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ABSTRACT

This research focused on the exploratory of the relationships among addiction, product usage behaviors of on-line games, and leisure

satisfaction for fifth and sixth graders of elementary school. There were 573 structured questionnaires with three main constructs,

on-line game product usage behaviors scale, on-line game addiction scale and leisure satisfaction scale, sent to students in Chung-hua

county using convenience sampling. The returned questionnaires were encoded in SPSS and analyzed with descriptive statistics,

independent samples t -test, one-way ANOVA, Pearson product-moment correlation analysis The main findings were concluded as

follows: 1. Boys were more apt to become addicted with on-line games. 2. The longer duration of internet access the students have,

the more tendency to be addicted on the on-line games. 3. The advocated attitudes of family members and the addiction of on-line

games had significantly correlated. 4. The satisfaction of attending on-line games and the addiction of on-line games had significantly

correlated. 5. There were significantly negative relationships among leisure satisfaction and on-line games addictions.
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