTEUIUNTNIANUAALALN TR TUIAMNNTInvaIUdlagUsEdlivanUseaunisal
9ANARYDINULEY UAZUIATFILVDIEIRY (Diener et al,, 1985) Fuluiudsddgiiveniaae

o v v v o w & = Na A

Agna agveuliiulaananuaviazingslavesuaraiiy q anuianelaludiafiaainns
- Y o = Na v Na =
Nyanalaviaudivany n1siinugludio n15AUNIANUNLIEYRITIR Lagn1sl

ANENTUEN19FIAY (Lee & Jeong, 2015) uananilauianelaludindsavvioulmiud s

anmwandeuvesyanadndululuniiifnseldd (Huang et al, 2022) arudianalaludin
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vousazyARatLTegfunudufuSLasA U UNadaau (Chai et al, 2019) Tadsn1sius
ANANYDINLLBILAZNNTTUIANANNTOVEINUDIAIY (Lee & Jeong, 2015)
Tugamesvesnueaulatiuszinn MMORPG ffliuidesiurutiosi@nuiiendy
aufianalaludin egrdlsAmuienddofinuinadunuesulatiuszan MMORPG tu
danasiavunedeny wagdanuduiusiunissuinsatduayunisdeay (Kaufman & Zhang,
2015) swdaduanndinviligauldiinsmudziuaseunsh ilounsenuuannii daedis
n1sfudusiusniedeny (Kaufman & Zhang, 2015) Fevianuadudusulsiviodaasy

ANMUNIND LA L UT IR

6. TorInainaudu (Early Adults)

! v v o

Jerlneymoudu vunefsuraaniiony 18 - 35 U (Juiefisaniediaunseuvianiu

o

aftyan o15ual wazdany (Harvighurst, 1972) Wuleniteuinsiding adnaseunss uax
SuAUUTENOUDNTN (Harvighurst, 1973)
Todlngnouduagluduiauinisdun 6 vewmguwauinisnisiadeny

(Psychosocial theory) ¥@4 Erik Erikson aiua aaulnaganseainuidnlaniien (Intimacy

¥ '
(Y % U =]

vs. isolation) Tuthedellyaraaeiinminnush anukniy iievniinsaiwitatinauy slasu

9

v v

fasaniuasazludlng nianuduiusiuuliideweols uadrvindnsnmidunsay

Y

naneiluymnaififmeoaniiisandiny (nys invugy was audld yyussay, 2561) luvued

[

[

Suuieudusuusddglunsinneanumanludn ludsiedlnanoudusuusddny

Tunsviunganumandenunmvediion deannsafinnsanainmsléunsativayums

Fip audiueniivla (Empathy) wasanudladetunasiu (Qualter et al, 2015)
9n9uAferes Patry et al. (2013) wuindlvigony 30 Youlvazthmsatuayunis

dendlunulugrgiunisiuinmsaduanunisdanuludiniss wagnisiaunuesulatussuny

MMORPG §atigiaiuinisauauelsual vinlianunsasuliafuanuesentudinaselauniu

=

(Caro & Popovac, 2021) uenaniluvaeiaunuesuladilauazinnumanuasainuion
A8 Y08aIn TIN5 WnedANUFURUSAUNISEUA UL aUNS paNTNluAan (Martoncik

& Loksa, 2016)
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uATeiiRgates

TunsfuaiuasAnvuisituinuesulaiusznm MMORPG tu fvansauided
ihiauefsusslesiitldsunnnsdunuesulaiszand

2INMsANYIVES Whipey (2010) AR Elau World of Warcraft (WoW) $1uau 50
AU 92901y 20 F1 29 T nudiauduunfiendieululanseulatilonsuaussainy

¥ IS a v v s 2 dy Y Y o1 av o Y ! d‘l
G]’ENﬂ'ﬁiﬂﬂ’]imﬂﬁﬂMWUﬁVﬂﬂﬁﬁﬂm UaNANNU 54% ‘UENE‘\IJLﬂ']i')llﬂ'ﬁ'ﬂﬁ]ﬂUﬂgﬁﬂ’JWLWQHSLULﬂN

¥
av A

Wisuisulaiuiieuludinggs Fawansiveildululumasenduiv Yee (2006) fnwily
Fogueny 18 fiv 22 U nudgiauventymdiudivisennuaulviiouluinuld Cole and
Griffiths (2007) na1vinisuanedaminasedanerayeaeivauluaseunsmseveuludin

Lle wifinnsyaneseanarilulanseulateradunaunainnstadeinululanseulad

a

& [ ' [ a fa U v &a [y
wBNA1NY Shen (2014) ENW‘U'J']ﬂ'ﬁL“LJ‘L!ﬂ@J’]GUﬂﬂa@]llﬂ']'111ﬁﬂJWUﬁLGEN“U'Jﬂﬂ‘Uﬂ'J']llﬂ’]ﬂﬂiﬂiUﬂ'ﬁ

a

dndsen wazdaunuaundnfantuwildunasiidusulufanssundsauunniigiaunl

WuanTnian wonanflannsuddeues Caro and Popovac (2020) la@nwiieatunisi

v 1

wnauduigaelugisiiyarawewanisalieanaiuin (Difficult life situation) Wy N3

Cdlﬂ

WwoanuNIinAnAIen lnetnidulafnwilugiaunudiuim 667 au 01gsening 16 s 64
IS ! ! IS 4 1 % Ls a v A [ % a

