Module - 3
Cyber Psychology-I

Digital Uses Cyber Bullying Gaming and Gambling
(FSforea aror wrrer it At sfdr )

2. e gFER
#fiereft HEeITS TRER heT HETferenTer, |iTeft

3.1 9EW ot F Fermiarefi qerisree fefsreat dommrer I
(Children and teens uses of digital technologies)

A) AT (JATqSTTer=T) IR (Internet uses)

B) fefteet daaT: STUTrehRah sht ARVTIFT Ter SHUTEIT AR

(Digital technologies: Harmful or empowering for young people?)
0)) SRR SR STTfer W’%ﬂﬁ'{ﬁ (Tllegal content and illegal activities)

3.2 TR Scfe (sIeaTeft) T HeR $2avh (Cyber bullying and cyber harassment)
B) HIeTe @eM ot IO faheiitari qet (Scams children and teens)

3.3 Fdlamg (Activism)

B) ARTHIHTUT / SUPUROTETE (Radicalization)

3.4 TS @ ST PR (Online gaming and gambling)
A) R 4 (Internet addiction)

B) AT QS TR (Internet gaming addiction)

C) ATRHR fefeen e (Aggressive video games)

D) Rrervarardt / STerAmandt @es (Games for learning)

Current trends in psychology Page 1



Module III - Digital Uses Cyber Bullying Gaming and Gambling

FEIATEHT (Introduction)

TGT=AT qod A8 0ol o fRTiae i qett feffeat daamiaaiier e e APael i 3. e §
et T, SRS (3e12) FeUH a1 Jefil @@ Aq 8. T [HRIeR gt wet fRremomesiar, &= dueh
TG o= T ST T FITATH AT fS e ATeia aT Filq STeeaT= eI Tl fied. T
AT UgATHE TRRTIERI et SeTieaT ATIt HET AT AT BIIQ die il HATEA? AT TR eI FI0TR TR .

3.1 9EW ot F Fermiarefi qerisree fefsreat dommrer I
(Children and teens uses of digital technologies)

el e fudt 2 anfedt dH were TEw 91 7 19 s fefSee Susta wnefi widt 2 tRd Seir
At IR TR HeTi=T STeRTd O qTetehi=T ST IqHT feqard. wifed! G STiatsiet qe= dHTisTeh
Hoehl= HTE FT=amHThd & qe0 [Uet & 37eE Hreuar Yo i 3. e W31l el FAHr=A1 HTegH =l
DT 3T U e ATTdT AT,

27) AT (STTaLeTere) ST (Internet uses)

HTFBIE 2 2011 WWWWWWWWWW(DMtOH&Blanle,
2011).14 T 17 a1 FAMR Fefid qeftan 3et4e 7e waifesh at Fiq Hear fGgd 3 3=, Childwise (2010)
FATTER . A TISIE 90 % aeh el $eTAea TR HAATA. & qel ATSTSAT T ST Tet & a1 gaet

Living stone (2006) W{%WWWW W@WWW,

® 98 Th TAEH o VT {t SeT1eHT AT FHdTa

® 9T 19 TN AT 75 % T ST THTUTHT=AT FIRIH $TeaT ATIL FHLdTa.
® 9T 19 TN AT 92 % i ITSHE TTUTHITAT FTRIH $eTACHT AT FHLATA.
® 36 T Hol e AU SR UhTIaT TRk TTTeh ST,
® 24 ek Het HATIUT qEU SAch TSI Sl AU STEUT=AT BRIHE LT,
® 19 T Hel ATV ARV IS Hedl $eTHe=l giorT TR,
W .Uy wefic] TR ST (FATRSITe) AT forefi=it sTehearl qeiet STl Pew internet (2009) AT I&ier
STHTO! T Shefl STTR.

® 12 13 FAMHETT 88 % et SeTHEHT AR FLAT.

o 1T 17 AN HETA 95 % HAHT SeTHE AT Helf AT,

e 73% WWW@%@T (social networking service) JTIXdTd.

