seauafilyanuaadugnanemsanuvalagudan

Intelligence and academic achievement of adolescents
with game addiction

TINTIA WaMIA™ UAZR1IAT neudail®
Rawipat pullarp™ and Sawitri Thayansin®

Q/ 1

unaaga

@ £Z 6
MyIATIhANEINGANTINNIERINNABNAIGT sxuFATa (IQ) LazNaFNONTNIY
m3fine (GPA) 2a3ibiumy ey 17-21 U Adainuaaniiiaesuuugalds (Extreme Sample) 311au
£ Aad o € A <K >3 a £ a
10 A% MILATRUNBOATIAN LAZNIINARALILAURATUAILULLNAFAUNIFGELTL1 TONI-3
HAMTITUWUIN WOANTIUMTEWINNVINGUIIBENT ABNFNFIBENILTUIAUNNINLATOILEY
FalatnUUWTR 8IWIzHZIA INNTLEWIN ﬂsjuﬁ’;aﬂ"}mmﬂunﬁu Tuaztveunms 5-20 TN uas
I%LaaﬂLduLﬂu@iaLﬁaagaq@ 72 F2l34 LLaz"l,;\iﬂau%‘u'jmmada@muﬂauﬁamaﬁu;mm fandszinn
P ' A A & A . I &
PaInUNTALLARIINAgARD LNWa13WA (Role Playing Game) 389840 NI%iNUNSUNBNRYND
A A & Ao Ao < A a oA A & 1 o
(Strategy Game) URz@DIWALEHIAN ApVaNTNBUazNIUNNTINNNAKILAToINBNNILABTEING
Sudrlfiennguaiagisldlunisiaunuldunaindunases sauarlddolunsauinalaun
A 6 & 1 Qa =) 1 dq/ 1 A dq’ ~ dq’ ~ £ a a
ABwAase ATaInN Aa AlsanaawnYRIada bamNnelwny MIserylaifuaaEuwas

'
@ '

mjmﬁaﬂ'm‘]mmﬁﬂmmu‘wnaﬂsmmﬂumuLL@i"L;JVL@TLﬂquamsuﬁﬁningmm FIUANNAG
LANLAWLNY ﬁmqwaﬁﬁmdu 2 1ANAMENK fa NIGEY LLaxLﬁamuﬁLduag %’%a‘ﬁmaam@;wa
Usznaunu LLazwudWﬂsjuﬁaaﬂ'nﬁixﬁuaﬁﬂzyryﬂﬁa AaNvzaus@dyn Yszunm 111-135 819
Aaandsznmnafian Sadwnufigigiinimneslunisnounn minasmuwaulia mudasuius
LAZANMURUW BT TR INIANLED %aﬁﬂmm&hﬁﬁamﬂuﬁugmmaams’ﬁlﬂauaa fanassnaliiinns
Wannssus@tyan uinamsSoundulid doldinsawds Usznm 2.00-2.90 Gufinainnisna

anatalalaiFasn1sisen a3ty wasWnHantay

T aanNU UL AT AL N MIANAIUILANLAZATALATY WPINEasNRaa

2 919138U5an, mmﬁmﬁwmmmgwﬁ TR AR MINAWLENLazATaLATY N INeduufiag

' National Institute for Child and Family Development, Mahidol University.

? Lecturer of Human Development program, National Institute for Child and Family Development,
Mahidol University.

* Corresponding author. E-mail: aladinny @ gmail.com



66

23815113998 NIREROVAT

ALAUTIMITLEAUNVTNRAD M INAUWIFAT YT URERINANITNUADNITITLU ﬁafu@ﬂﬂmad
ms@?&ngﬂamiuﬁiaﬁ:ﬁmmmsmium:u wdsnausuliinanzay dnsiindteludeinsdoun uas
Léimﬂuﬁl,%mzau"l,aj;mm i?&lﬁz\‘iﬁ%ﬂdﬂ’)’]&li?f&lWuﬁﬁﬁiz%iﬁd’?ﬂéuu&:ﬂiauﬂ%”J ATl Iz Iuleri
NINIINGI9 Wadudslomidedies @Suassame uwaziale a:Lﬂumiaﬁ”’mmauﬂ%ﬁamju
afifanssusniiu

&
ANFIAT: AQLNA, 5$(§l‘l_la(§l‘]j‘§].luﬂ.lw7, Nﬂﬁﬂﬂﬂﬁ‘ﬂ’]\‘iﬂ’ﬁﬁﬂ‘]&l’]

Abstract

The research aimed to study behavioral patterns, intelligence (IQ) as well as academic
achievement (GPA) among adolescents addicted to computer games. In this qualitative
research, 10 informants aged ranging from 17 to 21 years who were extremely addicted to
computer games were studied. The research instruments included a measurement of levels of
game addiction, a test of Non-Verbal Intelligence (TONI-3), and an in-depth interview form
created by the researcher.