U nudmsiaunuiivuildylunisdieinuinisaivauesunl uagiinnsulletuanuiaien
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pouvatenuln ANuenelaluAudunus (Enjoyment of relationship) AUseliiuainnig
Y a o ] Y o1 W a o ~ aNa a ~ A
Suianuatiniusenirsfiauivaundnlunseunss diowludinide wazioulunuiiauwny
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areny Inguiniarunanalaluanudunusasazdanumanluszauni Tuvuzifeadu

Y

v 6 YR

anndeuniglufas Wy Anuduiususenstiufduiusaelufaanadanuduiusnig

auiuAMUIRUAY Nan1ITeNlaanAdediUNATEVI Martoncik and Loksa (2016)
L= I a (7 ¥ [ ! aa a LL Y

Wisuigupnumasazaadaniuaiudausenindudinatuazlanesuladlugiau
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WoW 818381313 13 11 50 U nudnlulanesuladdiauiinnumeiagainuidnniemanis

Y
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Ferutlooninludingss Tnefinuieadestunisiausuiiounioaudnluias soudanns
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Uszlam MMORPG  Aemsiiufdustusvioniseansiugpu dadululumadeiufunuses
Visser et al. (2013) fifnwIAMLMIRAYALEINITONE AN (Social competence) Tutfin
919 11 fia 20 U TnglFeuifisuseniadniiduuaslsidung Wow wuiinisiauns Wow
lifinalnensamenNuaINnsan1edInNLarAMme Lagssesnatlunisiaunuliiinans
ANLANNTONNSEIRLRAE ALIILAY uedsTiBuladefivialiAananisdanainnisiay
NN WoW aAdNu@Idnsan1aaaslayAIIuen Ap miamda%amﬁwﬁmuﬁwmmmEJ U
nshnasedeasiuauntIeTe wineAbegauazUsTme 9nran1sAnwuandliiiuiinig
Ansedeansiugauiivainnaneianuduiusnisauiuanumandazefivaunneialy
Fosula
yenanddaiidniteidnwnufianelaludianaznisidunuesuladusyian
MMORPG isenguriu lng Lee and Jeong (2015) laAnwanuiswelaludiinluauiauin
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439018 16 83 59 U lne@nwiluguvesnisiiunna1venues (Self-esteem) n155u3
ANUAINNIAVBINUDY (Self-efficacy) way FAUNUNIEIAL WUT FLEUNIUAMUAIUEINLDS
geariianuiianelaludinme uwivnndiauiinisfuianuaiunsaveswmuedlunugausvinng
SuianuanunsavenuedludiIngds ssnuhianuduiusideauivanufionelaludin uway
AN =4 o 1 a = Na LYY av
nugiaunauyuniediatgeazdisiiuauimelaludia luniainduiuanuideves

Biolcati et al. (2021) Anwigiduinulaeiongiade 27 U Neglunguiluuiliunavininy

HaN1TITenUIEunIANLiwelaludnmdunldunisaunuguiioininueaulal
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AnaAulusulIde
1. flvgjnouduy e fitegdusiiAnauisiuiinouuvasuniuseuing 18
99 35 U mumngeisuinisves Havighurt (1973)
2. A153U3ANNEINITOVIINULBIRIUAIAN NUBTY Audesu Tuswedluns

asansasnwmNuduNussdIrunalutInasawarluny nglunisuseidiunng
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Susanuausavesnuesnudealudingss Ideldimuiuinsinnissus

Y
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AUEINTOVDIRULBIA U IANTUTINRILLUIAAYBININT Social self-efficacy
in real space (Jeong & Kim, 2011) LLas‘UszLﬁums%’uﬁmmmmimawuLm

audinuluinuaientnsinn1ssuianuaunsave sl udnnlunuy

N

v W

WHAUITUNINLUIAAYDININS Social self-efficacy in online Jeong & Kim,

e

2011)
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AULANANAUITUA L LUIAAYDIUINS UCLA Loneliness Scale Version 3 984

Russell (1996) atunientng (uns WAUNISUE kay aue 29dUn1Sud, 2563)
= Sa = a aa dy

AMUNIND TR IUTIN U N1TUTZIHUANAINIINYDIAULDIVUNUFIUVD

AUL9 (Shin & Johnson, 1978) @sUsetiuauianalaluTinlagunnsInAuLnNg

1%
v

walaludIn g Ide M unTun1uuwIAnvesuIns Satisfaction with Life Scale
(Diener et al, 1985)
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1. yarafiidnuinnisatuayumsdsauidnlefiinsldinuesulatlugiustesnmils
Areiiiunisuinsidudiuniwesdenuuasdanlaunisatuayunisdanu i
wniu definaftuguanemedauasaufionelaludin
2. ndmingwieiiiaulanulsziam MMORPG ihlafaguuuulusindvesdiauiny
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uni 2

A5AIUN1578

Y 1

Hin9Iun1539Y
NuATedldn15duRIBE1UULLEANILIR1EAS (Purposive sampling) TasiiinaueiAnLd

