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Table 1. Demographic data of samples

Grade Number(%) Meanage(£SD) Sex Number(%)
4 157(32.2) 10.73(£0.44) M 93(59.2)
F 64(40.8)
5 157(32.2) 11.96(£021) M 85(54.1)
F 72(44.9)
3 174(35.7) 1292(£027) M 84(48.3)
F 90(51.7)
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Table 2. First time of playing computer game
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o] BERE 3FH3] HA3A7 (3.9%), “AYE A 1)
TE oAU, 9 AFERD ¢ £ HFE 7] Yz
A7 (2.3%), ‘e AQel wAE 2% F 7 Yol
(1.8%) =M 2 YEFGTHTable 4).

4) HFENY oL o dEY Al

W2 o B RS W HFE AL AFF A7
(1%=26.9, df=3, p<0.0001), 7 AlY k= L5(t=3.72F,
df=486, p<0.0001), 3%l AlY sH= A]ZH(t=3.585, df=
486, p<0.0001), 282 AYE k= ol (x?=33.1, df=
7, p<0.0001) ol QloIA= BAIF o= {8t 2polE B
o ey AlYE ke A FFE L Xl QoM W
Wz Ajol g Holx] it
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BF AFEALSE A4 39.95(213.75) %09 it
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First time of playing computer game  Number (%within male)  Number(% within female) Total(%) x?
Preschool age 36( 13.8%) 14( 6.2%) 50( 10.2%)

Elementary school, lower grade 189( 72.1%) 139( 61.5%) 328( 67.2%) 26.9*
Elementary school, upper grade 37( 141%) 73( 32.3%) 110( 22.5%)

Total (%) ’ 262(100%) 226(100%) 488(100%)

x 1 p<0.001 based upon x%test

Table 3. Frequency of computer game play per week, and time spent playing computer games per day

Mean (£SD) Mean (£SD) Mean (£SD) t
(Male) (Female) (Total)
Frequency of computer game play per week 3.99(£2.13) 3.27(x2.12) 3.66(£2.15) 3.725*
Time spent playing computer games per day (hours) 2.04(+1.08) 1.70(£.99) 1.89(£1.05) 3.585*

* : p<0.001 based upon t-test
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Table 4. Reason for playing computer games

Number (%within male) Number(% within female)

Total (%) x2

Simply for fun 106(40.5) 93(41.2) 199(40.8)

No other activities to do 26( 9.9 51(22.6) 77(15.8)

To forget complex problems such as study and school work 38(14.5) 34(15.0) 72(14.8)

To mingle with friends 38(14.5) 16( 7.1 54(11.1) 33.a*

To achieve the object of game 17( 6.5) 29 19( 39

To win the competition with friends 6( 2.3) 5(22) 11( 23)

| can't stop playing game once i started 8( 3.1 10 4 9( 1.8

Others 23( 8.8 24(10.6) 47( 9.6)

Total 262(100%) 226(100%) 488(100%)
* 1 p<0.001 based upon x%test
Table 5. Correlation of computer addiction scale score and K- Table é. Logistic regression analyses predicting risk group of

CBCL subscale score computer game addiction from K-CBCL subscale sco-
Vorbios SUM SUM SUM res after controlling gender, age and other factors*
(Male) (Female)  (Total) Samples Total
Social ~-.038 —.055 ~.045 Variables Beta p
School —-.110 —193*  —.153% Social 006 936
Total social competence  -.076 =123 —-.085 School — 147 232
Withdrawan 047 014 000 Total social competence -.017 866
Somatic complaints J67** 142* 142% Withdrawan 010 825
Anxious/depressed 057 078 068 Somatic complaints 002 978
Social problems 025 020 032 Anxious/depressed — 046 654
Thought problems 067 —.044 024 Social problems —101 067
Aftention problems 203** .103 181+ Thought problems - 081 208
Delinquent behavior 030 066 029 Attention problems 170 012
Aggressive behavior 098 —-.037 058 Delinquent behavior — 066 476
Intemalizing problems 088 087 092* Aggressive behavior _ 070 483
Extemclizinq problems 081 —023 047 Infemalizing problems 099 539
Total behavior problems 066 010 047 Externalizing problemns 183 424
sex problems —025 050 007 Total behavior problems ~ 066 503
Emotional problems 086 -.027 037
+: Comelation is significant at The 0.05 level (2tailed), ++ : Cor-  SeX Problems —007 217
relation is significant at the 0.01 level (2-tailed) Emotional problems 176 391
R2=.209

(115D B AR f3lA 34oh(t=5.97, df=486,
p<0.0001).
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COMPUTER GAME PLAYING PATTERNS AND
PSYCHOPATHOLOGY IN SCHOOL-AGE CHILDREN

Seoung Hu Lim, M.D., Seoung Shim Jeong, M.D., Sungdo D. Hong, M.D.,
Jeong Hwan Park, M.D., Ji Hae Kim, Ph.D.

Division of Child & Adolescent Psychiatry, Department of Psychiatry, Samsung Medical Center,
Sungkyunkwan University School of Medicine, Seoul

Objectives : The object of this study was to examine computer game playing patterns and psychopathologies
related to computer game addiction in school-age children.

Methods : The subjects were 533 elementary school students (4th to 6th grade) in Kangdonggu, Seoul. We
evaluated computer playing patterns of all subjects using computer game playing pattern questionnaire, and deter-
mined the risk group of computer game addiction by internet game addiction scale score. We evaluated subscale
score of K-CBCL from parents of all subjects, and conducted correlation analysis and logistic regression analysis
between computer game addiction and subscale score of K-CBCL.

Results : In 488 responders, 10.2% of started playing computer game in preschool age, and 67.2% started at low
grade of elementary school. The mean frequency of computer game play per week was 3.66 days. Mean time spent
playing computer games per day was 1.89 hours. “Simply for fun” was the most common reason for playing com-
puter games (40.8%) . Male subjects showed statistically significant differences in age of starting computer game,
frequency of computer game play per week, reasons for playing computer game and computer game addiction scale
scores. There were significant correlations between computer game addiction scale scores and academic performance,
somatic complaints, attention problems, and internalizing problems in K-CBCL. But, In logistic regression analysis,
only attention problems among K-CBCL subscales showed significant predictability to computer game addiction.

Conclusion : Upper grade elementary school students experienced computer game playing at the very early age,
and spend much time in playing computer games. There were significant correlation and predictability between
computer game addiction and attention problems.

KEY WORDS : Computer game - Addiction - Psychopathology - Attention problem.




