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Presently, the problems of game addiction in the youth group have grown more
severe and become more complicated. Children and teenagers spend more and more
money for game playing. Many game addicted youth sneak out of their home to play
games at various game shops and become at risk of falling victim to the villains. This
case study on the youth group in Chiang Mai and Lumphun provinces was intended to
understand the behaviour of the game addicted youths in spending for game playing, to
identify the factors encouraging this ycjuth. group to spend more for playing games, and
to discern the social and external environmenis atiributable to the problems as well as
propose the remedial measures to deal with excessive game playing and money
spending of those youths. Covered in this study were 1,000 samples of 10-22 year-old
adolescents which can be distinguished into 300 game addicts and 700 non-addicts to
games, and another 50 samples inclusive of parents/guardians, game shop owners,
academics, and social and human development workers. The research methodologies
included questionnaire interviews for information, and data processing and analysis
using SPSS software program. In addition, this study defined for the present interest “the

game addicted youths as those who play game and have the desire to play more often.”

Findings on the spending behaviour of game addicted youths

The size of expenses depended largely on the mode of game playing. Youths
playing game at home via internet would spend about 500-600 per month or 19 baht per
day. However, by playing game at the game shops, ones had to pay extra for service
fee, snack, beverage, and cigarette. Furthermore, the game players whether playing at
home or at the game shops had to spend money for buying pre-paid or calltime refill
card for online connection, books, and game playing handbooks, etc. On the average, a
game addicted youth appeared to spend for different items or things as follows (Table
4.47):

- internet connection at home, 18.97 baht per day or 500-600 baht per month
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- service fee of the internet shop, 35.04 baht per déy

- money for playing games in coin-operated machines, 41.67 baht per day

- rental fee for such game machines as play station, 50.00 baht per day

- spending for online game prepaid card, 113.50 baht per day

- spending for snack and beverage consumption while playing games, 27.31
baht per day

- cost of cigarette smoking while playing games, 20.50 baht per day

- buying books or CD ooncerning game playing, 82.50 baht per day

- cost of telephone call to chat with friends about game playing, 22.50 baht
per day

Findings on factors encouraging the spending for playing games

More than 50% of the game addicted youths were found to get hooked on game
playing due to the following factors (Table 4.39):

- Fun and enjoyment from game playing

- Have free time, do not know what to do

- Feel bored

- Can exercise one’s brain by playing games

- Affractive, realistic, and interesting features of the games

- Easy to find game playing places

- Games are popular among players

- Modern technologies

- To release siress, uneasiness

- Love to play games

- Play games following friends/acquaintance

- Games allow great freedom for thinking

- Desire to beat opponent/ to overcome barriers/ to win the game

- Temptation to experiment

- Want to accumulate game poinis
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- Information from various media such as books about the games, TV

The most important inductive factor causing the majority of game-addicted youth
to start playing games was found to be persuation from friends (43.00% of all game
addicts under study), followed by availability of computer or games at home (20.00%),

and demonstration effect from other game players (13.67%), respectively (Table 4.35).

Conclusions on the situation contributive to game addiction in youths

1. Family problems which can be associated with two causes: parents devoting
their time for works to earn income more than for taking care of their children, and
broken family. Both situations cause the parents to become less close and pay less
attention to their children and thus they open the opportunity for the children to be with
the game technologies on their own without getting proper attention and advice from
their guardians. Furthermore, some parents have a wrong perception, considering
children playing games at game shops to be safer than children wandering around with
friends in other places and hence they give money for them to play games. Family
situations, therefore, can lead to the problem of game addiction in youths.