(Inclusion criteria) Ao ugNTiongsening 18 fs 35 U Mauinuesulatiuszunnn MMORPG

[y

faseruduszeznategiales 2 oy wesanndudinand (Hays, 1984) wuinauise

a¥1apuduiusiiauvuiy wazsuauiinianed19tse 1 Aam wazdinuiFnoan
(Exclusion criteria) fia gneuteraiulinsy vielndoyalinsmiuleulenivualy wu

sryorgundudornumu wiallazeny 18 whanfu uazinfinaauiflinswnunasisnd

ee

v

A lausyndiusnisneuiuugeunuesuladiuninsinadtenuadlungy
watavesnueaulatuszinn MMORPG 9uau 5 wnu Laun Ragnarok, Final Fantasy XIV,
Black Desert Online, Phantasy Star Online th&¢ Ni no Kuni : Cross Worlds Iﬂ&ﬁéjmau
LWUUgRUAMYIMLA 1,047 AU MINIIATIIdeUALATUS uLALgndesvEed L 710 AU
(oway 67.8 IMNERoULUABUANTIMUA) e gTEnine 18-35 T (M = 264, SD = 4.57)

FUINANITNIUAAATTINIUTENING 2 — 500 AU (M = 48, SD = 52.91) Warseueliantunis

WUNUYTEVIN 2 1w - 20 U 7 pieu (M = 33.3, SD = 37.55) B9 Fananslunnsad 2.1

mITNA 2.1 anwagNINUTTYINTYee15Iun71539¢ (N = 710)

ANANYALIDIEIITIUNNTITY T1UuU (AN) Joway
e
U8 514 72.4
AN 179 25.2
GRNGRN 17 2.4

Y

wnueaulatiusznn MMORPG Tifidnsiunsisdeauduaiuiuiign

Y

Black Desert Online 275 38.7
Final Fantasy XIV 213 30.0
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Ragnarok 105 14.8
Ni no Kuni: Cross Worlds 82 11.5
Phantasy Star Online 35 a.9
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9

MmAFganurakazanuianelaludinvesllngneusuiiaunuesulatussian MMORPG
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gninnaulneazkuun1ssuinLaINIsavaInueInudnuludIngse Avwuun1TSUS

Y

AUEsaveIwe UL lunuLa gAsLUUAUNIMYeIiad audinsiuinwdeya
Juanudu wazdnslunisaeuiivesidnsunuise

2. gl TIAelne T gasidensi q uad JlnSiunTIduanansaiden

- Y 1 aw = P P = Y a o = W

Mg idelagnisiden “Bugen” viaidenizlilriiumiTelagnisiden “lu

guvey” {ii1siun1siTearntsavgansuiuvasuaulanasaial wazlunisney

= o

wuugeunwazliiinsaeuaufloyadiuyana Nanunsseyiwnnuraiiisiunsidela

q
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(% ' 1 v A

si’fayuamwmiumimauquaaummﬁ“Lﬂmg’{maLmuummmsavﬁ’wﬁmaz%swmumau’ju
AMWTIBINTITevinty
wiasdefildlunsise
wiasdleldlunsise Aewuvdeuausiuiu 6 neu wiaduy
1. quaaumwfiagaﬁ"ﬂﬂ Usenaume A 018 Iuuaunnluiiad svegianlunisiay
1 wasinueaulaiusznyn MMORPG Tilau

[

2. wnsiansiuianuaiunsavasnuasfudralutinese {Idelaiauiuinsianig
FuiAua NIl aiudRNluTInATIILLUIAAYRININTTA Social self-
efficacy in real space Jeong & Kim, 2011) fidamausiuiu 4 49 {Wuderaiy
M19UIN 2 Youazdor1nuneaudn 2 Yo giinsiunisidegnueliuseiliuinly

A0UNTAINFANAe 9 ARaTUlLEINAS flinsunsidediaudulatuaniunisal
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tfu 9 it fogredarau “Fuanmsadufeutuauduldieg” sUuuumaneuidu
1 msUsEInaIR (Rating scale) 5 seau Toe 1w “ldifulawae” was 5 wanefa “d
anuilann” duimezuuulasnisnduaziuudomaiunisay wazthazuuuyemn
TouNTINAY ALUUEmLNETENITTUIANNaEN TV udRLluTInaSege 1ng
NA1AMUFUNUTTENINTBNTENINUALLUUTINVDIUINTIA (Corrected item total
correlation: CICT) wasiiansTanuannsfinuithieaiiadaus 495 - 641 uazann
ﬂﬂiLﬁUﬁﬁj@;ﬂaﬁ]‘%\‘lﬁmgﬂLLﬁi 389 - 501 (Fauansluniarian v) uazArduussansueati
YoIUUIRINNMsAnwUIsediAiiy 718 uazannisiiutoyadsediawindu .614

[ F%

WInTIANI5TUIANNEINTavasnuRIR AN TNy {ITeleTmunnsinnisiul
ANNAILT0989A UL IAIUEIANTULNNAINLLIARTBININTIA Social self-efficacy in
online (Jeong & Kim, 2011) fifafaiusiua 4 9o Wudeaiunisuan 3 deuazde
AAUNIeaUsn 1 e giinsiunisidegnueliussivitluaniunisainiedenusing 9 9
a q%’ Y v 1 av A o U 53 ] v ! v J
Wnduluing guinsiunisidedanudulatuaniunisaliy 9 weda fregradeny
“« Y [ Y o vA £4 1 ' ” & '
duaunsaiuieuiuddulunuldedisiions” susvumaneuluansussanue 5
saU e 1 nuneds “ludulaae” way 5 muneds “danuiulann” Aunuaziuulag
N1SNFUALLUUTDAININNNAU WAIIAZWUNYBINNTRUTINM ALUUUGMINERng
X v 6 1 ¥

uinnuansavesnuaiudadluinugs lnedld1anuduiusseninadonsenaiy

AZLUUTINVDINUINTIAVDINIUINTIANUINAINNTANWIUNTDITARILG 444 - 671 hay

b s
A bl @2 L W I a a

NNSAUToyAdTEiAGae 550 - 749 (Rawanslunianuin a) warAduUsEansuen
#1983 uUinaInn1sAnyiunsesdiaindu 770 wazainnisiudayaasedan
Wiy .706

