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ABSTRACT

The objective of this research was to study the Usage of the Life Skills Program for
Behavior Modification of Novices Addition to computer game addiction at Samakkee Wittayatan
School, Muang District, Chiang Mai. The sample group was 30 students (novices) of Samakkee
Wittaya School studying in 7 to 9 in the second semester of the academic year 2009. The
Research tools consisted set of life skills activities which designed to reduce game addiction. It
was divided into 5 different activities which emphasigsd on group working for the students to
participate in. And lesson plans were engaged. The data collection was done by 1) Questionnaire
about behavior of the computer game addiction of students 2) Testing knowledge about game and
behavior of computer game addiction 3) Tests about the awareness of game and behavior of
computer game addiction 4) Tests about the act of student to the behavior of computer game
addiction 5) Novices Behavior Observation by the teacher and novices. The data was analyzed by
finding the average, standard and comparing the value using the Paired Sample t-test. Couple

The results of this research revealed that :

From the Sample Behavior Observation during the life skills program found that the
Sample have interested in and participated in the activities with enthusiasm. The Sample could
have practiced by themselves and it seemed that they have interested in and liked all of the

activities.



The Results from the life skills program as following:

2.1 Comparing the knowledge about computer game and behavior of computer game
addiction before and after the activities were found that the average score before the activities is
0.07. The average score after the activities was 0.74. was statistically difference at the 0.05 level.

2.2 Comparing the awareness of computer game and behavior of computer game
addiction before and after the activities are found that the average score before the activities was
0.68. And the average score after the activities was 0.73. was statistically difference at the 0.01
level.

2.3 Comparing the act of The Sample to the behavior of computer game addiction
before and after the activities were found that the average score the activities was 3.53. And the

average score after activities was 2.45. was statistically difference at the 0.01 level.