® 52 %, TR SAL HETLHIUETT ST ST AT ITH LT

® 48 9 THIT G AT ST AT AT,

® 38 % qwur MEY, forfeatl, BT SR SATTH-US SHUATh AT ST IR FHLdTd.
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Module III - Digital Uses Cyber Bullying Gaming and Gambling

® 31 % IR AT fawaeh ARt AT U6 HATd AT 17 % q%0T SN AT - Txhl L= aug 30T
AR 3T Irfere=i=ht JfEet It SFoamErdl Setden I SdTd

®  14% TRUTHY = sANT TIN Shell IR,

B) fefteat daa: STUTIehRah shl ARVTIHT W& SHTEIT A1
(Digital technologies: Harmful or empowering for young people?)

AT IV S BRI TeTd RIS, Tk T BT Feri= aC o UTetehi=l. AT TS SFara o foha
qfeST 12 ST T H UG HATEA? AT TR AT FHIcBST & 32 Fec UTersh o ol il J HATI0T ey
T AT - At Frfed 312, fAfhTea (2009) Fi=am Hd qetie AT SrquaTfasii=m getenio & gefishd
AT TR, YAThS STUTAAT el Hewaqul T TSI TR (e o HATIorh forehrar=a SToRAIq SIoTRT 5k A1 &A1
feet ST, AT Sfshd $2TE Hed AT Sca B X1hl. TohTaTahitar rTioeh feuoft qee wifer afiarsmrean fefmomges
ATl ferehTe TishaT ITierd €19 Trohd. A3l Yeliv1 Herd Yeieiie ST et STTd. =1 avledier=at Siemehgd T
HizE TEfRid FOATTR TMORIAT, SHerTd JevT, T H1erdT, HReR fawes s, Ismmrear w4, st/
ARSI/ Wifieh e, farfireshd wgre STfor =medn arsr= Mt qoer atieh geierd siat o srgwart o
EAT ST FHTST B,

T EITION T SIhTRICRTR STTRT, SR, el STeraT AfiTeh fEe ST, ihTarish STTardTer ST,
3T 3, R SefRid o Hifecd, IR |iiecTe et o oM, qerd! Hifed!, STe/e Jehiet HitedT, St
T =T SR, WIS (AT (IMOT) SFerelT SIS, SR, AN, ATl Heres, T g, Toird= S foha Moerden

R FiRTaeATSHTr fefSed TagMmET a3 FEe STEM, T UEH STHaTsT=ar ST SiaTird
UEUATRRAT ST AT G Sfal HTOM0AT Uarstl SR Teiehit & dieh ST ATl qeTi1 ST U a6

C) SRRISHIT SR SATfoT mﬂ'{'iﬁﬂ' (Tllegal content and illegal activities)

ST ST Wb ST YA AR, SATeAT HUehid ST Hed A3 T M T ATeiehi=il SROM A S0
FATHE Tl STSHTe ITAAT AT TS ATl U TEL 6l Fr M il A1 qTetehi=1 q1ed 76, 3 q &1 SR
HHST VAT AT T0 A 3T SR AT qTetehi=ll oM STd. SehQRit ATRRTEAT ueshiaT qeuliet 1 T4 gl
el e e oS AR ot wifedt wrufie SR T Selt TR, i dwviEn SRR ad
SISRTICIT ST Eeh geiel SFdl. IaTeoned S sear-geh forieft et HATHTg & et ol Seier qeuri= dueh
T S ESIAOTET SSTETSeRIT AT, I, T HEY 7145 SAhIeA1 TH-Ta ST FTeteh SI0T qe0Ti=aT TSR Fean
FoETh! TS I folige T aig! derdTse TTEvT=AiaT foeii T, 12 d 18 JANTeIdie Siaesid 10.4% Te0T Fe1-Heh!
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Module III - Digital Uses Cyber Bullying Gaming and Gambling

