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BEE £ ¥ Wk
(NI R HITET 5.0 #2= 0, K#AS 610068)

W B W& ERARE(nternet Gaming Disorder, IGD)2 & #4 4K #IA A M L 49405757 B aTe9 43k A =
AN A LA IGD 5 EFHRAT A . Eethib Rz £ 57, B ERat FAH W& #RR LA
KT BRI R, K AATE L DSM-5 S 4549 O KA L4 2) @ IGD AR 4548, IATH) 18 AL T A&
M. UWRREFEALERS, IR F ik L8230 138, TR M P A4k, ZAE TR ARBAER.
S BRI B R A A R AT AR B 2 3208, B A FIM R 5 F R RATH. ARFREFE
J& =) 3R B 3t W 48 RAT A AR R, ST AR R R B Bvh W& RAT A 69 & B F AR B TR BT
BRMUR AR T, AR B AR B R A P 455 KRR 49 4% R

KR ML HFEEAIE(GD);, ©T#HK, 174 RE; DSM-5 5B i7f; Hip g

HES  R3%B

2013 4F, Z:ER§I¥ 23 (American Psychiatric  disorder), & 4 45 — A B 1F A 0] 1947 UG
Association) F I 7E Rl 2 W 5 501t 01 (behavioral addiction)Z J&, %45 itk BLEE (1 GD) Ak
% FL AR (The fifth edition of the Diagnostic and NTE ATFERIEL T HAE, RE Petry %
Statistical Manual of Mental Disorders, DSM-5) (2014)4 1GD W3k i IR GE— AR UETT RS, K 9 AR
=BT 5 R 5 4% B (condition for further R NEIEAT T ik, it TN A&
study) H7 4 28 T 1 45 3ife 3K A (Internet. Gaming PIARAEIR S B, W E# S ARy IGD & T &,
Disorder, IGD)" A J¢ H: 9 4% I1GD 2 Wiknif .{H IGD 15 DA 3 3h 4 A4S BF 78 4008 1) A & R, M Z i £
T2 75 L AR Sl — T ST R Bl AR A ) IR HE BT S, A4 I1GD 2 N FhHE 4 1 R
A R B A A 2 5 ke T RIZLA 4t T R BRI 7 9 SRR 7 e 0% B F 5%

76 DSM-5 1, 4k B P4 It {8 (pathological t 1GD? a5 FUR7E 4 W 2% Ji 4k (Online or
gambling) & W 5 44 kI 18 (AR ) % 1% (gambling Internet game)id & 45 4 T Jif ki (offline game, HE

ML) ? A EFEL 1IGD i 24

Mok FL B 2017-11-20 mﬁkzg.zt\mm\ %f(%ﬂﬁ?&ﬁﬁ%iﬂﬂiiﬁ
xR [ OAE 2 4 (71673082) . [ A 2 B2 3L 4 (van Rooij, & Kardefeltwinther, 2017). IGD HJ#F5%
(15BSH025), )1 ¥ £ SCALBIFSE H s 2018 4F BE 8 T E R T E BRI 47 i 2% i (Journal

(WLWH-18-30) J2 )11 JifiF([2018] 3-21) . of Behavioral addiction, 2017, 6(2) )i%%& Tilitit
WEMEH: B8, E-mail: jinyuchang@gmail.com IGD, {148k 4 154 5 TR

Y 7E DSM-5* 4 i A5G KR e iR (Substance-Related iy
and Addictive Disorden 32K F . FL U B B R e o 44 1 20184F 6 H 18 H, {5 T4 414 (World Health

#B44 W% T “addictive” (HiE), #iin gambling addictive Organization, WHO) % Afi i 11 i € el B 3
disorder 45 % 4 gambling disorder, DSM-5 % 2 41k H Il 25 ) FM(International Classification of Diseases,
PR A 1] “disorder” (Wi £%) H “ addictive” 2 X 1] i ICD-11) ", FEAT J O B 5 T 38 1 90 Xk e
(American Psychiatric Association, 2013). A<HF5T H o ff (Gaming disorder, GD), W4 tH sa %t 42 i

EH AR IGD BT B 2R, WA S5idamE N . st b

Y % —J £%, Jy N r—i s
e 0 UL BT, 1GD B 46 e s i ?(ﬁ?%ﬂa(v‘lfeo game, ﬁ&\'ﬁ&?ﬂﬁ!ﬁ?ﬁaﬂﬁ,iﬁ.
AR 14 e 4 ] T M 4 e k) (WHO, 2018). 44,
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XT IGD &R BT R 14 T T% GD #E &M A
[F] F) ST S -

FLYE 2016 4 11 A, 26 &4 2# FH B4 17 WHO 1L
JRR A2 %2 T —EAT GD 24 fE, JFRE
J& & FAEFT N G 24 & (Journal  of Behavioral
addiction) 2017 44 6 %55 31 I, {5 23 443k
AR GD BFFEAH X 3 B D) gt
GD A& Y S FEAFF 73 iy AR A L A7 76 1] 3, A
AR IE AR I SR B Bl AT
FEo o NS T I Ok BT A B SR, N
HEEE, #I WHO B %525 (Aarseth et al.,
2017). AR WHO %A Rz, MEFHNK
SRINK GD ME AR A 2 1 d5l = Y B 104 UE 5 ik, Ui
*% L IE (GD) 45 ¥ 45 i %% A 964 (1GD) =22 i) (14 S BR A
W, 5 1GD MrR A, RRAIFE X T RUBER 4 .
SRR L e B SR SC R Y () BT AR A (van
Rooij et al., 2018),