2. Development in technologies and tempting media: From the educations’
perspective, development in technologies and media is both good and bad. Young
people lacking the right knowledge and advice are likely to choose the use of
technologies to respond to their own desires without thinking whether or not it is right.
Games advanced by modern technology become popular among Thai youths,
particularly those with virtual features, Game addicted teenagers enjoy viewing things
virtually real from the gaming programs. In addition, there are many tempting media that
generate the present popular trend through imitation effect and invitation for game trials
causing the youth to spend their free time uselessly. Furthermore, overly rapid advance
in technology may put the parents into position that they do not understand the content
or the application of new technologies; and consecjuentiy, they become incapable of

giving correct knowledge and advice.
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3. Improper allocation of leisure time of the youth: After classroom study, young
people may have plenty free time. Without careful consideration or planning to use the
ample free time usefully, they are likely to engage in pleasurable but nonsense activities
like game playing. The game addicted youths often spend all of their free time on
playing games to the point they neglect their responsibilities as students. Excessive or
compulsive game playing can impair physical as well as mental health of the game
addicted youth including their study performance.

4. Game shop, internet shop, and game machine servicing businesses:
The opening of game shops, internet shops, and game machine stations is another
factor allowing the youth to gain easy access to game playing. These businesses have
grown rapidly to serve the growing demand, and use various marketing technics to .
entice the youth into playing games at their establishments to make money. The fee or
charge for game playing at present is not so costly thus making it affordable for the
youth from very young age to adolescent age to play games at a great extent.

5. Peer group: Peers are highly influential for young people’s decision. The
youths that are associated mostly with friends who dedicate themselves to study and
learning will have little chance to become addicted to gaming. Meanwhile, those having
game addicts as peer group will be introduced into game playing and eventually
become the game addicts like their peers.

6. Personal psychological background of the children/ youths: Those young
people who possess curiosity and love to experiment and take challenge often become
obsessed with gaming because games at present are in the nature of online playing
with many challenging features; and they thus get obsessive about in-game
achievement or beating the opponents in the game. The violent features of some games
may have effects on the youths in the sense of behavioural imitation and habitual
change. In some iﬁstances, online gaming contests with attractive rewards have
encouraged the youths to take challenge and play games to hunt for the rewards until

they become game addicts eventually.
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Remedial Approaches

1. Family Those who are involved in taking care of children like parents or
school teachers should pay close attention and give correct advice to the young.
Parents/ guardians should allocate some time each day to do some family activities
together in order to create a warm family atmosphere for their children. Playing games
with their kids or the entire family is a means fo keep the young under surveillance as
well as create good family relationship. Meanwhile they should teach and advise their
children about the goods and the bads of playing games.

2. Various technologies and media Forms and content of games should be
developed carefully not to be overly violent nor highly realistic because the kids will be
led to get more involved as part of the game theme. Parents should learn about modern
technologies and encourage their kids to exploit technologies and media in the creative
nature; for the benefits of themselves and society. Moreover, the state should exercise
strict control and supervision over the producers of games and media regarding the
theme and substance, and support the production of knowledge/ brain activity
enhancing games for children rather than violent and worthless games.

3. Time allocation Kids should be encouraged to spend their leisure time on
creative activity undertaking. Parents/guardians should have a part to give advice and
exercise control such that children and youths can manage to allocate time suitably for
main activities and relaxation and understand their responsibility.

4. Services of game shop, internet shop, and game station Apart from the
measures to control service operation by these establishment, the state agencies should
be strict in implementing the punishments stipulated in various measures to reduce
problems that may occur in the youth.

5. Socialization Schools and colleges should inculcate students to learn how to
think, how to choose, and how to say no concerning their friends. Furthermore, parents/
guardians should play a part in advisory role regarding their children’s socialization with

friends properly.
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6. Personal behaviour of children/ youths Parents/ guardians should pay close
attention to monitor behavioural changes in the young and spend more time with them.
When the kids commit some wrongdoings, they should teach them and give them moral
support; and avoid condemning them as well as the expression of bad temper or sharp
words. Parents/ guardians should set up rules/ regulation or arrange mutual agreement
for the young to be involved in certain activities, to allocate time usage, and to be
responsible to the assigned tasks. The mutually accepted agreement will prevent the
young people from the thought of their being forced to do certain things. Meanwhile, the
children/ youths should be rewarded for their observation of the rules/ regulation or their

adherence to the agreement.





