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ABSTRACT

The objective of this research was to study the effects of the process of participative
learning on alleviating the computer games addiction in primary school students of Santisuksa
School, Muang District, Chiang Mai Province. The sample group consists of 30 grade two
Santisuksa school students studying in the second semester of the academic year 2009. Materials
used in this research consist of 5 participative learning activities within the duration of 10 weeks.
The content used in the activities 1 through 5 is continuous and each activity were use pictures,
knowledge boards knowledge sheets, worksheets, games, and other media. Data collection were
done by 1) Questionnaire about general characteristics and behaviors of game addiction. 2)
Testing knowledge about computer games and behaviors of game addiction. 3) Student’s
awareness tests 4) Student’s behaviors tests and 5) Observation of student’s behavior. The data
were analyzed using the following statistical values; percentage, average, standard deviation, and
Paired Sample t- test

Research Results

1. From the observation of The Samples behavior during the participative learning
activities, it was found that The Samples pay interest and gladly participate in activities.

2. The results from the participative learning activities during the 10 weeks are as

follows:



2.1 Comparing the knowledge about computer games and behaviors in playing
games from before and after the activities, it was found that the average score before the activities
was 15.13 The average score after the activities was 26.57 , was statistically difference at the
0.05 level .

2.2 Comparing the awareness in playing computer games before and after the
activities, it was found that the average score before the activities was 0.68 and the average score
after the activities was 0.87 , was statistically difference at the 0.01 level.

2.3 Comparing the behavior of The Samples before and after the activities, it was
found that the average score before the activities was 3.53 and the average score after the

activities was 2.22 , was statistically difference at the 0.001 level.



