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48256303  :  MAJOR  :  COMMUNITY  PSYCHOLOGY 
KEY WORD : THE SECONDARY  SCHOOL  STUDENTS IN AMPHOE THAMAUNG 

CHANGWAT KANCHANABURI / APPROPRIATE  BEHAVIOR IN PLAYING 
COMPUTER GAMES  /  SELF–DISCIPLINE IN PLAYING COMPUTER 
GAMES /  PARENT-TAUGHT DISCIPLINE . 

 KITTIPONG THONGDEELERS: APPROPRIATE  BEHAVIOR  IN PLAYING  
COMPUTER  GAMES   AMONG  THE  THIRD LEVEL EDUCATION  STUDENTS IN  
AMPHOE  THAMAUNG   CHANGWAT  KANCHANABURI. THESIS  ADVISORS : ASSOC. 
PROF. LIKHIT   KARNCHANAPORN, ASST. PROF. SOMSAP SOOKANAN,Ph.D.,AND 
KAMOL PHOYEN Ed.D.128 pp.

 The purposes of this research  were :  1) to study an appropriate behavior in 
playing computer games, perceiving information of the appropriate usage of computers ,self – 

discipline , parent – taught discipline among  the third level education students in Amphoe 
Thamaung Changwat Kanchanaburi,  2) to compare an appropriate behavior in playing 
computer games as classified by gender , class level , academic achievement , type of 
accommodation , owning of computer and places of playing computer games, and   3) to 
determine perceiving the appropriate usage of computers, self- discipline , parent – taught 
discipline as the predictors of the appropriate behavior in playing computer games.
 Sample were 361 students in  the third level education in Amphoe Thamaung 
Changwat Kanchanaburi derived by Stratified Random Sampling Technique . Instruments 
used to collect data were questionnaires constructed by the researcher. Data were analyzed 
for percentage , mean , standard  deviation , One-Way ANOVA , and the Stepwise Multiple 
Regression Analysis.  
                The results found that:  
            1. Perceiving information of the appropriate  usage of computers, self–discipline , 
parent–taught discipline were at the high level,   appropriate behavior in playing computer 

games  was at the moderate levels.  
            2. An appropriate behavior in playing computer games  as classified by academic 
achievement ,class level , type of accommodation ,place of playing computer games were not 
statistically different , while owning of computer was different statistically significant at .05.     
            3. Self – discipline and perceiving information of  the appropriate usage of computers 
predicted  the  students’  appropriate  behavior  in  playing computer games at  24.6 % , with a

statistical significance at .001.  
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