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Abstract

Reaserch Title: A Model of Protection and Solution for the Youth’s Games Addiction in
Kamphaengpeht by Games Shop Network.

Researcher: Dr. Supaporn Pongpinyo-o-pas and others

The purposes of the research were to create the white games shop network, to develop a model of
protection and solution for the youth’s game addiction in Kamphaengpeht by the games shop network, and to
study the result of the model usage. The first step of the study was to create the white games shop network.
The population of this study consisted of games shop owners, the youth, parents, school administrators,
teachers, police, administrative officials, cultural officers, social development and human security officers. The
data were collected by a questionnaire, focus group, and assessment, and the data were analyzed using content
analysis, descriptive analysis, percentage, mean, and standard deviation. The second step of the study was to
develop the model of protection and solution for the youth’s game addiction by the games shop network. The
population of this study consisted of white games shop owners, cultural officers, and teachers. The data were
collected by workshop, and were analyzed using content analysis. The third step of the study was to study the
results of the model of protection and solution for the games addiction conducted by the games shop network.
The population of this study consisted of games shop owners, the youth playing games at the white games
shops, cultural officers, police, public health officers, students, journalists, and cable TV. officers. The data
were collected by an interview, questionnaire, conference, and the data were analyzed using content analysis,
mean, and standard deviation.

The findings were as follows:

1. The creation of the games shop network in Kamphaengphet was not strong, but there was
the white games shop network which was conducted by the cultural officers, and there were 10 members of
the white games network joined hands to arrange the development project for the youth who played games at
their shops.

2. The procedures of creating participatory games shop network were as follows: 1)
specifying the white game shop standard, 2) choosing the white games shops, 3) arranging the activity of
protection and solution for the youth’s game addiction, 4) disseminating the activity results and praising the

white games shops.



3. The results of the games shop network were as follows: 1) getting the assessment
procedure and assessment tools for selecting and ranking the quality of the white games shops, 2) the games
shops in Kamphaengphet that participated in assessment as the white game shops were at 86.67%, 3) there
were five activities of protection and solution for the youth’s games addiction held by the white game shops.

4. The results of the model development of protection and solution for the youth’s games
addiction conducted by the games shop network consisted of the model development process of protection and
solution for the game addiction by the games shop network, and the five projects for developing the youth at
the game shops which were divided into 3 aspects 1) they were conducted by the game shops, with an
emphasis on exercise and public service, 2) they were conducted by the game shops and the schools, with an
emphasis on learning and playing appropriate games, ad 3) they were conducted by the shop owners, with an
emphasis on cooperation to develop the game shops in Kamphaengphet.

5. The results of using the model of protection and solution for the youth’s games addiction in
Kamphaengphet conducted by the games shop network were as follows: 1) most of the game shop owners
who ran the projects and participated in the projects realized the benefit of the activity for the youth who played
games at their shops, 2) most of the youth who participated in the activity was satisfied and realized the benefit
of the activity, and would like the other game shops to run the activity as the same. After participating in the
activity, the youth had the games addiction immunity at an average level, and the level of the games addiction

was low.
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