LT 2T, AXEERIIFIHZE IGD iF
FEP M EZEAI, A EMNEA e P SR E
BLRA RN, T SR AT R Sk B A it 15

1 IGD #& ERIEIN

— SO R IR R I T A ol ) 4 9t R
B A SR, TS R E SR B Bo N 2 iRk, Bt
Z 302 1 HE AR 5B 4 51 i i 2 28 (Chuang,  2006)
FIFET-(BBC News. “ South Korean Dies after Gaming
Session”, 2005), IGD LAl 14 A OG22
AR, DSM-5 LAEZH Tl T3k B AR L
Jiy b 240 Z 05 R G S R SCR, A4 Itk
%) 2% {481 FH % 5 (gaming or internet use disorder) . iF
X/ R 4% 968 B 3 1 i (gamiing or internet addiction
or dependence) . 14 ok [n] IR i (pathol ogical
or problematic gaming)%%, %<k IGD 44 A DSM-5
IR 4% B0, {EATHR I GD Bt = A5 ik € X (American
Psychiatric Association, 2013) ., 5% # I A [A] f1
FEXT 1GD XA MEASA SR T B g€
1.1 FEHER or TERSK

— B 4r2E3 B | GD BETS 8 8 XN TR ST RS
RS, —J5 24 IGD SR R B il 5,
— 7T, FENTIA N 1GD By B 5 T 18 L
S2PrR 1GD i LAY REE A DiAR /N

5, X 1GD BHERHIEN FiEE . £ DSM-5
g/ T IGD 1 & J& 5 9 #2 (Development and

Course)iX —, X EZJE i T IGD Ml R 5
B2 AR Y F AR R R i AR 14 34 (K aptsis, King,
Delfabbro, & Gradisar, 2016). Joik Ll 1GD Hy il R
RIS R MK R B T Y E X, e T
IGD % 5 3K 15 . DSM-5 H H 42 2 7E T
H—TRFFE T 12~19 2 75 /04 1 B 52 T3 7 8.4%,
M 4.5%, FCPRAEk AN IR U 2 (American
Psychiatric Association, 2013)., R 18 524 % 1B
FYGE ARG T X 8. U0 Ferguson, Coulson i
Barnett (2011)%T 17 fm SCRR#EAT 00 AT R B, T3
BT WESE 0 6 RN 6%, T S PR B0 HL T Xk &
FEA TR B 3%/ 47 N K A () XU o
2017 4, Feng, Ramo, Chan Fl Bourgeois ifi it 27
i SCHAXT 1998 & 2016 4F IGD MBI HM T R4
PEmI, 25584 N, K3 IGD 1 BRI ARG
FE 3 R e — AR R AR A LT, MR 4ERETE 4.7%
LA, BALHA 0.7%.

2016 4%, Przybylski, Weinstein fil Murayama
1] DSM-5 FyARiERT>E A2 E . eE . gk,
8 Bt 19000 A BBERIEAT T 1GD B R
i, MR T ABAT A A A AR . B A i R 0 B
R o AT 2 I 3R L {7 T 246 H 3l Ak,
23 65%I0 iR 5 i1 1% A AR AT | GD A8 S AE
Ko L 4 AAFEZEMBIT, PLITERE T
4 IGD SiEAR 5 45 Lk 38 1 il i e A 1%, Ak
{2 H 0.5%.,

HYK, 1GD SRk W Th e B AR/, 42
IGD W] g i T 18 #8244 . Billieux, Schimmenti,
Khazaal, Maurage #lI Heeren (2015)f5 i1, 174
Toa 1 8 SV il DR ) e 0 43 AR R P 3 7 A )
&, IGD &AL T REM: B 0y E AR B T
YIRS . BAR TR T LR G B Y ) RE P 4
IS, AR T8 s py i 2 A 3 0 . AEWE 5
K, WS HERMIET- S —HE, IGDHI%
HIXAE R, — I 5T & BUZEAA T3 354 Ui
X )R AR AR PR 3 50%00 A TE B2 ABRG R B
TE1E M (Porter, Starcevic, Berle, & Fenech, 2010),
MM Przybylski (2016)% A BAF 5T 45 SAiE B AR LL 4
& 1GD ZWitn i g A AT A G IR R 5%
A IGD ERM B R A B EES, KA EIH
F WG B [ SR L, — Ll B 48 i D ARk
B —FhiE S M ST AL G 3, BT E R &L
&% ) —3R 4> (Kuss, Griffiths, & Pontes, 2017a),
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R 2B H - e BB A8 i S8R b T AR IR A5
WY &4 1% (Markey, & Ferguson, 2017).

