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The two objectives of this research are: (1) to study the demographic
data of the readers with regard to the content and the design of Guns and
Games magazine, and (2) to study the uses and satisfaction that the readers
have toward the content of the selected magazine.

The research is quantitative research. To collect data, a simple survey
was conducted by interviewing 400 Gun and Games magazine readers who
live in four different areas in Bangkok. For analysis, descriptive statistical
methods are used: frequency, percentage, means, One-way ANOVA, LSD
(least significant difference), and correlation coefficient.

The findings show that:
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In respect of the demographic data (gender and education), there are
differences between the readers’ satisfaction and the uses of the knowledge
gained from reading Guns and Games magazine.

Guns and Games magazine’s design, including the colors used in the
magazine, the graphic designs, and the themes of the magazine, affect the
level of using the knowledge gained from reading the magazine and
satisfaction of the readers.

In respect of the guns magazine’s contents, the columns including law
of using guns, gun club, and gun talk affect the level of using knowledge
gained from reading the magazine and the satisfaction of the readers.

As for the presentation of Gun and Games magazine, the magazine’s
attractions that meet the readers’ interest affect the level of using knowledge
gained from reading the magazine and reader’s gratification.

In respect of using knowledge gained from reading the magazine, the
level is found high in the sections that present news and data sharing. The
lower ones are the sections that suit their interests and curiosity, healthcare,
news, entertainment, experience and ideas, new knowledge about guns, and
the relationships among readers, respectively.

In respect of readers’ gratification, the results of the study indicate that the
readers’ gratification is high in the sections that present news and idea sharing.
The lower ones are the sections of recreation/hobbies, experience, the fame of
the gun shooters, knowledge and understanding, self-development, healthcare,

entertainment, and relationships and communication among readers, respectively.