The research results showed that the informants started playing games from the family
video games started playing games from the family video games. Length of game playing, the
informants played games every day, spending approximately five to 20 hours daily. The
longest time spent was 72 consecutive hours. They did not accept that they were the extreme
game-addicts. The most favorite type of game was role playing followed by strategy game
type.The favorite locations for playing games were at home and at game cafes. The informants
preferred game cafes even though they had personal computers at home. Most samples got
monies for playing games from their guardians. The game playing cost included the internet
fee, game card fee or fee for buying game time or game item. Sale and purchase of game
items are done in cash as one player buys the game item from another player. The game
players used to copy game characters’ behavior, but they considered the behavior was not
violent. The informants had 2 reasons to give up the game playing : studies or being bored of
games played at that time, or both The research results also indicated that though the informants
were intelligent (Deviation Quotients approximately 111-135). A type game may give the
positive result to IQ, playing some skill-practice games or multi-dimension games or difficult
games may help practice the brain, e.g. planning practice, mental-rotation ability, spatial
ability and practice of co-functioning between sight and hands. These skills are fundamental
skills, which give good result to the intelligence level. But they had poor academic
achievements (GPA approximately 2.00-2.90) due to lack of attention, disciplines and rest.

As computer games are effected the intelligence and academic achievement, parents

should have rules regarding time for the game. Playing time should be scheduled so that the
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player will be disciplined. Games that are non-violent and promoting family relationships
should be recommended. Adolescents should participate in activities that benefit themselves
as well as promoting health and mind. Participating these activities, family members will
certainly foster strong family bonds.

Keywords: game addiction, Intelligence, academic achievement
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4. Average * * 2
5. Below Average * * 3
6. Poor 0
7. Very Poor 0
Juan (10) 0 1 6 3 10

nnnsAnsnuheausddygiveanduietvegluszaus@dyndaiue (Very Superior)
1 awu, agluszduaddugraaianin (Superior) 1 au, agluszdvadduyinitainuaiiaiy
(Above Average) 3 au uazagluszaus@dunuUnd (Average) 2 au uazfled 3 auviinu
dld = a |I> 1 6 a 3 1 v 1 a Q a
nlszauaddygianiinmeidng (Below Average) aziAningiauinusiudnniszaua@daygn

P ¢ A ¢ A
DULRUDLNTUNLANEY LLﬂquLﬂmsﬂLﬁaﬂ
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[ 6 1 1 o 1 A A 1 6 Aal .
nNMIRIMBIRLIINgUAe N TeuNzIawnuLsELANNNeNTAY (Role Playing game)
WATINNIUNUNAYNT (Strategy game) Hszausddanaglunusiasauinniaudnd udnau
v ni 1 o 1 J o 1 ci d‘ J a A .
ldinsawdvagluszaulunas sungudstsnveuiasaunulsziandstu (Shooting Game)
Wazuz93n (Simulation Game) fszdua@dunoglunguainitynd (Below Average) uazdl
inTaaipagualuszaunald asuaasluasnm 4

1991 4 szauadtann (IQ) tnsatads (GPA) uazisznninauuainydidne

21y srauadilyy

nImAN® o * insawmag (GPA) Uszinninafizouiausnniiga

(1) (IQ) )

1 20  Average 2.65 (hunas) 1AW (Sport Game)

2 21 Above Average 2.84 (11unani) \nue13Wa (Role Playing game)

3 21 Superior 2.80 (thwnas) \nue13Wa (Role Playing game)

4 21 Below Average 2.83 (U1unans) WNLA9TR (Simulation Game)

5 21 Very Superior  2.30 (wald) \nua1sA3 (Role Playing game)

6 20  Above Average 2.95 (Uunans) \nue13wa (Role Playing game)

7 17 Below Average 2.40 (walt) mu’muwuﬂaqwﬁf (Strategy game)

8 18 Average 3.41 (@) mm’muwuﬂaqﬂf (Strategy game)

9 17 Below Average 2.00 (Wald) wnudszinndstin (Shooting Game)

10 17 Above Average 2.60 (U1%nand) mw'ml,muﬂaqu (Strategy game)

aEﬂ andsgna

=S 1 1 Q/ 1 1 6 Aa .