— AN T A RS 5 Rk, ERE)X
BERIET NS A 3R MY (K ardefelt-Winther, 2015b;
van & Prause, 2014), & TAEse TR, 2Rl
ACBEH A% T B TR 1Y 1 24 38 H (K ardefelt-
Winther, 2015a, 2015b), H 3G b fi 15 x& Y i
[0 1T PR Sy Y K T 8 b ) LA B . ARG R A,
— B GRS T Ak B B g SR SR AT L X 1 45 i
AU PR YT, A R T I K Y i |
i 1 R4 i (Quandt, 2017). TM7E—LEZEfH, X L8
JUEE e %A AR X I A, W BA R A IR IR
LW & R 1E (Billieux, Schimmenti, Khazaal,
Maurage, & Heeren, 2015), 57NNy, %A 1
ARG JE 03T B WA T A AN R A AN o 3L R A
(Kuss, Griffiths, & Pontes, 2017b; Krossbakken,
Pallesen, Molde, Mentzoni, & Finseras, 2017),

X SEGE AR AU 5T E TR BE 1GD E A RS piie
AR ESAFAENE, A k— D F# 0 16D 2
W — A B TAFAE AN i 1) o) 8 T 5 R4 T
(Barnett & Coulson, 2010; Ferguson, 2010; Kardefelt-
winther, 2015a; Olson, 2010),

1.2 fTHMRE or HiupEg

— 2N, | GD SN AT, [H A RE
J& T H A5

M2 AR BFFEUE B | GD 55 ) A 26 1) LR /e
. Mg A PR Z AR A L (Kuss &
Griffiths, 2012; Pontes, Kuss, & Griffiths, 2017). Ifi
SR B 1 GD A [ B AN A 1 S A 55 5]
R R RES . Tl DAERE WY
G S (Kuss & Griffiths, 2015), i A2
NN BLZHE 1GD 24 HOKS #ft [ % %) £if (Martin &
Petry, 2005; Griffiths & Pontes, 2014) .

IR, 1GD MM AN IE 2048 1 A9AT i,
e R 3R 35 Al AR (475 W 1A ) IX ] 5 R
(Petry et al., 2014), K#B4r IGD & HZERIMM
1 BE AR AT R B — & 30 AN/ AL 1 i ek
[a] (American Psychiatric Association, 2013), {H%
A7 W . 14t 2 T RE 45 (Przybylski et al., 2016).
b B AT S AR B B AR AT %, T O AN R
S AF b AT R BTG R, W AT A TEE Y |
IR ME Tl E” #E & (Davies, 1998). 7 4 #r
IGD fyHfERT, Kardefelt-Winther %5 A (2017)4% i

56T T PY 5% AT R AN I 2 9 90 A R oy 2 2
T DIEFAT R EERE — AT A I RS AR L b A R
(AR B S BRI AE) o 2)3% NG B2 T A B ik
B, ROl JC L 40 A7 BT Re R FR 03, 140 =5 7K SF-
B8 3)— S A IE SR B A, &
SR FE TR I R [R] ELysk 2D T X A= 1 LA T A DG T,
B A 1 A B S 1 T R B 4 LA AR R )
JE o A)IXFPAT R — PR RIS . IGD RIUFAF
UL 48, BB R TR .

K& Griffiths (2017) %1 Xt 11 W 45 42 8 ) %,
K 2 BORREAT RER A LU =AM 8 )5
il 5% 269 (comorbidity); 2) L A AT (W3
), 3)H AR —Fh W XT 72, H 53— ()@
EF, BT SE A BEAR f i i A5 X 265 T 2 g
5 HAtb 0 PR B A A0 AR FEAC TR P LR R R, LIS
PIAR . FEERENE . MCRRAE . R SLE 2 BAE . A
A2 ZLHE (Henchoz et al., 2016; Pontes & Griffiths,
2016; Turel, Romashkin, & Morrison, 2016; Yen et
al., 2016; Sioni, Burleson, & Bekerian, 2017), X} H:
LA P 05 21T 3R T 00 () B, ] 8% o AR iR X
JE R B SR -5 (Kuss & Lopez-Fernandez, 2016),
I 1GD FEARJE B AU i 3 T8, Kardefelt-
Winther (2014) 50\ S i 5 3 3% T B JE T AN B 1 BE
X5 28, Starcevic #1 Aboujaoude (2017) b4
T 1GD 5536 fif (OCD) MU 52 1 IGD 54 it
B (substance use disorder) BARIVERFSE, KR
|GD 55 58 30 AE (1 AEARUME: /&5 T 5 ) 0T e A AR 4B,
TAA IGD B3 )L T v s 4 il B2 A% (impul sive-control
disorder) M JE 47 A HiE
13 fE&or Bk

BAE TR FEEZE NN, IGD Xk A —
FPEAY . DSM-5 HER 3, RN 45 ik sURE 1 % 52
BLRAEL M TR, (B ] DR AEAE 261 B T
*¥%(American Psychiatric Association, 2013), iXil:
“Internet” — 1] ¥t LR B, BCH I 58 4 00 19 £5 43
Z—s

TR AT Sy ) 8L PR AT 55 T 2 T 285 e Ui 4 (offline
game) (Soper & Miller, 1983), /A [RAHFST o £ 1
J e k" (video game)—idl, fU & T fEL
(online) F &5 £ (offline) B 47 i Xk (4] 4, King &
Delfabbro, 2013; van Rooij et al., 2014; Wolfling &
Miiller, 2010), I i — M5 & T 2720 Fhiiz
XK 2442 £(13~40 )ik, BT 9 HKF
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Wik 1GD e FR, &5 5 & BE 48 R B 2k W 2
R BCETEIAR S 1GD M6, (BRI SIE ik 5
IGD I 1E A 26 2 50 W i (Lemmens & Hendriks,
2016), X1 Wenzel, Bakken, Johansson, Gotestam
H1 Bren (2009) 1 & BUAHAT o 7521 ES e it X AR Ag
i A_EJE, L Kuss %5 A (2017a) 4 4 * Internet”
AN IGD L E R

XS 3 R A ) T Rk BURE” (Gamiing
disorder, GD)¥ TE 4k 5 B & B & 1E W .
Carbonell (2017)#:Z 421, IGD 113 FELZ 7 nf LA
R B W 57 A, BT AL ROERS R B AL
a7 B U R R I B e 4 O ¢ B R
(playing disorder),