UINTIATEAUAIUNG FITELANAUININTIATEAUAIMALUWIAAYDIIATIR
UCLA Loneliness Scale Version 3 989 Russell (1996) atuniwilne (Wongpakaran &
Wongpakaran, 2012) #79A101037U3U 20 U9 31nASANYIUNTINUI Tarniude 19
“Uogualnuiviuidnidauiviuanusayanesels” 1udeamdisiaudusiug
sgninstensenifiuasiunsmvewnsinduauuasliagvisunnumeluuiunveanis

wunueaulatussinn MMORPG wazdafniude 20 “Ussualnuniviiuidniidauy
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MruRuntrluinale” ldazvauainumaluvusunvssnisiaunueauladuszinn

MMORPG ﬂLumiLﬁm’J’a;ﬂaﬁﬁﬂmﬁasﬁaﬁ’]mm 18 9o Wudamiaiunisuin 11 Tolay

¥
14 Y v 1 6§

TaA1nun1audn 7 9o giinsiunisidegnvelvdssiliuanuddnaniunisaliiiadu

vasudluu fegradadnm “vesudlvuivinuidnlaaiion” “Ussudlnuiviiuidnia
gnveniia” sukuuntsneulunsUszannen 4 sedu Tag 1 el ldiee uay 4
mneds 1Wulsed Awuasiunlnen snduasuutoMmaunIay wagtinzLuLYes
NnTaunsIuiu Azkuugneisdiaumags lnelid1anuduiiusseninadenseneiu
AZUULTITRNAT Invat AT InnuTann1sinwthsesiiedaud 016 - 798 uas

ﬁ]ﬂﬂﬂ?iLﬁU{J’@%aﬁ]‘%ﬂﬁﬁﬂﬁﬂLLﬁi 090 - .690 (Fanandlun1ANuIn 9) wazAduUseansuoa

a1

198 uUinInn1sAnyiinsesdianmiifu 853 wazainnisiiudeyaasedan

WINAU .881

v

1159AANNanelaluddn fIdulanmuiuinsTnauianelaludInmululIAnvea

Y

119597 Satisfaction with Life Scale (Diener et al,, 1985) AUaA1010T1UIU 5 U

v 1 ¥ U ¥

Ainsamnsidegnuelilssidiuinnumensslimudieiuderain fegrdorany
“Pnvesdursutidlnaifesiunnlugauadnduanl’” sUuwuun1sneuduuinsian
(Likert scale) 7 szau lag 1 nuedia “liviumgegnunn” way 7 vuedia “wWiudae
96191107 AMUINATLULIAYNITINAZLULYDUARETRINTINAY AzUIUgMINeilnIY
flanalaluiings InediA1anuduiusseninonse Mt uATLUUTINYDININTIAYDINY
v ! =2 o 1 a0 ' [ £ a a1
wmsianuitannisAneiisesfiandaud 284 - 799 uagainnsinudeyadsaiian
AalA 283 - .695 (Anandlunianuin 1) wazArduuszansueatinvesiuuingin
= o 1 a0 ' v @ Y a a1 [
nsAnwiseallAnyingy 833 uavainnisiiuteyaasaiiaAiniu .787
InsInAaunINvasian IdeliiauiuinsinamunInueiann1ukuIAnYeINIAS

Teamwork Satisfaction Scale (Tseng et al., 2009) T uuSunvewnueautall

U5z MMORPG Tnefifor1a1udiuiu 10 48 Jidnsaunisidegnueliusediuiniiu

v
=< Y 1

PensallumeAUaAnIUNSANAATY fag1etaray “dulasulssleviannnis

v [

Uidunius (wu nslirneiu nslildunudieiu) duiousiuian” suuuunisaeudu

1A5ALAN 5 seeu e 1 vunene “liiiuaiee819un” wag 5 nunene “iiiunieasng
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1N” AuIuazkuLlagNIsUIRERILYNUaNTINAY T ATl UNgmINNETEU13INNg

WeFuihnannidrutduiaunmuesianas lnederanuduiusseninadenseniu

q

ALLUUTINYDININTIAVDINIUINTIANUINRNANSANWIUNTDILAIR LA 448 - 811 way

(%
= Y 1

NNsiutoyadsadiAndiaue .534 - 749 (Awanslunianuan a) uarAduuseansuen

IS

#1989uUUIAINNIsANYIUIToITAWYIIAY 874 wazaINN1AUTOYARI AN
Wiy 906

TupBuNINUTIUTINdaYA
1. Funsunisiiudeya

va o

1.1. Pfeudanuuiaildlumadeduatunising

1.2. flirmgnsadeunsesiaiieUuudlalivangausenisinudoya

ey

1.3. dhesesdleluneaeuiienaaeniudeyaiunguillndideadidisiunsidesiuau 30
AL
1.4. dlawnsosdislasuniseyifudrdssuiudeyaandidnsiunside

2. Tumeunsiudeya

2.1. {ivAaseUszaunulldmentiuivladnseinisinudoya
2.2. AUz fuagesueInUTEaIAuIdY
2.3. fiveverusiuiislunisneuwuudeuniy