ANNANTANIINUINNFUM g TauIERNUYTzIANIANE1TAT (Role Playing Game)
VINNFA T0IRINIABLNNIIUHUNAENT (Strategy Game) Tansxadinauiduinunenduainuda
iz Iuaummalumaan iunihdnadunenldsuvanefiousesndudetnludududusg andu

Aa & Aa | o a Py @ e & o 4 A .
inudszianfdanayuusy iuwnaninmsshWudisuanduineldauosnu: dsiudiduiauna
dsztnniiduinaiuiue19aziiang@nIsuanuia s TunuaANUTHILT yinlAiiannududuaing
Inafe aduaunlaifianuwaa wsenafouivuanuguussniolung Wouiuuwgdnss

a{ | = 1 [ o W 1 =) dQ/A g 6 =

MduduanuaafIny N1IVNINLINMEY WIBNIIITINTNG NN1T@ENE1ved Brad J. Bushman
(2000) #n®11384 Short-term and Long-term Effects of Violent Mediaon Aggression in
Children and Adults Wud1 tanfileweniianuwussdunawnazinansznudang@nssy
M3 ANUAATITN mmjﬁﬂimﬁ anuBaiaiaud uazszaueNTNEITIMY Wk AnNanlaia

a &) U d! d‘ dld dq’ = Qs =3 1 1 6eaAA v v
wazdway (udu SeRenflanuuusiiaziinansznuividninnninglug inueniagisuazdasaiu
unumduendnersg snuemeluny Sinmsndviuldnasesunuinar@nenag Awanwiauls
wiolinanadfdngg neunazdaduly seandesfiungedwawinisuainnwaud 5 v8983a 83adu
(Erik Erikson) m3jinauiasnianslaiiinauias (Identity VS. Identity Diffusion) daaiu/Suuifiny
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o

dl d‘ QIQI/ 1 | A d‘ aa Q v = = e 1 dyl k3 Q &)
Auiiaug Waliduledn widwmlewden SHasuldfiouifisyszoziviuitiadeg Auduse:
A a v & @ ' ] A a o« o A o A a des vao
nialamaldidnldnaassunuinersg neuwnvzGududlnajornneia sednidnaisidnnaass
UjiauszuSudneuiudigivdlna (a1 Suniliaw, 2542)

] &aa Role Plavi a & S Aa
N13LauN813INa (Role Playing game) %38 LnNIUNKNAYND (Strategy game) N3l
anuenn unwaudd wazdasandomsfaiianzdlunsen onalisusislnauay wasininue
onavihldngudretnfiszdua@du g lwnudid wIedndonits feo Juddisunfiszduaddyya

'
v

1 3 d‘ 1 dq’ 1 = o a v 1 1 =) 1 1 v
WNBUNTAULAWBNURDIUITZLAND mu;d‘nmmuamﬂtgtymaﬂa’mvl,mamau ma"l,ummimau"l,@
aa