2 IGD £EmELHIFINL

21 9FRAEIRIERA

DSM-5 1 IGD W2 WibriEh : 7Eid & 12 H
HRPELIRIR B AT 9 Z5hrERY 5 25 LA BOIE T
Xk (preoccupation) . T 2 17 (withdrawal) | it 52 1
14 (tolerance) .z 1A 9k it FHHL 2 15 (unsuccessfu
control) . X} A% 22k 5 248R (loss of interest), 2k
FHE LR B2 (lose relationships/opportunities) .
K3k A B 4 (escape negative mood) . Z# & 72 7E
1 L 2 o0 B[] L 4% 25 Y AR (continue  despite
problems) . A Jif# XK 1Mij ¥ % (deception) (American
Psychiatric Association, 2013). £ %} 9 frifE, “##
TR T R EER
211 ¥ 9MREREHIFY

2014 4 Petry 25 X 9 ZAnifEREAT T AN
file eI AL T B A b v o i B AR I e T H by
ik, BRI IGD MR K T, #If
RASF|IAT, Carbonell (2017)5 5E 9 bR 2ok
B ) — A 2T R 48 S8R 2 WA 1 1 I 9T
(Tao et al., 2010), HAA7 1 4y S0 AN 1 s 15
iz Wb e H ool TAE R AL .

King # Delfabbro (2014)# 5t H Ui by ifi
e i [ A A 5 1 9 AR A RN AR A BLAR R
ik, AN, KRR (“ Withdrawal refers to symptoms
that emerge when one is unable to engage in a behavior
or is attempting to reduce or stop it”, Petry et al.,
2014, p. 4)FIiit 3214 (“ Tolerance is characterized by
an increasing dosage or amount of time spent in an

activity to feel its desired effects’, Petry et al., 2014,

p. 451 T, IR R R O 5T R
WM AT IGD WS WitaiE, 2R
Kaptsis 45 A\ (2016) [B1 3] T 34 TAF 5% (10 £ AT
FE A7 G B T RS 7 iR TR ), K
L 1GD A R I ik 2 S B A A AR A A
AEH AR, RIS Pl s Z AR R A SR R
TEFEAHIAR, e HTTHOITAN S U X ] A8t 1) 8k K
Starcevic (2016)# i, DSM-5 H1% 1GD (4t 52 kb
Y T iR T —— 0 3 N 2 5 I 4 T X5 1 1 1)
TR P 3 s ) /g J5E B, 3 sl b
SRR R 52 PE AR, O T R 2 ) ) B
S0 TR G R AR M T B N R IS Sl 1R] . S W
W 28 i X BT R, g DAL Sy B A O KA ) 3 i A
Sk 5E LW £ H W 42 4 4T 55 (King & Delfabbro,
2016), A Bl e B AT, KT (] B - i
ZH Al BEA IS (e.g., Billieux, Schimmenti, Khazaal,
Maurage, & Heeren, 2015), A~id Kuss % A (2017b)
KN, |GD R T 52 1 FIH WA AR T RE & A7 7R
1, R SEEMYBURERBRE A FmE
Griffiths % A\ (2016)%} Petry % A (2014) /4 Wi
SATEE RSB Y BRE . B 5E, Petry 1% K IATBA
B Ll P AN ) SCA RO AR R B B
LUK, X g — 2% b v 4 A B RO HE DA 2% H A B
e FAFTEAR Z2 B8 AURT R o A TTIE 4 T 2k B AR TH
HIDFFE A T 11 SR NS, FEBEE X =407
. %—, IGD ) 9 ZKIZWitRHEX] 1GD SEIRBR=
R . Bl G e 52 20 L T B, AR S i e Y
B4 0SSOI BOE AR, B TR AR A Dy S LR T AR AT
FERIZ K R A IE? W, 9 bR IEXELL X
Ei % A # (high engagement) (5121, HRAY i %% 35 4
T, WO I K 53 ) 15 0 S U o+ A% i
) % (“ Pre-occupati on relates to spending substantial
amounts of time thinking about an activity”, Petry et
al., 2014, p. HFIFA %% H (“Do you spend a lot of
time thinking about games even when you are not
playing, or planning when you can play next?’, Petry
et al., 2014, p. 3), AUTCIESrHE w5 A AR
H, HEARE YIRS W AT 2 AR TR
1100 55 =, O bR FRAR T TR, BA % IEHAD
IR ZE BRI, 5 Ui 3 (445116 (Deception “refers
to individuals lying to others about, or covering up
the extent of, behaviors’, Petry et al., 2014, p. 5)5
S R E A AETE R A BV LR, H
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DSM-5 (American Psychiatric Association, 2013) 7
Petry 4§ A (2014) 1) fif B B AR 4R I

B, P EFE N DSM-5 4
IGD 2 Wibr e IF Al 1 HACRIEIE R, NAER
AW, ATERAENE A B, DTS WAL
Ao BN R AP UERTE ML & T S AL IE
W WERRAT M 9 XU (K rossbakken et al., 2017),
212 Xt 9rmEISHTEER REE