forerrer SeraTSE=AT Huhid AT, o5 5.4 qohd TRV © FATHhH! [rel FSTHISE TTedTd. T 1.7 % Sachl 5ol qweleh
TTHTEE TTEAT. T 3.2 % Tl al-al JerTge ITadTa Ferachi=ar GreiTe STHu=I Jedrse a1 HegeTrHr=at arowreft frrfed
&leT.
UTEvATE g = o1re. smfthueier stfeshat AeTforaeriia formeatt Semesitic itd Semdre Fear SaH
HTOT VAT (2012) FHT STERA AT HTe. ATeE o TeHRT (201 1) AT I T8, =T HEF T1EH AT formmefiaimefier 172
TR ferehel U= qo- ETitd =i (<RisH) hrereT qrerTid siftereht safthma Sidendn qramtses e ae
T TRT HATe. § STl RO IR ST Stel A0 THEHT Ai=ar e Smt. difiaer § sifies stifash a1,
T wfiarean forrdt el stfers e sehrReiRie Tifld eremdre T 7 Afdsh s & 7 8.
SR ST 3T fefter ot o o7 fog et o Sia Srereiie ol & 3fAfen 3118 Tie! Sl STeale shiuar= Wi
I e ST, Fear=a T Sl SIS 0l @ ATedd T8 TS ST JhITell ot 3ATdeh e ITohd ATel.

e ] TS GHISTHEY UHHREAT T ST SToRT= qRaT AT SIS T-alTa! SiHg Sraum=ar
QRIS SaTf= AT & HTHTISTF GLETAAT shHih ATl AR shedm A ST TS (2009) FHT ATEET AT, AT
AL ST ITSUATRAT SUERER ST shoiel ATEE IISaTIe i1 TR ohel, TEhIT TRl faravlt shiomt sahiet
e TN U TSIl o STCTE S13ie sveer STt UeTd STeaT=al o= H1=y e,

3.2 IR ScfST (IeATit) T HeR $2avh (Cyber bullying and cyber harassment)

Y ITSAT=AT AEcT ST Ueh foid= faug ST ARd. Sk SciieT T8 SHum=aT STehidel ST st
TEUUTTER foett U fATeft e Sft aedet=an e fore Srett it deaTaTerT ATt GEATd e, A1 9 HeT e @
FET SATH ..., LT, AR STCH TR SR feequfy sTarar=an. 71 wadie Hawr §vt siiaeior 7ed a1 g% 2.
AU TR 0§ G SAAvr 12t O WRisht TehTeTIeh BId. ST Yok SEHTaRT ST feredT STe Simed 2.
ST RISt SIegT AT HTrc = =1eheiT HAT qoaT T carel et faet,

U, MSTEA I e ST Tl (Seifargeh) STeROTI=AT SR UARTSUIT=AT ATEAHTT Rqqeeht d J-8T J-8T shalt
SO BT fha 39T TevSt SRR ScdteH/aeHT 8 (Cyberbullying is defined as intended and repeated harm caused
by communication via the use of computers, mobile phones and other electronic devices). Jmed 3 A= 3
Ik ATeIhT, SR (St AemT o formei=n stawier Sral. aeer e PreRic dreisie ATauieTR Tarenfayet suHHreTs
TE AT W ST et T 0T AT FHTCRT ATHE B, § el FHLOM=AT THIIET (e Sh! 379 AT,
TEE T THTIET ST h! T3] 3 AN, S, T, TH AT AR (2011) Tt TR Icfre=ar =) et
Wil STTeq. aTHE Yeae Sted Foham 8 (direct hostility), SHTEA TWEIT (intrusiveness), VAN THSART HTOT
SR (Public humiliation and exclusion), & WAfiih FHT TV IBVESY (sexting) IATEIET THTSIT Bradl,
HIMHE FHEIART Tob] TSUITAT SUhI=AT STANAAET Facd Tl AT A=A (A= AT F&ed JeTdISeal e
T e afohT TS TarquT U0 ATHREAT =T FHTaeT .

|
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IR AT T g Hifdeh Framrgd 3TieTd ST Sehl T o [HRi=or Savammed STorelt 3t
SHTIOT FEUIT WIS SIS & ATl HTefsh &Y HATe. Seaisl (2012) T4 HaTFR ATdTEet= TaaT dee qaged = Swrd a1
TSI W IS © T4 HIhIaIeh 3% Y.