2.4, LﬁUi’JUi']iJGE’J’EJJ{IjaLL@%G]?]’%]GEJUWJ']SJQN;{EN“UENLL"U‘UﬁEJ‘UZ’I’]lI

nsAATIEideya

1. Answiteyafiugiuvesidnmnside WWud e o1y Srunuandnluiad ssoznatly
mMaaunuLazinueeulatiusznn MMORPG fiidu feadfidanssann (Descriptive
statistics)

2. JATENIANGUHLEUIINALUUUANAINTBINAA AZLUUNITIUIANNAITOVEINULDIATY

dalutinase uwarazuuunsSuianuanIavewuesmudinuluny slgatianig

AATIRIANGY (Cluster Analysis)



3. JATEAMUTOUTEUANLUANAIIUBIALLULAIN LA ULA N Tane laludin
JENINNGUNIANNTIATILRTANGY (31nT0 2) FagaliAnTIATIBRANLLUTUTIY

(ANOVA)

29
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uni 3

NAN1578

[y

a dyd
J1U98U

[y

¢ A = ] P aa
G]Q‘UizmﬂL‘WEJﬁﬂ‘mﬂ’MiJLLG]ﬂG]’NGUENﬂ’J’mL‘VN’]LLa%@’J’]@JWQWEJSLf\ﬂu%’JWUEN

Arvawnuoaulatuszinn MMORPG seninagusuuiilaainnisdangulasdiugiuaguy
AZLUUNITTUIANEINTAYRIR U UAANTUETINDSY AzuUUNTSUIAINAINISAEY
mupsnudrdluny wavazuuuAuNINvDIian InfdnTiunsidedaludlnaneusiu o1y

581N 18-35 U 91uau 710 Au lagldadinnisiiasiendnnguuazadfiinseianuuususim

INMTIATIVANUENTUSTEIIILUTNTTUIANaINTave IR udAs Y

9339 N15TUIANNANTOVRMUDIUAPLTINY AMNINYDINARA AUV WAZAIILNS

a1 v a o Ly

wealaludin wudn denduuszansanduiius (Correlation coefficient) 8¢5¥1314 (-511) -

561 gelaifianuduiuslavesgiinds n1ssuinnuaunsavesmueiiudndlugings

[

n1ssuiAuannTavenuesnudnulung karaunYesian Tlidmsunisinserdn

(% v 6

nauiiinduysedndanduiiusuinndt .80 uandiiiuilinudgmanuduiiussenindiuys

(Multicollinearity; Ng, 2021) Fauanslunsei 3.1

MITNG 3.1 ANRAY FNUTEUUNNINTTIV UazAITNANITGTEN IS (N = 710)

Range Min  Max  Mean SD LSE GSE QG SAT

LL

LSE 4-20 4 20 1274 3.20

GSE 4-20 4 20 1273 3.38 561*%

QG 10-50 10 50 41.48 590  .336*  .439*

SAT 5-35 5 35 19.21 6.58 229%  122% 115%

LL 18-72 20 69 4359 878 -511* -298* -255% -429%

mnewe LSE = msfuianuannsavesnueswnudnsluiing’s, GSE = n1sfuinnuaunsovesmuLes

auderuluing, QG = A nvasian, SAT = anuilanelaludin, LL = Anum, *p < .01
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N15ATIENIANgUELTN3IMNNTILAERRAILATIZINTIANEY

¥ 1 ¥

AITeladuuuagnsaunisideeanidu 2 ngu nquaz 355 au §Idule

'
J =

Ainsgiteyatugitniiunsidengud 1 TneEuduannisulasdeyalieglusunziuy
155U (z-score) ntuFuhazuuusasgudldnldlunsiinsesinsdanguuuudifu
{4 (Hierarchical cluster analysis) A835AUINAIINMNBUTENINNANLALATUIUHATIY
A89d8d (Ward’s method linkage clustering) meﬁmmmmmﬁamzijmjulﬂma?{s
(The average linkage clustering) IAgaMNHANTITIATILUNUTINTIANGUALTINIU 4 NGY
Gudaunduiuuizan andudifedinsinsianduuuuld@udidutu (Non-
hierarchical cluster analysis) Lﬁam’maaummmmzamwnﬁmajm 1AUN13IATILNANI3

IANGURUY K-means Medana3ny Hartigan-Wong

s

INUUNNTINABUANINYNABILAZIAUIVBIHANTIATIEIIRNGY §ITlaiATne

[ 1 (% Y v 1 a v 1 d‘ f-ﬂl =) ) [ ! 13 I 1
N133ANqUAVEWISINNITIENqUN 2 WeSeuiisudnuiunguuazlusidvesinazngy

Y

o Y oy A

(Cross-validation) Inglun1sinsgideyaiugidnsiunisidengud 2 asutsesnidu 2

JUNDY NAIAD

[y

N

v a

1) FITelaseteyavewiinTinmIdengun 2 ludunewsgifuiugidnsiunis
a v ! ‘NI
FHengui 1

2) {IRIATeiveyareyiinTIunTITengud 2 lngdin1sivuadinans (Cluster

mean) NAMIAlAAIINKHTINTIENGUN 1

PnUuIdSeuiiunansiessideyailaannsiinseideyaveditisiunisidengui

Y Y

2 PNFDIWURDUNUI {I13WNTIRENaUT 2 gndneglunduiiusesay 92.94
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M 3.1 WEIUNTNUAANTUROUN 1T UATILIANGUELTI 591N 15 7Y

wuanguidnsanddedu 2 ngu wlastayalviegluguaziuunnsgiu (z-score)