S APA LI R TE B A S A 12 Wb HE R
% {& (threshold for diagnosis)Z Fiil, 2 Wi IGD ¥4
REFFA 5 AbrifE UL MPRSF PR, A5 A K
YR, Starcevic (2017)3RiMH, 9 &FrMER A S
IGD WAHSCTREEA W W22 5, W 5 AT #fi2
TR, R 5 &K amr=URE, W
RE R KBNS ES, M ESGEET
AEAR 2 G 3 A 7™ B O R B R . R 9 A
THE 12 W 285 2R 5 S BB DX 23 BE AL ISR 7 A L S LR
H, WARK RS EMEHRAL. TEZ
2z 1GD ZWIARERN 1Z A F R E5 1, HIX
S ERMERLPA -5, —22F ) ohoim . it
S O S5 IR R G 1 PR AR S IR b v, T
A5 S A A O R R T S e v, 1) B
J R 32 s b il T H 25 D % (Brunborg et al.,
2013; Charlton & Danforth, 2007; Ferguson et al.,
2011) ¥ iZAE A #% 0 kR fE . {H Brunborg, Hanss,
Mentzoni 1 Pallesen (2015)8)— &5 % K Z 40 Hr
AR e BRI | TR SO | AN R 2 i
& |GD 2B IR EARE

X539 Z bt AR BEA M 1 (A Y 15
E, T L2 Tk B 12 R A s A I TR) R Y
W o A AL OREIR R &, R A [
L1 %2 . Carbonell (2017)ikJy 12 /4> H %42
W E G2 Mg AR, RO BAAT AR E IS AT
JE o DSM-5 HRER /T2 BN FE S HHBOE N 6
A, 3 1GD FE R 2 L 12 D H AR,
Krosshakken 4 A (2017) 4 i, M ] 25 B2 5 % 15 5
Pri&EEAIEs &K% I8
22 MMEBILEMESE

— e T AIREL . thT DSM-5 45 i Y IGD
LWREIRFESIEZ P, 1IGD R IR Bk = AU
i A2 W TR 20134F — R 2Rk & 91, 63515 1IGD
MR RAMRPEAT 18 FAFMNE TR
(King, Haagsma, Delfabbro, Gradisar, & Griffiths,

2013), KERS-IN A T H by 4% H 2 B0 T Bt
U (Anderson, 2001), 53— L] {E ] DSM-4 /1
975 L I8 18 (4 B v (Gentile, 2009), B8R 4 361 i
K HoAbFR i (Aboujaoude, Koran, Gamel, Large, &
Serpe, 2006; Desai, Krishnansarin, Cavallo, & Potenza,
2010; Shapira, Goldsmith, Keck, Khosla, & Mcelroy,
2000),

A2 Wibs A —, 38 A [R) T H 12 1
. WHEEEE | #iiA IGD W OE R B F, —
LW T HAEARRT A 1 AR D ER e 2
JlRE (Hur, 2006), A7 L6 %R i 2 B # il 1y
FRUEA BEHI12 (Tao et al., 2010; Festl, Scharkow, &
Quandt, 2013; Haagsma, Pieterse, & Peters, 2012),
RT3 ) AR, LRI T AN R IK =,
BTN IX 45, P53 3 3348 2 VRS PR L 9 1
WHCA W% " ORI B AL Z D mhE] 7
“HZPRIRREESEE —ZIA 4% " (Huang,
Wang, Qian, Zhong, & Tao, 2007; Meerkerk, van
Den Eijnden, Vermulst, & Garretsen, 2009),

TREMETAEASE, HATH IGD 2 TR
Bz sy, E1 X AR FALAE A ORI 4,
M F T RL R A [ itk 1) Do 24 A4 I T
AW AKX 4> . Carbonell (2017)ikH, A [l ik
AU S| Be A B Re AN [, DR I AS T] 3 X 1 1
a5 NI A R[] (R A, BV R 3R 3 A ) e
ANl TR EL A2 T Y12 W T B AR 5 SOk
JRE R A 0 20 1) Tm) AL, 3k R R B AR T P B A
BEFNGER TN SR, A5 1GD BN RAE 1% (Festl
et al., 2013; Mentzoni et al., 2011; Ferguson et al.,
2010) 35T 15%2 8] 3% 3l (Choo et al., 2010; Gentile,
Coyne, & Bricolo, 2013),

WA, VT E AT AL . XEARRE A
FERAR I T, ORS8RI AUR YT Y
HLrdl, AL N 1GD ST ST A T AT o

3 WMERAZELMFN

31 MRFERZELIE

1E Young (1998)#2 H /4% i Jia (Internet Addiction)
DUG, BUR AR S 56 A 32 bl oy 3R i ) 1 B9 R
FEPIZEAT N RIHESS . RS 50 8T 94T U A 7
LA, AE AL B, BT R
BRI RMEE, M —A HARAT A, B I A i
AT R o B 20, AR AR SR ) T U Y2 Wi bs
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WER ST — i TR 88 =2, HWFoE gt i
5| & B A4 Jo IR 1 JRURS: PRI 02 75 5 TR 1
JEA T A (Billieux, Schimmenti, Khazaal, Maurage,
& Heeren, 2015; James & Tunney, 2017), iX Fli LRl
WY SR T 5 Ik B BRI AE T 28 T AR
TTRAMRSM. 3FH, KZEEENH AT AR
FEAT S 2 T XA E TR WL : 1)
RE PRI AR AT A 9 AR E P (Griffiths, King, &
Demetrovics, 2014),

Starcevic (2017) AIUSTJriHiER T HEEER
FUREHE SR BRI - L) B A T I T A AR A
BRI, 2) 1GD B AN BE i A K BoliiF
X I (1] SF 22 fif TR IR, 3X 5 i R L] AN A
3) WA E W AE AR T M LR S iR, B
IGD FFAEMRZ HAMTE O, 4Kk ) 8 5 &
OB ERE I, ok R R,