AT T TR AT AT [oRIYq: AT §oeh W (Social Networking sites) SR 3edied et S
HTEATH IMobdlier (e He =T AT el FAudT YehR Hell[ereh At 3o HTEA M SMosHed ATel THT0T !
Tl e Ad. eaM HRIER SfeAT=AT ST FHI A AN, Tehl HALIAT THR JSUH 28% o 50% el TSeiear
fogT A4, FeTicae BT Sedied © WTeSHeEd BI0=aT ScfteTei FTEld STaeare Rices THHIh™ (2007) FHT feg
TS, AR ICHTSATE bt TSTATITSIHET THTHIUN & SEe Ueh HewdTal Hedh T8 WY o 3R, fqamdidh
foremeaiat sTraTf@ R & sTvaTETeY Sdcie ST SFRISA (2012) FHAT 3T ITEse i, FATEToT 3 e
TR Sereer™ a1 Y= grTeHe SAME & ATet e TeTI=a SIaRi devieie Jiasehay Fuam™ a&gH
AT T AT, IROTTHT 1T IR FrIeR ScdfeT=ar adamed dfshg gt Erdiet st Tret arferei=r sifrsaspemmes

I IcfteAT=ar TRt B0 Wk et fohaT o & siferes Tt sraear foem ad. st aeden
Sh! AU, THTE THE AT SAT. Tl TSciet! ST Hel Mobd ST FehR <aTd. d YEeh HitaTr TSR g8,
el (coping style) TRE o TEHIAHT (2012) HTEATHF Masdiet Trehidr Hiftaet Ted. T, Sfframes aee et
(reactive coping style) - FeUIST SedeHTe uftferdt 2Tes0r 3Tifor 3, Wfereeeas |reeh et (preventive coping style) -
T YeE Hae HIY GUETAT M0 Seehdl TGloet] ST, el foremeaiar Sl §raT Huae STuaT aq
FHETE IHT G ST, ST ATERITENIhg Sl Ugeied] sahid TiSel/3ATER. Qevar=ar e
B) e, Fl%ﬁﬂ'@f aTfoT %&ﬁﬁ‘ﬁ?g@f (Scams, children and teens)

T TIE AETd SUITERGET 3 o Ul bk New Sieloar ¥R fohar st Teard 318 ATel. @ Hidies seret
TEOTHT, e qAHT 5T AT FIAT.  HeTos FIUMAT Ach! TEUHT JeTse =T HTEFHTIT HI%d Hifecd S fegfestr - 1
e, SIRIHTE A1 o ST SR q& Q0T AT IrGfard. AT A SeATq 207 St Afedd! qUdra st §-Het AT,

TopeTiarie qer=an Al =e ATEN Q=T UTciehiel ST STSHaT Ale FHaUEh AT S hell Sl
SATSH-STTSISIT SeTS3T (“grandparents scam”) foha STTofiaToft fehiaT ST SieTeT (‘emergency scam”) 318 TaTert ST,
T H1eTos HAUTAT Achl AT TEUIAT SNBE=T BIRAT HTIOT AT et T, folehe. ST WSt STl HiHaT AT
SHATSHSIIohg el AU SHTATd. e TTshic = et 378 o T -l Hefd o =1 geoht el ATe. 3Fei Anroft
& U8 Ihesel ST, AT T e STTSi-STTSieiel qeohles TTfshaT el T STE-arScit el i T4 ATehiar
TS Thall STl
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AT 2T HATHIAT ST TEUTIHIAT UT: I STefa FRIRIETs ot |raw il 3 AT, ATEN 3T weft
51 3UASH BT,

3.3 FlaTq (Activism)

SITCEIGT HEHRT &1 T AT ST ScTehl STEUI 379 ITehd!, ST(ET Hfed! STH 0T TS ST Wehd.  SATHR® Ieh
FHOATAT AATHE TSTohIT SANT FHQRT AT=I0] SATSTaT SHTCIT ST kel TTHTISTR Hoshi< AT g sachl T = TSfehid
Toram Aievar=h, ToET ATfRd = SIS HUAT, T o1 3%h 3TUaT el HUATE, T T Tgd] STeTeY e o
3T

I UG A AT HewHiicd AHIEE TRk T qod qeuNHT TSTehRumaes Afshagor qewnft
BroTiersRit Uit shiet anfarseht wemersh fomm sheamr fwar.