":Jmi’lzﬁﬂ’lﬁﬂﬂfjmmuﬁ']ﬁu Ward’s method linkage clustering
& \
The average linkage clustering

v v ! a o ! dl
U ([LUI3WINNIBNQUN 1)
K-mean ganad#y Hartigan-wong
1
| |

Y

s 1Y {

a (=
’JLﬂS’]ZWﬂ’]i‘OﬂﬂQMLLUUI@JLUu

v
[ v v

autu ({9manuidengun 1)
Tupauil 2: InTeiveya
¥ Cross-validation ffuteya Jupauusn: vnduneuiuy nauy 2 laufmuadinans
HinTnuidengun 2 Weanuiungud 1 (Cluster mean) 9

Awndldanngui 1

Wiguieunansiaseidayanngui 2

919 2 TURBU

INMTIATINTOYAMEATANITIATILVIANGH WU A1HNTOUUEIITINUITY
INAMUUUNINTFIU (z-5Core) VBIAZUUUNITTUSANUAITATeIn DI U AN TLTIn

3¢ AzkUUNMITUiAuEInsaveInueInudaluny uazazwuuAMA NTesian senly

o

4 nguUsenaume nauil 1 vise ngusi (n = 122) Wunquuesdnsunsidendnzwuuns

Suianuannsavesnuesudiallung = -1.25) AzuuuNITTUIANNAININTIVBIRULEY

a

Auderuluiinds = -1.04) uazAzluuAUAMYBINan (z = -1.31) aglusedusi naud

o ¥

=] 1 v Yo aNa a ) 1 Y Y o1 a A [
w38 naunsuidennludinaege (n = 194) Wunquuesidnsiunsideniiasuuunisius

U

ANNENTAVRIRUBIN AN TWNY (Z = 0.19) AZLUUNTTIUIAIINAINITAVBIAULDIAY

Fenuludinate (z = 0.46) UagAzUUUANNINYRINAA (z = -0.38) pglusedunaty nqud 3

[

w38 Nquad (n = 178) Wunguveglsiunsidendazuuunissuinnuaunsoveniues
audenulung (z = 1.08) azuuun1ssuianuaiunsavesnuesuddludingds @ =
0.97) LAzAZLUUANAINYBITAA (z = 0.90) aglusesuas nguy 4 e naun1ssuidenuly

[

Finasae (n = 216) Wunguuesddnsiunsidendazuuunssuiauaunsaremuewinu
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doruludIngs @ = -0.62) agluszdiun uinzwuuNTFUIANENNTATRINUDIA A ALY

WY (z = -0.35) WagATLUUANNINYBIRAA (2 = 0.34) agluszAunais Aandlunised 3.2

LATAINA 3.2

97519 3.2

FIUTEULLINTTIN UAEAZUUUNINTTIUNYOIALUUUNITTUT

AINAINITOVDINULDINIUAIAN TN AXUUUNITIUIAINGINITOVIN UL LI LT IR

939 UagAzUULANNINYBINAA UUAAENgN (N = 710)

nau7 2 ngunsiug
denuluAing3ege
(n = 194)

(n =178)

v

nau 4 ngunsu3

Y

FaauluTinasas

(n = 216)

M SD z

M SD z

M SD z

LSE
GSE
QG

9.43
8.48
33.76

14.20  1.82 0.46
1336 2.00 0.19
39.24 352 -0.38

1584 215 097
1638 2.02 1.08
46.79  3.00 0.90

10.75 191 -0.62
1154 230 -0.35
43.48 343 034

e : LSE = n1sfuinnnuaninsavesmuesnudendludings, GSE = msiuinnuaunsavesnules

audernlung, QG = A nvedian

i 3.2 pesunmsgrlusduvulUsinavesnguilaainnisiinsigvidnngu

Z-score

1.5

0.5

-1.5

B n19iuiannuainninzesnuiesdinudianludingg

ngunN9ELg

Aernludinasaga

NANGY
g

ngun9sLg

Y e a o
Aepn @i nazemn

H nsfufanuatinInessueaiiudean lung

AUNINTBINAR
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Tueuidded fidelanaunigiulinad

auuRgINn 1 gleunfinsuuununmian Azlkuunsiuiauaunsavemuesiudinly

FINTWUALAZRUUNITTUIANLANN TV URInUd ANl wNULAN AU

LTAMULAILHNFA1ITY

ANUAFIUT 2 HLAUNTATWUUANAINYDINAN AZLUUNITTUIAIINAINITOVDINULDIAIY
dernludinatauazaziuunisiuinnuaiunsavenuosnudeanluing

WANFANAY A2TANUNIND L L UTIP AN

TunsAs1E NS U UAZLUUAINUMA LA AL LULANNNIND T luTInsE1Ig

naunlAanNTIeTEiTangueay fIdalaindeyafnaiuniiasieiaigatAnTIe e

[

ANULUIUTI Tnedidaudsiume nduveinsiunsidenlaainnisieseidangulag

ud)}

o

HugIueg UUATLUUNITIUIANNEINITaYRInUle I udIANludTInase azuuun1Tiy

Cale

AMUAINIT0 VI ULR I UAIRLTUNY kagAZLULANAINYBIRAA LasAILUTAY Tl
AzLUUAIINIAILAEATLUUANTIela LT TneAnafsuardiulouuuuInsgIuLes
AZLUUAIIILAE AzkuUAUNnelaluTInlunias nquinlaann1sTs1sdnnguas

