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This study has the foliowing objectives: to identify factors that lead to addiction of
on-line game among Thai youth, and the consequences thereof; to explore the role of
related sectors in regulating on-line game; and to seek systematic methods to prevent and
alleviate the problem of on-line game addiction among Thai youth. A triangulation of
methodologies is used in data collection which involves a questionnaire-based survey,
focus groups, and in-depth interviews are varyingly used for different types of informants
ranging from youth on-line gamers, government officials, representatives from the Internet
industry, academics working in related fiélds, and families of kids diagnosed as game
addicts. Policy analysis and a seminar to assess overseas regulatory experiences are also
carried out. About 1,800 kids between the ages of 15-25 participated in five surveys to
assess factors and impacts of on-line gaming. Thé survey was used also as a screening
test for those with identifiable addiction symptoms to later become involved in five focus
group interviews, which took place in the same province as the preceding survey - in

Bangkok, the outskirt of the Bangkok Metropolitan area, Chiang Mai, Khon Kaen, Chon Buri
and Songkia.

The research finds that three broad types of factors — personal, social, and
technological influence the addiction. Personal facters include psychological needs in
development of adolescents, gratification, peer préssure and negative family and social
relationship. Social factors include marketing and promotion of game by the industry,
marketing strategies of Internet and game cafes, the receding of public play space as
opposed to the mushrooming of Internet and game space, dysfunction of families, social
lack of Internet literacy, weak and inefficient regulation from the state, and problematic
operation of Internet and game cafes. Technological factors include game design with
attractive and addictive attributes, on-line game community, and other appealing
characteristics of the new media. As for impacts from game addiction, the following were
found: significant increase in aggression and spending, and reduction in'family interaction,
concentration in study and work. Meanwhile, physical deterioration was also reported,

alongside plausible negative consequences to brain development.
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The study finds aiso that different sectors in society — the state, the Internet industry,
and civil society -- play variant roles in regulating on-line game. The stafe uses the following
~mechanisms — legal measure, blocking of objectionable game websites and filtering of
youth access to game servers, surveillance and monitoring of Internet and game cafés, and
public education -about game. As far as the industry is concerned, small vigilance is
exercised on.game content by ISPs while game service providers employ these means for
regulation: content label, rating, and warning (in case of excessive time spent on game);
code of ethics and enforcement through game masters (GM), and screening of game
access through registration system. For the civil society, their role has been as follows:
advocacy towards policy-level regulation, coordinating regulatory efforts with government
agencies and other organizations within the civil society, promoting the Internet as a

knowledge resource, media literacy, and mobilization of movement and community

participation.

The study recommends that both technological and social means be used to
prevent and alleviate the game addiction problem. For instance, an anti-addiction
technological system could be built in the on-line design while game literacy is emphasized
as the key to social immunity against the addiction. The integrated and comprehensive
model of Korean Agency for Digifal Opportunity (KADO) in coping with Internet addiction in
Korea is presented as a best practice for future adaptation fn 'T»hailand. The research also
points out that on-line game is a recreation that is here to stay in the information society.
Therefore, understanding and literacy about game is fundamental to minimize ill impacts
while unieashing potential and opportunities from youth involvement with the game. Using
the social shaping perspective of technology, the research shows the life cycle of on-line
game and the processes that led to overconsumption of game and game addiction in Thai
society. Meanwhile, using the perspectives on mirror neurons and brain development in
teenagers and youth as analytical tools, the study points to possible risks of excessive
consumption of game and impacts on youth's brain development.and behavior. A culture of
mutual responsibility in which all parties and sectors participate in overseeing and

monitoring game consumption is the best way for future policy.