Feffore STIMOT S (2002) FTEAT A $eE © T4 ST BId ATel 0 ST ATedfae Sterwdiel d Th
Sifcrfoler 3T, ATETE ST WINOT ST TR AT LAl o I T ST 3T TSehIageT Afsha ST Sehl fohell
AT STEaTd ATferei fsshd 7 wftryr 1. e $etde © aeviiyed Tsshrenfawei=ht e qae afskerar famtor
A e ek gt

e ATfediferseres HifeH=aT Hush &1 TEUIeAT TSThIT TEAHAT J SATOT FEWRT TATe] ST T qTed
e g ST 318 . FIe! ERNGeH=AT 7 a7 SAchl Wifed! STH FOATH AT Sei-eaT AT AR A o Hama
TR il HTASHATA TThT AT QAT FAAT HTA &1 TEdeh! el Hefel TG ST ATal.

IV gl HAATS T ATf=ht slietdl el TS 8 AThATsd ad- qieEe e i fir 3R ®
AUTEUITR AT T Teer ifeh foramear stora Jeqeard forct e Srerdl 81 formgar Tetd el Hewr atd. o
fegret ST s T (2011) T T80T T SAHIA HAATE T HTHATST aa © ThHehl Fofed sraeam i
HGHT AT, IR I o RV AAATET FeHTT & HeoheddT foiqd AU Ru G et e
gETTTersRlt = faforer 9] Strepfcrsitr Teiq GXor HeweT 3Ud. Hehsh o 1A (2012) ATAT HATTAR AHTISR HTEAHT= Tt
(2015) At geelt, Jawete, STfOT TAHET 2163 SAHIET TG FT IFEAT. TS T TTHT TRHTIITRT I-T 35 &
STehd. T ST G A S A&7 ST 7T Sact HS{IUaTd FIal! 3T e,

B) TeTHIeh0T / SUGURVTETE (Radicalization)

YT ST S 15 TehfaSTT GAdHT 16 S0 AR GarE 15 A= qieltd deshles Qe B e a1 fost &
HfETeT T3 TedTe @ie ROl AR, AT freiih! Sivfialy STa HeHg AeAT Huehia el AT €Y AR, LAl
AT TARTE I TG ST TRV AT AT 7 e fordwr |iwaier Tt SR, qerHt don forefear A
GIEEHTER ST faiferer THgiHT TS ISIvaTH GeaTd el 3Te.

U. K. Safar internet center I local safeguarding children board (LSCBS) IHT Tsh BIGic:) gl Jaraoft faeft
BIelt, 2T T 3 GUROTATE qere STfieh! T SR HRT=T JRAT €iehT 3cqw g vaTs ITeRaT $ATe. a1 giea Ifd
AT FSHT SFHLUATAT SLM | SITAHT SETH shef| ST i,
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T RIS forferer GUshIMTT TTev TSt 3TTe. ek S 37T HITCT AT SRTHT SITOTT=T BT qUTEUaTiaT A1ehs
ST SHUOTRT AT (RIS hTET STqaraTcHsh TRIEerd e i1 HenTHT 3 FUuITETe! sed STHard. SRieehi=aT #d
Tl A1 MR {opame Serar. qeureg o o= queld Hidrd. SAos 376 Ziehrel for o SATCHHTd Hidrd. TRomHT 38
IETIH 1l I for=i= =it HegRiietd T8 Bid, TOMTHT SiehTarIeh MEiehs d HeEr = TRegTd UTg AT,

T YRR Gl BT AR AHIRATRS ST FIfRTE ei=ar qershgT= ATl o ISt foraem HIgT 712 qultel
ERTTAUIET 6 TTEITsh HTHTER AT ATUR FHIUATT Je .
" ITEHRUHS Al U UV feeg SIS ai=amd
T T SeRTeIT TSI Gieht Areeet Herieht == .
" HTT ST, GRUTHEY ki Sfavier . SIshE 30 GURUTETE! for=mi=m STeiaor SrH-T dr a5a 9