=2 a aqll | 1 a [} 22 o 1 [
3908nly wsznusasdsziand uwinandenuenninudssinnaug Trefninezraisadng b
21 durineen13neInIwl@ (Mental-Rotation Ability) wazAusIwInN9NAFUNUS (Spatial
Ability) Tiflatnduguansueniaanuaunsoniessddyniaued Sadastsdudiazasiviau
aa a | A aa A& & A = = v o ¢ ]
Tsldfansdns g Midumwupusadd saduiugiusesnslinguss uasiinanudunusszning
enuila (Hand-eye coordination) (Michael Starling, n.d.) 1W31z@a319AU@282AT WiaUAL
AwguMILan ARSI warinpedug Nensvzdinaliifanswamszausddygld
\Aa@% (Claudia Quaiser-Pohl, 2005; De Lisi, 2002; Subrahmanyam and Greenfield, 1994;
Perzov, 1989) LazaINMN3AN®1289 Subrahmanyam uaz Greenfield (1994) lul3asanuaunin
luniswasnwanafidlasnisldnguatedrsduinuidesendonisnasniwauiia laud ina
“Marble Madness” uazlinguaiuguiawinuf bidasarduanusansnlunsuesmwauiia leun
\ny “Conjecture” WU NguAIBLIEUNY “Marble Madness” 1Juna 1 §la# danusunsn
lunmswasnmwauffnueniu Ssanusvinlunsuesniwsadaiidunsinauosuazing u
Tumasiuaie 1Q sungudiadindszdusdduyaneglunguainiidné (Below Average) wau
awnNszinndetn (Shooting Game) uazinuuzssn (Simulation Game) Tatnundsadiduina
nlalaltvinwe wiafnldaudalunisiawuinin 3vanalalldlnine: wIelnauda 39143
dszlomidaszauadtugn
] [
mMInuadNgnINIAENEBIvaIndNdIatveanun lAeainnmMianan1IieL WIanIRey
(Achievement Tests) lildTaszauaddany (IQ) vesandsniulavass udniszeuidunisia
dq’ v = d! <) v (3 a d‘d Qr a a 1 1 = A
anuiludemmlwiesfoudionadulyldi @ndanuniizdusddygndud lisulaSuunie
dnSeuldauasenusiannudilafiont luiesSouuazrindeseundszilinanuiluiiiont
J :: v v v : = A A va A a 1 v o
s lild magugrTnmIntsdnswiainsaais (GPA) vasgaanaufigndsziineanan hiseansaariu
FAUEAY TIFEAARBINUMIANEIVBINIUATEY TUIUA (2549) NANBLANTLEWNNABNAILADT
lapldmaidudsguniwnudt W@nfidunaaeaiaaeinnaudnaziidymiFenisifiunanstou
' [
anawz lddnaldnuniasen Jeildrasugninanisaneieananluszaulldvn (maing
[
WIUNAR, W.1.1; arTularng Iuiun, 2549; @3ANG TN, 2550; BNITFUNIN, 2552)
aalldduanndainulungudragreftduunisddygnedlunmdiade uaznitainmdiade
R o ! | oA o A ! 1 o 1 1 dy e A g ; =< 1a o A
fadaindugfiasnanid wdnduaredraumainduiinadugniniinis@nseananladnn o
saulngzdinsadvegluszdulunansiianeld arafiannnisaanuenlalazeimateu
wonwAnrawliisine uazfandFosnuasaaian NuanazdInaddazauadtag) (IQ) lag
Juagnudszianzesny uazszpzmlumaawnyg NUmanveunuianunanzan Wislaung
@ a I Ao & A A €V M 9 o a M ot a
antaaiiisla duawnandanuguuss Wwnunlifidsslomt Wldinine: wialdldtnduauins



213815113398 NTREROVAT

1Y 1 a 1 Q &) a 1 =3 1 va 6 1 L a
widian waziawnudadenwdunmwwinld maswnuionlildddslomideszduaddynn
! o v J A b =) Id Aa Adaa A A o J
udluneassnudny mMaawnanininee wialdununinwniia wielszauanusnlumaian
anadunitlinguas Wnvinsedns g wu Innsnauns dnne wisinanusuiuisznitsauazile
nweinahastduiug n wazorszdinaddaszdus@dyile wdnisswnuasuiaaasiin

1 = 1 53 A( = d‘ 1 v 1 dl'
nAMIKIEEINAIFDdaNaFUgNTNINIANElasass inTzdndaunnazldldanulalaluGes
= A o a A d‘ 1 1 v d‘ d‘ X
NI58% PI0Y LazARiTawNe liawiny sINalRnIalaasNaanal bia

VDLABD U

1. Qﬂﬂmaammﬂana%a’umu’[ﬁmmmu LAZAINYNAN I WITaITZ8LIaINITLABINY
uthns liimanzan Juasnissdnsiasuiunigesdiy waza3edsnunsdjiaeanginmsd
a{ % d?' d‘ &) =1 a o va (%3 a 1 v 1 a a ::
Na3199% NarduntHnAvelwiauSuRarey wazldldiawinuuinanaiatianatiy 370979
80 laNIF NI DI NNVAILAN