LAASIURITIN 3.3

MITNT 3.3 ANRAY UardNUTEULNINTTINYIALHUUAIUINIUALAUULUAIIU

walaludInluusazngu (N = 710)

NN nauNsTu3 Q6HGN nauNsTu3
daauludin daauludin
9399 3396
(n=122) (n = 194) (n =178) (n =216)
Range Min  Max M SD M SD M SD M SD
LL 18-72 20 69 49.75 7.52 41.54 7.43 39.62 892 4521 8.15
SAT 5-35 5 35 1788 6.39 19.73 5.78 20.99 6.89 18.03 6.74

ewg : LL = A, SAT = anuitanelaluiiin
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3.1 NANTISIATIZMNBLUS UL UASLUUAINNLAGT

IINNTIATIEITOYAMILATANITIATIEIANURUTUTIU NUANULANAINTDIAL UL
AUMTENINNFUBE T T A1 AN 9adANTEIU 001 (Fs706 = 45.22, p < .001, N)? =

0.16) fauanslunnsad 3.4

a

WoNIITUIAMULANAINTENINNFUIINHANITIATIENUTI U UT188A 7

Turkey’s Multiple Comparison Test WU31 AHUATALLULAILAGWAR FB U (M =

9 9

49.75) WeiSsuiiisusiungumssuisanlutinasegs W = 41.50) ngugs (M = 39.62) uaz

nqun1sSuidnaludInasain (M = 45.21) sgnilfudrdgyvneatiansgsiu .001 nguidiasuuy

ANUWIeeTan Ao nguas WealTeuisuiunguaiuazngunissuidinuludiingsa

q LR

o w

pgsiiTuddmnsaRafisesu 001

<

wana Nl naun1ssuIdernluTinasadiaziuunuvainingunssudenaly

Y

a o

TINAT96 ’1 el ﬂaumﬁmmﬂﬂummmmm LLuum'mmelu%m’maumammuam

aad [y 1 @ 1 1 v Yoy aa a =) 1
NEaRNITgAU .001 ’EJSJ’N‘liﬂWm ﬂﬁjl@\‘iLL@Sﬂ’cjllﬂﬂiiUEﬁ\iﬂmiusﬁ’Jﬁﬁ]ﬁQQﬂlNNﬂ’:ﬂllLLﬁlﬂGl’N

1%

fiu wandbiiiuinnuaimvedfadazidiunfidiutioiesnnuwma luyanaiinissus

=2

AMUAINITOVDINULDIAUFIRULUTINDT I AaLARNILUAITIN 3.5

3.2 wansaaszideyamailsuiisuasiuuaunwalaludiin

INNTIATIATOYAMBATANITIATIENANULUTUTIU (ANOVA) NUANHLANGTS

o w aad

vasnzuuuaLine R luiinsenIengueg 1 ltud1AyNIeEtANsEau .001 (Fuqoe = 9.01,

>

p < .001, ? = 0.04) ) fauandlumsneit 3.4

WoNATUIAIULANAIITENTNNGUIINKANITIATIEMUTE UL U8R

'
a

Turkey’s Multiple Comparison Test wui1 naufiiagiuunuianelaludinafian Ao

A o

nausn (M = 17.88) WawIeuiiiguiungugeetaiiteddyneanafiseau .001 (M = 20.99)

'
I a

luvauen nquiiinziuuanuianelaludingsiian Ao naugs WealUSsuWieuiunguan way

9 Y 9 Y

naun1siuidenuludinatesn (M = 18.03) egralidudrdgynisaiiinszau .001 uenanil

9

nqunsTuIdennlugInatege W = 19.72) fellauiianelaludingindingunisuidsauly
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o w a

FinaseinegadivdAgnieadfvisedu .05 Wiy wanddiiiuiinissuinnuaiunsaves

o

puesnudernludinasaidinettosiunnuiianelaludin

lunswseuiisuseelusn 3 ¢ loun nquasiungunisiuidenaludiniSegs nquen
fungun1ssuideruludingsegs wagnquaniungunissuidennludinesen wuiliday
wANeINeY Aauanslumsned 3.5

#1519 3.4 NANITIATIZAADIUUYTUTIUYDIALUUUA IR A AZUULAIUT W [9]1

730 5¥9979094 (N = 710)

LraIANLUTUTIY ) df MS F n’ p
RIPMPUYNG!
JEMINNGY 8816 3 2939 45.22 0.16 <.001
AUAIALAREY 45882 706 65
Anuianelaludin
FEWINNGY 1131 3 377.1 9.01 0.04 <.001
AUAIALAG DY 29556 706 a1.9

