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Abstract

The purposes of this research was to develop the guidance activities for
Problems-Solving Game of Young Children and Youths Installation behavior in Tong
Fai District Muang Lampang province and the use this activities for solving the game
installation of young children and youths moreover, for the assessments the effect of
using the guidance activities. The samples consisted of 41 young children and youths
in Tong Fai District Muang Lampang province by volunteer sampling. The research
instruments were a Content analysis, Interview test, Behavior observation, Focus
group discussion, Game addiction screening Test-GAST: Child and Adolescent Version,
and Game Addiction Screening Test-GAST for parents. The data were analyzed using
by mean and standard deviation t-test.

The result of the study makes the guidance activities named “Adaption
Change No games”, that consist of 6 activities such as “Two people” activity, “My
Idol” activity, “Risk behavior temperature” activity, “Promise for better future”
activity, “I remember” activity and “Run for the goal” activity. After using these
activities found that the result of the behavior of young children and youths reveal
high in general and all aspects of the study. The boys reveal high in all behavior
observation that makes 46.40 of percentages. The girls also reveal high in all behavior
observation that makes 45.01 of percentages. The finding, according to using the
guidance activities before and after, is difference statistically significant at .01. The
mean of game installation of young children and youths after using the guidance
activities is lower than before using the activities. In order to testing of game
installation in young children and youths in follow-ups assessed by parents found
that the data analysis in reveal high in all behavior observation that makes 46.55 of
percentages. The comparing the difference before using the guidance activities and
the follow-ups is difference statistically significant at .01. The mean of game
installation of young children and youths after using the guidance activities is lower

than before using the activities.
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