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ABSTRACT

This research aims to study into an effects of using group process in behavioral
modification of addiction to computer games of Primary school Students, North Sanklang School,
SanKamphaeng District, Chiang Mai Province, through a sample group of 30 students, studying
in the second semester for the year 2009. The tools used in this study are eleven different group
process activities that affect a change in behavior towards computer games playing. With an
emphasis on group process, all activities require students’ participation, and are planned for total
of 16-hours instruction. The study collected the data from 1) a questionnaire on the students’
computer game playing behavior, 2) a knowledge measurement on games and computer game
playing behavior, 3) an awareness measurement on games and computer game playing behavior,
4) an evaluation on the the Samles actions towards computer game playing behavior, and 5) a
behavior observation conducted by a teacher and the students, and carried out an analysis by
using means, standard deviation, and a comparison of scores based on Paired Sample t-test

method.



The findings showed that;

1. According to an observation on a use of group process activities, the Samples have
interest in teaching activities, and well participate in such activities.

2. The results of a use of group process activities, based on an evaluation, are as
follows:

2.1 Knowledge of games and computer game playing behavior before and after
activity participation showed that the mean before the participation is 0.70, whereas the mean
after the participation is 0.74, was statistically difference at the 0.05 level.

2.2 Awareness of games and computer game playing behavior before and after
activity participation showed that the mean before the participation is 2.86, whereas the mean
after the participation is 4.17, was statistically difference at the 0.01 level.

2.3 the Sample actions towards computer game playing behavior before and after
activity participation showed that the mean before the participation is 3.28, whereas the mean

after the participation is 1.61, was statistically difference at the 0.01 level.



