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ABSTRACT

The research is aimed to 1) develop the integrated media concerning the campaign of the
appropriate hour for computer game playing during junior high school in Chiang Mai and 2)

evaluate its efficiency.

The pilot group to the subject of development of integrated media concerning the
campaign of the appropriate hour for computer game playing was the junior high school students
of Kawilawittayalai School, Chiang Mai totaling 50 Student who spend exceeding 6 hour playing
computer game a day .The tools used for the data collection and analysis were 1) Questionnaire
on opinions toward the effects from over excessive computer game playing 2) Questionnaire on
attitude towards computer game playing form the pilot group 3) Behavioral note form during
playing computer game of the pilot group . The results from questionnaires and behavioral not
form were analyzed to be added to create the integrated media concerning the campaign of the
appropriate hour for computer game playing and lunch its campaign or test the out coming
integrated media with the pilot group: 50 student and three expertises in animation and integrated
media . The tools used to test the integrated media concerning the campaign of the appropriate
hour of computer game playing were the questionnaire on the opinions toward over excessive
computer game playing and questionnaire on the integrated media concerning the campaign of the

appropriate hour of computer game playing.



The result from the questionnaire analysis (the integrated media in campaigning the
appropriate hour of computer game playing) found that the satisfactory level of the pilot group
towards the integrated media in campaigning the appropriate hour for computer game playing
during the junior high school was in a good level .In an aspect of the analysis from the
questionnaire on the opinions toward the over excessive computer game playing and the attitude
after being tested with the integrated media in campaigning the appropriate hour for computer
game playing during junior high school student found that the pilot group realized to the effects
of over excessive computer game playing, then changed the attitude toward playing computer

game in the better way.



