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ABSTRACT
Objective : The purpose of this study was to investigate the relationship between the pattern of computer

game play and emotional and behavioral characteristics of 5th and 6th grade elementary school children in
Jeonju city.

Methods : Fifth and sixth graders from two elementary schools (N=413, M=214, F=199) were chosen
to participate in this study. The participants completed self-report questionnaires designed by the authors,
and were also evaluated based on a computer game addiction scale, state-trait anxiety inventory for children,
children’s depression inventory and Piers-Harris children’s self-esteem scale. The parents of the participants
determined the disruptive behavior rating scale of the participants.

Results : Positive links were reported between the pattern of computer game play (years of computer game
experience, average length of each computer game play session, average time spent on computer game play
per day, and average frequency of computer game play per week) and scores of computer game addiction
scale. In addition, significant correlation was found between the internalized problems of children (trait anx-
iety, state anxiety, depression, and self-esteem), and computer game addiction scale score, among both sexes
(p<0.01). There were significant correlations between game addiction scale score and inattention (p<0.01)
as well as total attention deficit hyperactivity disorder (ADHD) score (p<0.05) in girls.

Conclusion : Our findings suggest that computer game addiction is related to symptoms of internalizing,
particularly to the trait anxiety. Significant positive correlations between game addiction scale score and ex-
ternalized behavioral problems were found only in girls. (Anxiety and Mood 2008;4 (2) :135-141)

KEY WORDS : Computer game - Game addiction - Anxiety - Depression - ADHD.
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Table 1. Average length of each computer game session and distributions of computer game addiction scale scores

Lot Female Male

(hours)  —2sp -1SD +1sp +2sp 0@ Posthoc oo sp 415D 42sp 1O Posthoc
(%) test (%) test

Nonea 10 4 1 1 16 ( 82) a<e 3 1 - - 4 (19 a<cde

<1b 33 65 13 2 113 (57.7) b<c,e 10 33 13 3 59 (27.8) b<c,d.e

1-2¢ 7 25 15 6 53 (27) b<c 6 45 47 19 117 (55.2) a,b<c<e

2—3d 3 2 2 3 10 ( 5.1) NS - 8 8 6 22 (10.4) a,b<d<e

>3e - - 1 3 4(2) a,b<e - - 2 8 10 ( 4.7) a,b,c,d<e

Tota (%) 53 (27) 96 (49) 32 (16.3) 15 (7.7) 196 (100) 19 (99 87 (41) 70(33) 39 (17) 212 (100)

x2 63.61* 72.57*

F 13.55** 19.44**

NS : not significant. = : p<.05 based on chi-square test ; SD : standard deviation of computer game addiction scale scores, #* : p<.01
based on ANOVA

Table 2. Average time spent on computer game play per day and distributions of computer game addiction scale scores

e e Female Male

(hours)  —2sp -1sD +15D +2sp o Posthoc ooy _1gp t1sp  +2sp 1O Posthoc

(%) test (%) test

Nonea 22 8 - - 30 (15.2) a<b,c,d 5 4 1 1 11 ( 5.2) a<c,d,e
<1b 27 58 11 3 99 (50.3) a<b,c 11 34 17 6 68 (31.9) b<c,d,e
1-2¢ 3 24 18 6 51 (25.9) a,b<c 1 42 44 14 101 (47.4) a,b<c<e
2—3d 1 7 1 4 13 (6.6) a<d 2 5 8 7 22 (10.3) a,b<d
>3e - - 2 2 4 (2 NS - 2 1 8 11 ( 5.2) a,b,c<e
Total (%) 53 (26.9) 97 (49.2) 32 (16.2) 15 (7.6) 197 (100) 19 (8.9) 87 (40.8) 71 (33.3) 36 (16.9) 213 (100)

x2 88.24* 68.47*
F 22.80** 16.97**

NS : not significant. = : p<.05 based on chi-square test ; SD : standard deviation of computer game addiction scale scores, ** : p<.01
based on ANOVA

o

A= ohs A7E A9 shA ke AeET AYTEHE et 4 e ®ATH(p<0.01).
HA7h FelabA #oeH(F=22.80 ; p<0.01).
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Table 3. Average frequency of computer game play per week and distribution of computer game addiction scale scores

Frequency Female Male

F()S;;A;TEI( —2SD  -1SD  +1SD +2SD T(c(’];";" PO:;::’C —2SD -1SD +1SD +2SD T(c;/tu‘;"' PO:;::’C
0-1a 26 17 2 - 45(228 a<cde 7 8 5 21 ( 99 a<de
1-2v 15 28 1 49 (24.9) b<de 8 26 11 2 47(222) b<de
340 6 33 11 2 52(264) a<c 2 27 20 6 55(25.9) c<e
5-6d 3 10 7 4 2412 ab<d 2 18 18 10 48 (22.6) ab<d<e
7e 3 9 7 8 27(137) ab<e - 8 16 17 41(193) ab,cd<e
Total (%) 53 (26.9) 97 (49.2) 32 (16.2) 15 (7.6) 197 (100) 19(9) 87 (41) 70(33) 36 (17) 212 (100)

2 66.66* 57.19%

F 17.18* 18.45+

NS : not significant. = : p<.05 based on chi-square test ; SD : standard deviation of computer game addiction scale scores, ** : p<.01

based on ANOVA

Table 4. Correlation coefficients between computer game ad-
diction scale score and emotional and behavioral disorder rat-
ing scale score

Variables Male Female Total
Inattention .110 .233** .208**
Hyperactivity .043 .040 .099
Impulsivity .030 .086 .086
ADHD .089 .183* .181**
OoDD .003 .015 .041
CD .023 .034 .061
Depression 463 .299** .354**
State-anxiety .538** .291%* .296**
Trait-anxiety 404** .265** 401
Self-esteems —.461** —.331** —.378**

ADHD : total score of attention deficit hyperactivity disorder sub-
scale, ODD : oppositional defiant disorder subscale score, CD :
conduct disorder subscale score. * : p<.05, #* : p<.01
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