RIGIECERIRECRISCIRESS

" $TTIC T GHISHTEN AT SATEN 30 GERUMETE ST HerTrH = g w81 3= aidl ATHs A& a1,
" HE IR et ETehe Y A1l faet SiTd, T S TeouT JereafiaaT AT STTeTe =,

= AT STGeT HIRIAE GRETdar fewereh farefom= sfrer =,
ST FerTHRT 7 faforer TediHt wrer shear 3% wrohd, Are s, Sfkverer qfkash, feriea ATe,
o7 gl T WRvaTaTdT TRUTHT TicHTied hol, (el Heheld 8 FidT IS, IATATAT AT ScaTe =T THTCST JATHES
A, I Tefiet HRNeehiT 15 Terdeh=aT Teaia-eam a3 15 SAfieh! foramemy sTaum=n srdi=an ered! saear. &
e g SO
1. SAfiht 3Tera HTHT SHUATR AT $ete e Helt IucTets e ad.
2. Zete glaeai=h Wici=ar wuTd &M d, 9 sahl 3o foemiaT qifssr Suctsy Bidl, qoe gHfa=r] saeh!
HTTT GO e,
3. CTHIRGATSAT SfsRAE aTe Sod =il 37T Tl TG fevdTe! 1 32T .
4. HIUTAET RITR ST ek ST $TAE HENTTHIHT BgeT HTT.
5. VCTTHIRGAT=AT Hell $2THe Heb ATeard.
RIS TT=l TRIAeh{Ueh! TTeedT A TEITeR T TiSaT SuTed AT, IaNd A Faldeh (4G, SoaTd TR 3Tel, AT
O FEUIS] ATATHA 3T ST Sh i< HOTTTHT SHEAT= SITRaT Gore s T8t adt AT Tkl  shales Uohd =Tcieh e,
ISR "o ST STdiehang A fowrimefier a9 =Ee (2015) FH fawefeE th A gE Atear. df ot
3T TEA I A BV T HATGT SThaTE HHT FLOITT Taia wHt Tarelt o et 3faa ant o=, amey e
e fear ST Ao foremrel Al St SeTet Arerdt S aTeEn 9 96 AR JHIOG @ T
eTerune YT AT BT AT HeTTTE I fIemivare  crek figedt Sudr < 831 dig quar f¥reqor agor
frdier 2ma, germiforamier Shieea Fe STald TEaeiitdT @Tfewg o e et 0, el siadst forsrfea ot a1
HATE ARG HHT LA HalTaH T STHCATET <A FT=IT forame 3T,
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SHATTATE T el T Ll & TS SHUATeR AT = A1+t Tt fsra STifoT refrefierar wiffaesr smed.

1. dfEe ¥Rl AT I TeRar SfEh! STRTAT=AT FeUTsl STTCHETAT g9l aidTeed 3T9aT iR 31em fogfestr=ar
eI HUehITS SThT STT AT HAaEI s, TTfeeeh & TTe! FeehiT = et SATCHET §Hed STIfoT fRreese
T BT TTE FoaTa fog 3AI=aT Tehid ATeteoTmies Td:=aT Jefaefi=ar firdt aitere grard,  aren aioms
EEUT SATHETT H I SaL Todw STeh! SHRATAT T T aTed.
oY foreatges SATMT SAfaeh! S STTOHETd shol SITd HATateh! foreR STehRel ST 3at s3ehl G861 STaeTaan

4. <o T FEUS FieY TS B, A AT fhaT Tie AHTSe Wi Sterat Siffrm At st st s s
T 3 HAATS ST fEheh Sard

5. UTIET T FEUS SiogT SAThIeAT dTedd ST STeR T ATHed Siad 31fieh awrad fmfor g daem 2iften ymrma
ShIE ST T8 ST e gareht it 81q. =ehl Sieet ST Y areavaren emed Jewr e
HqeT et & M fesdisiead! fesdstesd sfHehT Tierd, deet WidT sAfeeh Sfaaret 9 fefarshid s =<Ha iz
A ST SAh] E8e I WesdTd AL HaSdTd T S=aTel ST il 3T[eeh T AT e STl

6. T2 LT Feh TEUS ST ATHREAT SATE STHUAT Shi<l TGt SHfadl. S et FHaT ¥ A7 <kl JeedT
HET THCAT. Heh $eTHHoS © WUl IR Bl

Tehedlde AT TeT Ihi=aT SR bl Afteh! shramames haft Tamfasia s anfaweft srerfie afed
IqTeE B o eI ST fR € 2.