IGD 40U 7E X Ft ke = B M0 O 15 T B ARAS
T EENFR AR, A8z 01200 € R
PR AT PR A i o) AT O I R S PR SR IR, BT
AT R A By R S B AR R, S G i PR R
KR AR BRI TR 2 HBBAKEE LAY A AR, R
A e — LB B9 — I f st v AR DR R L, T
TG 4 32 L UE A 5T 19 A 4 (Maller &  Wolfling,
2017) JEHA—A~Gh [l BT & B3 £ i X ) L) %
JE A RN . N, NEITELT
AT BE A SR, k= B E)ERE 7 (Konkoly Thege,
Woodin, Hodgins, & Williams, 2015), @4k, 5k
FERE AT o
32 MRBW|EHEKBCIEFE

B AR R 22 BORS IRt 12 W 0 2 LA ) 4 o 2
fifi(Kuss et al., 2017a), fH )% i 4E HIZ P bl
WEAR R EBR R, TR T, iR
H IR 1 GD 1Y BRI 5 A BT RGERIA
NBE R FEAE H KU 2% 5 (van Rooij, Schoenmakers
& van de Mheen, 2017), Ferguson %5 A (2011)$2%,
X SRR 7 sk B AR R 2 T R o
3 2%, A R [ BAY ff FH & (group A: non-
problematic), B 22 4 46 £ 2 {3l In] i ) 1 FH %
(group B: problematic users); C 224 ™5 [A]
WA D RE PR3 1 {H I RE I B AR TR 4 &
(group C: functional impairment)., [i]%5: HAEM ) A
% B IR —/NEE 4 C2E, HlUnXS 1GD il &, B
6 1) 45 () s R BOPR s8 BEAR v, A8 ] LU Rk

W Dy RE B 05, AR SEPRERAE h D REBIM # K
TN B H A ) R 1) 45 405 0 TG 1 58 R RT 5 1, 1]
AN H Y A 2 A R ) Y i A
A8 0] 25 J0 ik R R DU AR 1IGD R B
SE LB FNAT R ERAE

IRl FH 0] 4 4 TR, 11 R BIE 5 500 40 1 43
BiZ o T Bl I1GD i A IE 29 ARG #5375 5,
TE LS Wi bR e A RRIESE, VF 2 I IR B A IR
INTT IGD WY ELSEAFAE o BRUN 1 — 28 = B 1T T2 5
RUBEALERT 1IGD WHIE A2 I H, WA A
AT IGD iz (Miller & Wélfling, 2017), %}
IGD K [ #A & S R B 58 I R 32 A .

R ILAE T AR STk, B 2 R
WS % B, |GD S1&55 0 SR AE #h & AL Y24 b
ifif A8 % (Kuss & Griffiths, 2012; Pontes et al.,
2017), A Bk 22 i IR 1 SEE AT SEE W] 1 GD 11
FETE(WHN, Sakuma et al., 2017; Yao et al., 2017;
Young, 2013), {HiX$614F 5% J5 ¥k 0 i K T
s, MELIFIE 1IGD 72 AR AT .
Jn L HHT 1GD 2l TR MIRELRE, MEGE2
Br 1IGD, e 5E 1GD 5 Hofth 0 3 1) B g 1Y
HEER, WAR% (van Rooij & Kardefeltwinther,
2017) . XF |GD MYffF 55 75 22 3 2R 40 FITE A 4% 19
Z RIS T R
33 HTFiHRAITARIERHZM

X B U A B 5 A T SR T H ik 1 T
WeAEH, 2V Z 05 m B E . 72 £,
97%I1 JLE N/ DAER R BB 1 /N L PRk
(Granic, Lobel, & Rutger, 2014), 4E A, 50%)
B 48%H) L M Be L FiE*k (Duggan & Maeve,
2015). M IGD BRI EEE, £ 90%L |
1 BE AT UREHE IR o AN [R) 1) T X o 1) A AL L
SRS AR, AR PR R R e R K A Bl
125 Z) B (Dunn, Gilbert, & Wilson, 2011), Xf7if
KRAT A (AR5 IO 32 B 22 O 1 3k 246 R 40 1F % Ik
BB AR

F L, WA KRR ) 22 E A B g B 4
J/& T 3f 30 4F:(Spence & Feng, 2010). Bt FilExk
T LN R AR, .o, Eh . R
] icfeHy, felipkad AR, FIREMARE S . B
fie 1 FN1E = Ak J115 942 5 (Barlett, Vowels, Vowels,
Crow, & Miller, 2009). M %k 2 K 15325 R 48 il
BT RE T IX — # o B5 — BRI o ik
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B 5% (Feng, Spence, & Pratt, 2007) . H, F-iiF Xk %}
T B B RN B R (attention blink) A4 Fi (Green
& Bavelier, 2003) . A FI% J% % [B] i T A58
(Green & Bavelier, 2003; Li, Polat, Makous, & Bavelier,
2009; Feng et al., 2007)#F 3L T HL itk s Il 2%
ARIINGE 1. T INSR)E, B TR
S BN HIRE 7 148 & 2 R 28 A 404 (Spence
& Feng, 2010; Feng et al., 2007), 7, 717k 5 0
T2 3 G W B E, van Schie 1 Wiegman

