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This research was the quasi-experimental designed. The purpose of this research was
studied the effectiveness of application life skills and social support for prevention on computer
game addiction among secondary school students in extended opportunities education school,
Muang district, nongkhai province. The sample size were selected by random sampling. The
samples were divided to experimental group and comparative group, each group were 74 subjects.
The measurement were on 1) Life Skills Development for prevention on computer game
addiction 2) Social Support 3) Prevention on computer game addiction. The experimental
group received life skills enhancement program which applied the life skill of WHO’s comcept
and the department of Public health’s concept all of element. The implementation was used the
work shop for 3 days, together with participatory learning by using lecture, game, brain storming,
group.discussion, demonstration and practices, role playing and model propose. The motivation
using by reinforced them with material and social reinforce by parents, families member and
researcher such as relationship making, paid respected, paid attention to them, admiringly saying,
to commit certificate and finished. The quantitative data were collected by using questionnaires
for 2 times; before and after implementation 1 week. The statistics were analyzed by descriptive
data such as percentage, arithmetic mean, standard deviation Paired t-test for the within group’s
comparison between before and after intervention and Independent Sample t-test between group

at 0.05 level and 95% c1 of significance.

The results of the study revealed that 1) after the experiment the average score of
experimental group on life skills development, life skill of critical thinking and creative thinking,
self-awareness and empathy, self-esteem social responsibility, effective communication and
interpersonal relationship, decision making and problem solving, coping with emotion and
coping with stress on game computer prevention and alleviation score of students. After
implementation higher than before study significantly. 2) Social support. after the experiment the
average score of experimental group were higher than compared group at statistical significance.
3) Prevention on computer game addiction. after the experiment the average score of
experimental group were higher at statistical significance.

The results of the study clearly showed that providing health education by using life
skills development and social support according to the study’s results, the motivation from the

family is important for supporting teenager to change their attitudes and behaviors in better way.