3.4 AT €5 MR (Online gaming and gambling)

T STTIAT Ie3 T Al BT Ae5 STES ST HARSHIET AT e S Td UMK AT ST Aferesh T Tkt

AR, FANSHI=AT G Tgdiat A0 JEAM Tel UM e, JHe Th ©es 3110 gol Reursl [ €. STehfarer

HETTHT STATETHE AT 3 HAATE el SATeeh et faet 31T, ITed 3 el T S ot foa dt weurst s

SHTIOT ST W, WBTHeS SATHHA ST ATGad HI? IS SHTATHIATT [oFeR T STST=AT T I8 &It i

SAGATENAT TG el TefT SHTATHIAT AT, ATAT ST STTEEFTT ST AGATH AT Fe0ITel T2 ATt A= 7eat

HEwd! BT fowa AT, HIET 7 ATRS TS add A1 g ueTe. foafest W fohar @esmreat s foreft e

TMEThi=AT Te3 UhUd BIqHT fowd Tel. SHRATeTH ST STshHe i AT TSdTesviiandt el fagraret Fitfdt sheft

.

A) 3T 4 (Internet addiction)

S G/ T JTEAI 1990 =T HEATH $o8T AT Tsrem e HAraeh! farerelt &t dereaar mieeft, qurdt amene

TE AT 1 WG QU1 ATAREAT 0T STawia i1 ATHES shell BIdT. T S T €1 HehedHT Higedt 3fereft

T ST AR ATeRe T difet TRomHEaEdt ATt SIT907 37 foehd = R SATEId 12 AT AT s gHe T
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FT? AT T M AN gt aoet Frfed omTeas Id-Tat s SU=RIcHe: ShRishH STTad ATt
HEITHTE eI FTeAT.
1990 =T S1adt Kimberly young (1998) I+t caught in the net W%W%’%ﬁmﬁ T SIHT STet 3R

F1? T T FH ABTEE? TR [ISR—T ITH FOITHNAT HIVeT TG ATetd FHUEr? =T Sooid AR, FHS SATEheaT
I AT FiAT §SAT ATEDHAT e Ao 1o foehfed ol Ire favie SLUE. U 7ed SPIRrE I e
FUITHIAT hell. HARSHTSAT Y ATSTSAT Tt 38 AT fohalm e retrereiienRar SfAers et Jr=m JwHras
el RremTaTdt e BYar, Team AT BT SHITaEl THTRT I GRS BT, $etHe SATERAT STed 3T AT 9T Jeh
AHE FOAHAT HR ATcHse AT, foo yohr reust A TR 7ed o Tevatfavafia qama Sy
T ferSeh foretTer, = Yehi FEursl Sed it o Siae=i1 Ir=ra Yeh FEUTSl 3 HelTsT Wos Wostl fhall Erores Tumfa g,

3 ATHFA AT frshramed JasT (Accessibility), IEREL) (Control), aTfoT 2T (Escape) TIE FLOIATHRNAT ACE
ST 2 A T e, AT TETTHR ST AT &= TROTH ST ot el TiiTeh SEUThIT ST I teh T
ST ST Al

T AT g IATaTe 3T GHET 3TTed. Aieet FevTS! THTS STRUTIER 9 8t getiextt ffea a1 a1 i e et
TEeTedT YT ST AT SAhIT FEUIS] T Sehl Ualsil TTHEeAT THETIU JHSTdTd. L Feurs hied Fi=amd
FHAFSU § FIACAT AT FHlld HATed, o IR STEH e 36 TR, AT el TR AT AT STreh!
ATETTEAT STETHIYY STHE T TEAT=l Ueh ATeH TV $eTHeehs TredT.

