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ABSTRACT

This independent study employed one group pre-post quasi-experimental research aiming
at studying the effect of using reality therapy based group counseling on self-control of
Mathayom Suksa 2 at risk of being addicted to computer game in a private school in Chiang Mai.
The sample comprised 8 Mathayom Suksa who were at risk on computer game addiction. The
sample engaged in reality therapy group counseling for 12 fifty minute sessions held continuously
for 5 weeks. The instruments used included a questionnaire assessing the computer game at risk
behavior, self-control test, and reality therapy based group counseling programs. It was found
that, after the reality therapy counseling, the student had higher self-control at .05 level of

statistical significance.



