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ABSTRACT

The purposes of this research were 1) to study the level of computer
games addiction for the secondary school students, 2) to study the relationship
between the level of computer game addiction and the secondary school
students’ environments, and 3) to find out the discriminating factor for classified
the levels of computer game addiction. The samples consisted of 397 junior
secondary students in the Office of Secondary Educational Service Area 21, in the
1% semester of academic year 2013, by multi-stage random sampling. Research
instruments were the 5 rating scales questionnaire and the checklist with
discrimination indices ranged from .315 - .693, and the reliabilities was .834. The
percentage, mean, standard deviation, Pearson product moment correlation
coefficient, and Discriminant analysis were used for data analysis.

The findings revealed that :

1. The junior secondary students who didn’t was 42.32 percent, who
addicted computer games at low level was 34.26 percent, who addicted computer
game at moderate level was 17.88 percent, and who addicted computer games at
high level was 5.54 percent.

2. The factors about students’ environments that correlate with the
level of computer game addiction were: computer game shop was near the

students’ residence, computer game shop had aircondition, students can play




computer games at home without disturbance, and students’ friends persuade to
play computer games, and they were significantly related at .05 level,

3. The factor that could classified level of computer game addiction
was the attitudes toward computer game, and the predictive equations for the

groups classification were as follows:
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And percent of correctly predicted was 45.1.