=1 dld 1 < d‘d Q =1 v a

2. AITFONANNTAMNLANZRN "mem;mm o dunuNinnnEe KIaRIIIUAUIAT

LLT’]'Q/LE\]'u Qﬂﬂmaa 2130 89UNIFANFDI ‘vﬁamﬁmwdwLmu',waam%adﬂauﬁ’maﬁ‘n’m‘luﬁmslﬁag:

d‘ 1 U =1 a 1 1 d‘ 1 v v v & dQI dl 1 a
lunldsuds Teawdudnldudes g inetiolidunasasldiiuiloningnian waswndnssname
gma’umﬁu W lAAILUEUN WA ANARAT LA NN TawNY laa N nun &Y

3. Qﬂﬂmamn@meﬂﬁfmmaaymmm 219¢1890N1703198aU WIaLURIWIDTNNTIFLIN
A 9 v 1 A o a o A AN
wamuaulldTpudanuihduldfiswnuaaniuaeslunmef liuanzas

LON&13D19D9

Qe faty. (2547). araniddanaeuninunanfiataasaanlainlaniaiionadeluiiaiase.
INVAWBTANB A RATUAIT AR §ITVITIIAINLINIANBILAZNTUBEUI DRAINRNY
UWINBRSLT B lAd.

ing wiunaa. (1.1.4.). uwIneTIsmABLAnAaLNN. fUITIIANTANULTEIU NATD
ANTAFAT AUUNNYARAT FITNTNYILIA

ATIULATLY LTURUN (2549). wqansia\uuaman‘szﬂummmﬂawﬁmmuﬁamﬂmﬁmaamiu
iawinaluszauiniSanuazwn@nsn. Ingiiwug (wew.) n3nwy : IaInssiuwiingniy

n3dna uwLnuas. (2548). NIFIVLBIAMAIN LAN 1. TUINWLILNATNTULAIUTTINAINDUAZ
MAITNTAEATINTY AUSUNNEANFAT WRTINDTBUITAT.

UM awenans. (2548) Lﬁ'agnamnu afansudunlaamigndanaaanlan. nyanny :
%Lﬁﬂgm%"u 2548.

75



76

213815113998 NIREROVAT

WA e gnsiaonun. (2549). ‘ﬁ@u%ﬁm‘sa\%ﬂﬁ. NTINNY : UIHN FITWAUNWTE 311@.

@lry wdRIIuAS uaz wun 1ngunw. (8.U.1.). Game Addiction: The Crisis and Solution.
(Online). Available: http://www.ramamental.com

ARG T, (2550). HanIzNUaIdBINasnGadIanIny. NIINNY LAIDLYFRINGINT
WAIIITU AN AL TN

RNITFUNIN. (2552). msamnaﬂmﬁnLLaz"islﬁé%&imanszﬂmiaqmmw. é’]ﬁﬂﬂﬂmmquﬂﬁﬂ’mm‘
FHNUNANIENTNADITUFY. 99 2 Ui 16, 27 LWN8U-1 WO HN1AY 2552

§71 Junsian. (2542). IAINLIBIH. NTUNNY : InpTaninite.

Anton Lager and Sven Bremberg. (2005). Health effects of video and computer game
playing. Swedish National Institute of Public Health, Stockholm. 2005 : 18.

Brad J. Bushman, L. Rowell Huesmann. (2006). Short-term and Long-term Effects of
Violent Media on Aggression in Children and Adults. ARCH PEDIATR ADOLESC
MED. 2006;106 : 348-52

Chio Tak Long et.al. (2005). Investigation of Electronic/Computer Games Addiction in
Teenagers of Macau and Guangzhou. Revista de Ciéncias da Saide de Macau. 2005;5
(4) : 238-40.

Claudia Quaiser-Pohl, Christian Geiser, Wolfgang Lehmann. (2005). The relationship
between computer-game preference, gender, and mental-rotation ability. Personality
and Individual Differences

De Lisi, R.,&Wolford, J. (2002). Improving children’s mental rotation accuracy with
computer game playing. Journal of Genetic Psychology, 163, 272-283.

Michael Starling. (n.d.) Video Game Experience and Psychomotor Performance. Anderson
University

Perzov, A., & Kozminsky, E. (1989). The effect of computer games practice on the development
of visual perception skills in kindergarten children. Computers in the School, 6,
113-122.

Subrahmanyam, K., & Greenfield, P. M. (1994). Effects of video game practice on sparial
skills in girls and boys. Journal of applied developmental psychology, 15, 13-32.



