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Abstract

Objective: To develop the questionnaire to study video game and computer game depen-
dence in adolescents that is reliable and valid.

Method We translated the original version of problem video game playing questionnaire into
Thai, and then tested its reliability and validity in 2,093 students in 1 secondary school. This
questionnaire comprised of 9 items that were modified from the DSM-IV diagnostic criteria of
pathological gambling and substance dependence.

Results Psychometric analyses revealed that the problem video game playing (PVP),
Thai version had good internal consistency reliability with the Cronbach’s alpha coefficient of
0.70. Principle component analysis revealed that it was considered to be unidimensional. The
first component explained 29.9 % of the variance. The patterns of associations between the
scores of PVP questionnaire and frequency and duration of computer game play, and the
self-assessment impacts supported its construct validity (“I think | play computer game too
much”, p < 0.001; “I think | have some type of problem associated with computer game
playing”, p < 0.001; “My parents are worried because they think | play computer game too
much”, p < 0.001; and “Computer game playing make my school performance get worse”,
p < 0.001). The cut-off score of 5 or more can be used to determine adolescents with computer
game dependence.

Conclusion: The problem video game playing (PVP) questionnaire, Thai version was found to

be reliable and valid, and suitable for the study of computer game dependence in adolescents.
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