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This research was done in the fiscal year of 2008 on both quantitative
and qualitative approach. The purposes of the research were to 1) study the
causes leading to youths’ computer games addiction, 2) study both positive and
negative effects according to the addiction, 3) find efficient ways, measures and
practices to -prevent the computer game addiction, 4) find systematic ways,
measures and practices to solve the addiction problems, 5) to study problems
and difficulties on prevention and solving problem on concerning the addiction
systematically, and 6) set up appropriate and efficient handbooks, ways,
measures and practices to prevent and solving problems suitably.

The quantitative method was conducted by using questionnaires with the
sample group in Bangkok and other 6 regions, two provinces in each region.
The sample comprised of 1,787 students who were male female youths aged
between 8 —25 years old, included teachers, guidance teachers, parents or guardians,
internet shops’ owners, police officers, students behavior promotion officers and
Child and Adolescent Mental Health Rajanagarindra Institute officers. Samples were
obtained by convenience sampling method.

The qualitative method was conducted by using informal interview and
group discussion methods, with parents or guardians, teachers, guidance teachers,
government officers, games addicted youths and inteﬁet shops’ owners. The
sample comprise of 137 persons by purposive sampling method.

Data were analyzed by the descriptive statistic , percentage , mean ,
standard deviation, and multiple regression analysis, were used for quantitative
approach, and contents — based and culture — based analysis were used for the

qualitative approach.
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The findings were as follows ;

1. The most serious caﬁses for games addiction concerning family were
parents or guardian’s ignorance, not living with family,and allowance to play game by
parent. Causes concerning friend society,games addicted youths though that playing
game made them to have more friends, understanding conversation with friend. Causes
concern private reason were having free time, believing that they could smart on
computer. Causes concerning environment were the short distance to the internet shop,
and believed that playing computer game was unenforcement.

2. The most positive effect was fun (97.01%), then gaining skills in
using computes, relaxation, speed practice on using hands and eyesight
respectively.

3. The most negative effect was lower learning efficiency, and worse family
relation ship, concermning health problems were dizziness and poor eyesight
(78.8%), then aggressive personality, lack of exercises, bad eating habit, concern
habit were selfishness and inappropriate talks, respectively.

4. The most suitable way to prevent games addiction was love from
parents or guardians, then guiding of the positives and negatives, advising of
spending free time and taking good care of them.

5. The most appropriate measure to prevent games addiction was a
cooperation between parents or guardians and children and with the help from
the internet shops’ owners conceming the opening — closing hours and that they
should be punished if they ignored this regulation.

6. For practices, parents or guardians and schools should work together to
prevent youths from playing and addicting computer games by providing then the
training. If they ignored the regulation, they should be punished . How ever , if they

behaved well, a reward should be provided.
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7. For ways to solved the problems, parents or guardians and teachers should
give them more love and warmth, provide suitable information, point out the positives
or negatives of -laying computer games, set up common regulations, limit the time and
encourage them to exercise. More over ,the internet shops should have certain opening
and closing time and follow this regulation strictly.

8. For measures to solve problems, parents or guardians and children should
work together to set up the measures to pfevent the problems. Parents should take care
of their children, take them to be treated at the clinics. Provide a training camp in
order to change their attitude. In addition, the internet shop owners should be punished
if they broke the law.

9. For systematic practices to prevent game addiction, the yodths should
reduce, omit and givé up it. Spending less time playing the games, encouraging
them to do more exercises, taking them to be treat at the clinics, and giving them more

love and warmth were introduced. More over ,those who involved, should act strictly.

Recommendation
From the findings and discussions on the study. There were policy
recommendations to the government as follow:
1. to determine the National ergent policy by setting up the responsible
committee,
2. to determine effective ways measures and practices,
3. to support budget on equipments and necessity personel, emphasize on

more prevention than problems solving.