(1997)%} 346 44 JL2E (F-¥4E 11.5 ) it4T TWF5E,

SRR, Bl xR 0 B )4 S RN A 2 il 2 TR) i
BB EMK FEL L, MREARDERE, ASLemta
SWEBRY., BIRAAEE ., HAHAWER
TG DU WER . FEHLI T AR FESL,
CAAFFREW, —J7 mE T iR B Bk
FITEFEVE o I Xk o LA R B R B 64 E & I 4
(Greitemeyer & Osswald, 2011), P ik v 4 [l
TS E BT SIS R A2, B — L
# (Lavergne Boudier & Dambach, 2010)% ¥ {di i
“JERERE” (serious game) PRI HAT B E FE AT
Bk . XAFRIB M S T 2 RIE N, MEE TR
AR B RIS S (A g AMRFTROR L Al A
PRAE) . JBRE h A Jr NG TR . S — T
T, HL X A BE I T 19 B T i o 3R 0 X R
ABE TSN E L E, BEE).
5 7E 8 LB AT Sy (£ B TR e, 3Rk Bl
FAFC A DRI R ILE N R, Bk R
P, AT LR 4T A B AE (Baranowski, Cullen,

Nicklas, Thompson, & Baranowski, 2002; Summerbell,

2007). Gil-Gomez, Lloréns, Alcafiiz I Colomer
(2012) % 18 32 i B 45 AN FBE AT IR A, 45 R R BLAE
Wi (fF: K 3 2> w4 B — 3 K I L) F- 6 2
T AU R X% GETh T 2 — A RO i B T B, v]
DNE. Se e PNEUT S S T P

4 FUHERBER

ML ESghn] LU, Joik s € L 1GD
JEMTTEE RS 28305 XA T A B i ke = 4T (I
P 28 e AT g AN 2 Wl P ol W e A o, — L
Je AT LIGAE HA TR . NI %0 1 1)
FETE T ] IX 73 XE W WA 55 a8 T i
TEH AT, PITTYE LLRE SO BT XA T o

MNE B AR R AT S B FA BE, I 28 i XA T oA

RIT SRR . kRS . & kRS SR
W, —FEE TR R R, A
KEFFH PFCLEBET MM HwEE
FIR R3S 4t 20 i T H (Granic et al., 2014),
H A8 A R 2 T Re 2 218 R AR
T RSk 2 O ATTIE R A A iE 2. Tl fE
Hi s SR 1GD s r BER, DA TAT s ke
R NS 2 X6 T A 7 it e i A 3y A
RMIAIERL, X 1GD M4Hie S e i 2 N Erk 2
FHAE r Az Mpy s, IR EFER LR
I, FRATTR 7 REHE 52 0 2% it AR A 45 H R 1Y
TRTE S F AR — R A 06 Oy AFAE, 140 v IR 22 4
FHEEZFED KRGS, 8 A K& 2 o
TR T H AT TE C AR R — R, 2% i xk T
RE 21 2 5 B4 A K 3R B[] I 1T g T i B 3 il A5
FWLAEZ —. BI5ETE AW S W2 EtT
AR AE S H I A 2 TR BB IT 0 .

MR AFEH 5 WERAT A B, 1IGD 1
R A~ A B R R IRV TEAS P A, G
T2 T] A AR 0o 25 5 SRR o B 1) 22 6 R )
W o J2 7 A A U B A PR, AR
AHE RJR o B A ThReE O . (8 A (A
SR —JEAR R HIWT . IGD B— Y, FREM
TRZFYA SRS T, IR H 89 £
BESr T 28 i X IR . — PR IE R E B a2tk
NI R0 55 1GD 145G 28 ff HEHR 3% 00 265 17 4k 1) J e v
Fio T EATHTER T IR A B L, DL Ui I 2k
R LT iR ] A B 2% 5

B T XHERAT A B I BFSE 240, B IGD
1) SRR B 7 32 7% BB R R AR ELAE T . A
R RARMCIT BLAEHEE 20 47 A ] B — EL AR
FRIBIETTLIA H, 1IGD 5 W45 iE ko 4 5k &
KGR AL B, XHRE IGD ALY
o 2% e Al T e AN EARAROG, A R B H Y
WIER R, Bl AR Mg THEM
ZHL— R 1GD B Z bR R S (A8, —
J5 T B et AN Tl Ak 2 SCAR B s e o S U 4R 25 1Y
IGD %1% % (American Psychiatric Association,
2013), WA If 2R B A Y A AR 2 SO TS A
BT RRAT R I HETT o 28T RA T S I AF ST A0 20
B JRAS N0 PR BRI AL & B R D S xR A B 4
S EAER .

A4 S 1 90 2 T kAT R TRCTE IR L BRI E LA
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B AMESAHESR T TR S5, X2 1GD #F5E M 7
Bz —, AN EE L, TREREAE
Z2 B} ) A 4R P 45 i AR AR B 1) R a5 ST | GD A 1Y
FRISHESS, X BEIGHEGR UEATAG 0 o A0 ) 5 14 AFF
FEI5 1 W 58 AR A X W 245 it ) AT kg LA S Al 1)
AT A EFFEY AR TR James Fl Tunney
(201742 H XF AT hy BB I AT AT R 3 AT o BB AR
2 )RR AR AT (1 A 2R A R 1 GD 11 BUREBIL A T
fiE S 1GD WF 58 7 I I 2805 4

