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Abstract

Former studies on computer games have not suggested practical influence on
the analysis results of their impacts on learning of teenagers focusing on the
social, spiritual and psychological aspects. To look over the impacts, 560
teenagers are surveyed from the age of 14 to 19 for making use of their
computer games int this study and their going through lower grades or
learning interference from those uses.

It is proposed that the analyzing methods about the impacts on learning and
effective how to use computer games in this thesis.
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[fig 1] Using time of Computer games
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<Table 2> Relation to Using time of Computer
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<{Table 4> Average Playing Time According
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