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Abstract

Objectives: To determine the prevalence of game addiction, sleep quality, and depression
among undergraduate students, and to analyze the relationships between these factors.
Methods: A cross-sectional study was conducted among 380 undergraduate students using
convenience sampling at a university in Nakhon Ratchasima province from August to
September 2024. An online questionnaire included Game Addiction Screening Test (GAST),
Pittsburgh Sleep Quality Index (PSQI), and Patient Health Questionnaire-9 (PHQ-9). Data was
analyzed using descriptive statistics and logistic regression.

Results: GAST assessment revealed 55 students (14.5%) with obsessed to probable game
addiction. PSQI assessment identified poor sleep quality in 151 students (39.7%), while
PHQ-9 assessment detected depression in 151 students (39.7%). Students with game
addiction showed increased risk of depression (OR=2.88, 95%Cl: 1.60-5.17) and poor sleep
quality (OR=1.86, 95%Cl: 1.04-3.30). Multivariable analysis revealed that female sex
(adjusted OR=2.85, 95%Cl: 1.23-6.61) and daily gaming hours (adjusted OR=1.18, 95%Cl:
1.01-1.38) were significantly associated with game addiction.

Conclusion: A high prevalence of game addiction was found among undergraduate students.
Preliminary analysis suggested potential associations between game addiction, depression,
and poor sleep quality. The findings emphasize the necessity for continuous screening and
monitoring of gaming-related problems and mental health among students, particularly

among females and those with prolonged daily gaming hours.
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Table 1. Characteristics of the samples (n=380)

Characteristics Number (%)
Sex Male 104 (27.4)
Fermale 263 (69.2)
Gender-diverse individuals 13 (3.4)
Age (year) Mean+SD = 19.31+1.28, Min-Max = 18-23
Undergraduate First year 195 (51.3)
year Second year 86 (22.6)
Third year 68 (17.9)
Fourth year or more 31(8.2)
Faculty Education 64 (16.8)
Groups Humanities and Social Sciences 172 (42.6)
Science and Technologies 96 (25.3)
Health sciences 58 (15.3)
GPAX Mean+SD = 3.19+0.44, Min-Max = 1.53-3.97
Adequacy of expenses 294 (77.4)
Medical Condition 32(8.4)
Psychiatric Condition 5(1.3)
Caffeine Use 194 (51.1)
Alcohol Use 142 (37.4)
Tobacco Use 19 (5.0
Drugs Use 380 (100.0)
Sleeping pill or Psychoactive drugs 11 (2.9)
Exercise 47 (12.4)
Dairy gaming hours(hour) Mean+SD = 1.83+1.64 hours, Min-Max = 0-12
Game Type Mobile Game 330 (86.8)
Personal Computer Game 20 (5.3)
None 30 (7.9)

Abbreviation: SD, Standard deviation; GPAX, Gradepoint average cumulative



AAUYNVBINTIEAANI AMNINNITUBUNEY LATAILTULAT

1 Y 1 1

n1sUsliunzianumgluunagay GAST wudngudiegsdiulngedluseduuni

q

v

325 au Andudoar 85.5 luvaiifinguidss/adsled 34 au Anduiesay 8.9 uaznguinazdniny
21 pu Andudevas 5.5 Wesmnguiiidam (doedafining) seds1uru 55 au Andudesay 14.5
voanguinegeiavin dwsuaunmnsueuEUiusEdiufe PSQl wuinguiesdiazuuuiaie
5.332.94 laeflaun nn1sueunaud (PSQI<5) $1uu 229 au Aadufavar 60.3 uazliamunn
nsuesunaulad (PSQI>5) F1uu 151 au Anclusesas 39.7 nsUseiliunieduesiiig PHQ9
wuinguiegefiaziuy PHQ-9 e 4.97+6.12 liflnneduiash 229 au Aniduiesas 60.3 waz

Tneduast 151 au Andudasas 39.7 dananslunisned 2

M13197 2 KAAIAINYNVDINTILFAALNY AMNTNNITUBUNAY Uavn1IeTalAT YaInaumiegnd

Table 2. Prevalence of Game Addiction, Sleep Quality and Depression of the samples

213 IMUIU(%)

GAST

Probable game addiction 21 (5.5)

Obsessed 34 (8.9)

Normal 325 (85.5)
PSQl

Good sleep quality 229 (60.3)

Poor sleep quality 151 (39.7)
PHQ-9

Non-depression 229 (60.3)

Depression 151 (39.7)

Abbreviation: GAST, Game Addiction Screening Test; PSQI, Pittsburgh Sleep Quality Index; PHQ-9, Patient

Health Questionaire-9
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Table 3. Factors associated with Game Addiction with Univariable analysis

Game Addiction, Number (%) Odds ratio p-value
Normal Obsessed to (95% CI)
(n=325) probable game
addiction (n=55)
Sex Male 85 (26.2) 19 (34.5) Ref.
Female 240 (73.8) 36 (65.5) 0.67 (0.37-1.22) 0.194
Age (year), mean+SD 19.3+1.3 19.4+1.2 0.652
GPAX, mean+SD 3.20+0.44 3.12+0.41 0.158
Dairy gaming hours, mean+SD 1.7£1.5 2.8+2.3 <0.001
Sleep Quality Good 203 (62.5) 26 (47.3) Ref.
Poor 122 (37.5) 29 (52.7) 1.86 (1.04-3.30) 0.048
Depression Non-depression 208 (64.0) 21 (38.2)
Depression 117 (36.0) 34 (61.8) 2.88 (1.60-5.17) <0.001

Abbreviation: GPAX, Grade point average cumulative
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Table 4. Factors associated with Game Addiction with Multivariable analysis

Factors Adjusted odds ratio (95%CI) p-value
Female 2.85(1.23-6.61) 0.014
Age (per 1 year) 1.02 (0.72-1.44) 0.918
Dairy gaming hours (per 1 hour) 1.18 (1.01-1.38) 0.032
Depression (per PHQ-9 score 1 score) 1.92 (0.99-3.72) 0.053
Sleep Quality (per PSQI score 1 score) 1.09 (0.99-1.20) 0.078

Model Fit: X2 = 6.42, df=8, p = 0.599, area under ROC curve = 0.720 (95% ClI: 0.650-0.790), Nagelkerke R2 = 0.220
Abbreviation: PHQ-9, Patient Health Questionaire-9; PSQI, Pittsburgh Sleep Quality Index.
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