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The objectives of this research were : 1) to study information technology using behavior
and demand; 2) to study Notebook computer using behavior; 3) to compare information
technology using behavior. Total of 1,574 students of Suan Dusit were the sample of the study.
The data collecting method was a questionnaire survey and analyzed by software package through
the percentage, arithmetic mean, standard deviation and hypothetical tests by using t-test, One
Way Analysis of Variance (ANOVA) ,Sheffe’s multiple contrast method.

The research results can be summarized as follows :

1. The students’s information technology using behavior at a high level ; Education
section was VDO-Conference, Entertainment section were Music Movies and Game offline,
Communication section were E-mail and Chat,

2. Top 3 in the students’s information technology using of demand; Education section
was Search engine. Entertainment section was Music offline. Communication section was E-mail.

3. Most of students used Notebook computers at home during the night for a period of
approximately 1-2 hours per time of usage. Winamp, MSN messenger and Dream weaver
programs were essential, therefore, added via borrowed CD-Roms. The Students would have
liked to learn more about Photoshop, Dream weaver and Movie Maker programs. Moreover, they
needed Notebook computer in their Information Technology for Life course. In case of having a

problem with Notebook computer, they would have got a suggestion and help from friends.

4. The comparison of information technology using behavior classified by sex, faculties,
and campus. 1)There was a difference in Entertainment and Communication section using
behavior between male and female students at significant level .05. 2)As for the students in
different faculties, there was a diffirence in Education and Entertainment section at significant
level .05 (E-learning /Blackboard, VDO-Conference, Game online and Game offline),But there
was no diffimce in Communication section (File Transfer Protocol: FTP). 3)The students in
different Campus, there was no difference in information technology using behavior at significant
level .05.(E-book, TV online, and Music offline)

5. Notebook computer and internet application facilitated report typing, information
searching and up-to-date knowledge obtaining. The students considered themselves benefited

academic self-development and the online registration system at a high level.