MITNT 3.5 WANISIUSYUTEUAINLANA N TIAYONAZUUUAI NN AL ALUULAIIUTT

walaludas
ANy PramsTosiu 95%
WANF9Y8Y VOULUA  VOULUAUY
Anade Sig a
ALY
NI nauMsTudeRdluingse 8.21 <.001 5.81 10.61
GR
g5HGN 10.13 <.001 7.69 12.57
nauN1sSuidsAnludingss 4.55 <.001 2.19 6.90
fin
nguns¥u3 QGHGN 1.92 0.10 -0.23 4.07

dordludinass  naunsiuidenuludingsa -3.67 <.001 -5.72 -1.61
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GY i

nauas nauN1sFUsdsALluAingse -5.58 <.001 -7.69 -3.48
#in

Anuianelaludin

NI nauNsSuIdeRuluAingse -1.85 0.06 -3.78 0.08
GY
Q5HEGE -3.11 <.001 -5.07 -1.15
naun1sTuidAnluiingse -0.16 1.00 -2.04 1.73
#in

nauNSTu3 nauga -1.26 0.24 -2.99 0.47

dordludinass  naunsiuidenuluaingsa 1.69 0.04 0.05 3.34

a i1

naues nauMsSuIdeRuluAIngse 2.96 <.001 1.27 4.64

'
[
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donnneaiuUITeves Kaufman and Zhang (2015) inuinAmunnvesiangalnduduiug
9 o = awo o Ly oA Y A ea Y =]
UAUMIITAT 59FIT8Y0e Shen (2014) Inunglaunidisiufaniiwuilduiagildiu
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autossudsanluinueglusyiunaruniiounu nan1s3deaseilidululunafesiuiv
HAN15I98Y849 Gazo et al. (2020) INUIINITTUIAIINAINITOVDIAULBIATUFIANE

ANMUFUNUSNIIAUNUAIUAN

aAUTIENNAFIUN 2

ANNAZIUN 2 JlauNiaziuuAMNAINYEINEA ATLUUNITIUIANEILITOVDIAULOINY
denuludinasaazaziuunisiuinuauisavesnulesiudnuluiny

WANFANNY LAALUUUAIIUNIND LR LUTIRLANANY
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=2 SNa ! = Y @ ! v Y 14 [ Aa a
fanelaludingandy Fawansliiuiinisiuianuanansavesnueswnudsnuluiinasailaig
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LY FITLAAANUIANULAETIBLALANN NN LU vDInULDY

TusnmRerfunduitiinsiuunissuimumnsovesmueduiingiessdunarduly
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wazdinufionelaludings nansidedululumadieatuiuia 2 auufigiu s “poor-
get-richer model” ¥849 McKenna and Bargh’s (2000) ﬁLauaiﬂqﬁﬂaﬁﬁﬁﬂwzwéa
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Social self-efficacy in real space (Jeong & Kim, 2011)

QREGRITAVAERY QUETVLOHORN
(N =30) (N =710)
Critical r = .306 Critical r = .073
1 .495 501
2 471 257
3 442 .459
4 .641 .389
Cronbach’s Alpha 718 614
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1195 Social self-efficacy in online (Jeong & Kim, 2011)

QREGRITAVAPRY MaAuTeyadse
(N =30) (N =710)

Critical r =.306 Critical r = .073
1 .668 .560
2 671 .550
3 598 562
4 444 .49
Cronbach’s Alpha 770 .706
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WINTIATEAUANUMNNLIENAUTUALUUIAAYDIIATIATEAUAINLMAN UCLA
Loneliness Scale Version 3 atun1wbng (Aiuns 219AUn5us way e 29AUn15u,

2563)

L 6

Tuinnsintuaduiidemaiudeft 9 uaz 19 AfldrAmnuduiusseninstodauiu
avuuusmvesnsinduau wazdedanuded 8, 12, 15 uay 17 Aiflazuuusiiniiaings
Tunsfnenises ImﬂI;:J‘i{]’slé’fﬁmimﬁm%ﬁ’mm%ﬁ 19 senludosdu Woswhouonaind
aduiugsewinstamauiupsiuuitiifnauwduiomvesterausnaiililldazsiou
AU luvsunesnsiaunueeulatuszan MMORPG wasiiudediaiud 8, 9, 12, 15
war 17 1 Wesandematuasioudsanumaluusunvesnisiaunuseuladissian
MMORPG wazAnduuszansaseuuiausaivesuinseglusefugs egdlsnu gidels
farsandadasamded 20 sonfiuBuiiomindermanullasiournumaluuiunvesnis

vaunueaulatuszLlAn MMORPG Wiy

QRPGRITAVAPIN MaLiutoyadss
(N =30) (N =710)

Critical r = .306 Critical r = .073

1 625 614 372

2 570 575 583

3 .705 693 669

a4 614 626 635

5 510 516 555

6 497 502 409

7 674 .680 678

8 123 129 498

9 -.002 016 .090
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10 471 472 520
11 782 .798 687
12 .198 202 519
13 570 578 576
14 634 641 690
15 233 215 .338
16 329 310 457
17 .103 121 310
18 640 672 516
19 -.032 - -
20 328 279 -
Cronbach’s Alpha 842 .853 .881
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(Diener et al., 1985) Insunsinatuilivediaiuden 5 Nlaziuunininaringalun1sfing
wses egslsiany gRelilddndermanumariioaniisaninardulszansaseuuiaueaiin

Yo mseglusEAUEd

QREGHITAPVARRY QUETVLOHLORN
(N = 30) (N =710)
Critical r = .306 Critical r = .073
1 .150 623
2 .684 656
3 7199 .695
4 .50 .669
5 .284 283
Cronbach’s Alpha .833 787
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ANANYBITAR TIITER

UNTUANULUIANTDININT Teamwork Satisfaction Scale (Tseng

et al,, 2009)
QREGRITADRPIN maiudeyass
(N = 30) (N =710)
Critical r = .306 Critical r = .073
1 .609 718
2 469 695
3 811 .749
a 707 734
5 590 .682
6 531 742
7 170 .708
8 719 562
9 478 596
10 448 534
Cronbach’s Alpha 874 .906
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