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ABSTRACT

180053

The objective of this research was to study the effects of using A-I-C
technique for treating students addicted to online computer games in Plong
Wittayakom School, Thoeng District, Chiang Rai Province. The research participants
wrer 33 students, 5 students’ parents, and 5 teacher. By conducting of action
research, research instruments included informal interview, observation, focus group
interview, workshops, field notes taking, and the awareness of health behavior test.
Data through interviews and observations were analyzed by using content analysis
and data which obtained from the awareness of health behavior test were analyzed by
using descriptive statistics. The results showed that the A-I-C techniques helped all
participants deal with the problems causing students addicted to online computer
games through 4 stages of treating management: 1) to realize the problem, 2) to set up
goals, 3) to brainstorm and find ways out and 4) to implement 4 school projects on
solving game addiction problems in students

In Plong Wittayakom school, a committee was organized to work with
teachers and other people concerned to launch 4 school 1) New blood Club: We
know games! 2) The health education: the parents-teacher meeting on online games
addiction concemns and problem 3) The students’ voices on online games addiction
through school radio and local radio project and 4) The art activity on free-time
during summer break.

Being involved in problem solving on games online addiction of students
increased the success of all school projects since everyone felt they were involved. It
would be argued that the projects were successful because all p articipants felt they

were activity involves and were willing to share and work things out as a whole.