5 IGD MR

51 XifiFxERMAR

B3 IEH R RAT AT 1GD, 1 SRR
AT R A G 0 PR o XPERR AR B R A I B 5 A
WEARAT F WO 58 R IZ R B iR A7 o A IEAR ™k 3
JEE B 28 55 7 L HE Bl AR BT I B R L R U
I & F VLR A B A o B AR 1 £ 1) 5 AL Ui
AT NI TC R, B i Xk o % B AL B v Y 2
For R MY REHLAE ) . L E bR R 0 st B L K
A B AN, AT A — T R 2 R e 2
MERE B AR R, A EZE A RA
PR IR 5 | 2 2% S AT XS I 1 AN ) 1) e R 3 1L R B
DRI 225

WFFE LR DL X 3 7 4k 5 1 4 Ui AR 2 [A] 22
5, BT PN R A T 2 ] A 22 00 . S B
D9 5 144k 22 ) R IO 12202 A 4 FH G R R 1 R AL
HERMFE P EATEREMNG . BT RS
IR G W 25 37 %k MM ORPGs (Massively Multiplayer
Online Role-Playing Games, K% A 1ELE i (64
AR RTR C 2 L, XA K B FF sk
AL TIRESE T XK e 8 76 7 M 0L ) T 5
Hris k2 B A F (Billieux, Deleuze, Griffiths,
& Kuss, 2015; Gabbiadini, Mari, Volpato, & Grazia
Monaci, 2016). i P45 ii# 3k 5L, FPS (First Person
Shooter, — AFRGT5EAk) . MOBA (Multiplayer
Online Battle Arena, £ \7EZk % AR 58 H i xk) A H:
2 TR R ) 32 AR SR R R TR N B, T
AL IGD R AT BRI H LA T R IRk
A% B )R s AN R 3 AR 5 | R 1 £ R AT
5%, T RESE: DX AN [ 1) O 264 i 4k s e I 7R 1) A
52 XEMMEIFRITASERMAR

KAL) 1GD 36 R B K BL DT O 2
L 3E BYFHIP F(Maller, Beutel, Egloff, & Wélfling,

2014), IR BT & B0 D BE B B0 A 5t
ML B4 54 5 1GD 4 26 (Argyriou, Davison, & Lee,
2017) (B XN E S IGD WK R XRM AW T,
W — B BEIE . A ERIIA R . 2SR DL B R
A AR P B AT 5 0 AR A T R, ik AN A
FEITAA I B EEF S N2 . T EEREN 1GD R I
REAE R 54y, TR oE Y 1GD & R 5k

DSM-5 T/E41 &3 H fif 240 £ 5% £ & F 3L
R, BIF S A R R R R T RR G R K
(American Psychiatric Association, 2013), A W5
BT R PR T AR AR 3 AR RS AR Y i R AT
N 7% 2 FE HAK (Carbonell, 2017; Griffiths, 2013),
R SR AT AT 32 Wi A AT Ry 11 5 S Ak 25 S ke LA o
THUE . T A MWFFEIER TRk 5 54k 2 30 fk
1515 2 6] f) AH € (e.g., Kuss, 2013a, 2013b).,

TAh, A NFET S AL IR B R R 2 6] A A
SO, S A AT S B By I, At 2y
5 BT SR AT A2 B A TR I BER, AT RE AR 1
SRR S UL {1 AR 1 X 45 3 ) AT R B AR b AR
s BN, A 5T & AL 2 B
23t 4 i ] 85K (Wei, Chen, Huang & Bai, 2012),
HAt 2 BHAE S I1GD AEAR IEAH 5% (Sioni et al.,
2017). 1E 41 Carbonell (2017)#2 H B9 MBL R BIHILA
FHBTEMNEBRALSRUESE . B, Kk
F 9 5 BEUE A X Se B i
53 XTITATRIERNMR

L AR B 8 A U FRATTIY AR O, SR
VL 244 H iR R 1) R B A () R A
7, 30 £ 56 F o IR 6 B 442 3 1 R A Ak
DIRe ey i akgY, il FURREfEHE . H
NIR . THIRIT s REHBRAEH . WH
T HL Uitk B B R SR A R, Rk
HL DU N 23 A B R B FH 45 1]
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VG SR, ST AR WERRAT SR TR T
1+, IGD Wi Wibs ks 5 I BHEG . H wi i K3E 1
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The controversies and tendency of Internet Gaming Disorder research

JN Yuchang; YU Meng; HU Yunlong
(School of Teacher Education and Psychology, Sichuan Normal University, Chengdu 610068, China)

Abstract: There are three aspects of controversy disputing whether Internet Gaming Disorder (IGD) should
be defined as an independent psychiatric disorder. Conceptualy, it is difficult to clarify the differences
between IGD and normal gaming behavior or other mental disorders, and it is not clear that the object of
addiction is restricted to online games only, or contained offline games at the same time. With respect to the
identification standards, the 9 criteria summarized by DSM-5 failed to depict the essential characteristics of
IGD, and with inconsistent levels on content, diagnostic threshold etc. based on existing 18 diagnostic tools.
Further, the research methods lack theoretical support, relaying too much on questionnaire data and ignoring
the positive effects of video games. The contents of the controversies reveal that researchers lack an
understanding of online gaming behavior. Therefore, it is difficult to distinguish normal and abnormal
gaming behavior. Research in future should consider stepping back to study the online gaming behavior,
exploring the characteristics of different types of internet games and analyzing factors which affect the
behavior of Internet gaming and digging the positive contribution of video games, so as to define a clear
description of the nature of Internet Gaming Disorder.

Key words: Internet Gaming Disorder (IGD); gaming disorder; behavioral addiction; DSM-5 diagnose criteria;

mental disorder