T A= FeTTee et Fev iR it STTechioaT ST HeT Tt S Hesh T el STed. A
HEIAT (Salience) EREN trﬁaﬁ?/g%xrwrr (Behavior Modification) E%@UJ)T'IT (Tolerance) YT A0 (withdrawal
Symptoms), H5¥ (conflicts) UTesWd (Relapse) I TUTAY BIAl. 320 ATERhrean Femtfas=iean frfiee aan
et TIeret AT SATA=HT el 3T, et A1 FHeRsTEI aa-Te HeawToe el SCTd Hldeal ad- 3Tl 7 d 2reg!
TR0, WS Uehul, &t o, aTed, RISk S9E SUTETT S0l § He dd-edagR SATHth GHSTd ArTdid.,

TR AT el $ETAE § SATIT SR STTHHAT Y01 0Tl U HTEH SATe. TTEe o 12T 7l S-S STTAhT 8T WSITANT
ST T AT SITUTRT STEET Al AT T IEHST AT, 37 A1 STI07 JTR0T 5iE FIeRT 8ol 3etea STEwhIqu aT
BIq ST SR T SRea & STkl & et Tl Fo @ faftre sdieeerst o2, o it fafay gede owg
TETdt ShT A SATEH! JeATAT AT foreh i il 37ed. $etiet sTrecht & fospdt o 1 et © Sufvarentaar
S IPERNIBERLRIERI ISR F
B) $%C Wes ITRAT (Internet gaming addiction)
ST e el AEdTd SAeTS Wed ATed. el &1 il STt 3% Iehd. ATel a1 G8T T A1t
UHTA [V-TR A S THRHET Sooid 3ATeeh TEIetaul shall TeAT T8al &l & LU 0e A “§Ae U3
ol ( Internet Gaming Disorder) =T 3coi@ HT €¥iTeeh URIRTST Fell T T2, T Ioei@  FHAUATHTT AT TSI
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U ST, A= HIOr o ST A7 foreaft Stferes Tamar arell AT S 8T SHIST SHUATd Tl 3. AT TH G0 §
T I STTR 17 ATITHT I HUTR 3Teh 37918 BTl SvaTd 31Tl AT,

ST AR (ADHD) ST HAATE Tes Tl ATHET Hofel ST el WA T 1o 31
Weinstein 3T Weizman (2012) F=aT AATER feafe3iim STEH & ADHD o1 a-aHed Jeffg AT dageiierar a1
A=A FTEd A AT ARG YOTedt FRd 1Ed. A e ST gR A, adia e 7 A R
WWWWWWWWW%W.Ch%, Chen and Gau (aq,%?
IO 7iY) 2015 FAT ADHD TGYd &0l STHUTR TE0T STereh SHTOG SIS TSHE Sed STaaTd at T dosd hiddl
TEUTS FAUATHE SAET STHTAT SEAT ATc &1 5ok forameari-ft faciedn ATy X ST Siar. ATdre! Fevm S
FIVTCATE! FehT TefehcaTet e sFuaTd STTel Foed.

ST T forepell & ATeehgsd qeaiT Aelict Hefy qurevaTfrii=n g FaT F0dTd STl 3. Yen & ko
2014 FT ST T forepelt o Fehife Steretforess Froes foreheoged Teqor e Hee. HIesh 559 GeuT ST o
T SR SISl SATETTRITAdT 8T SIeeh STEdT YHIOT Ti0TH e aid. Walther, Morgenstern, 37197 Hanewinleel 2012
AR Sch! ST FHET THUIT=T S25h =4 qoiid (aeieeyul, SAThHehdl, §mTiseh f<iar, T, €. wa. 2 o7or ey
;3T T AU ST 07Tk STH H{ld e caiedl (axime ATl €Tk W forwersh aeamcre sahi=am qoid
FERATCH SR S STV Sehl o HTGeh FaTel aT9t hild STEUIT=AT SAchi=l o SIaesqTd Je aid.

STHYT! T SAh HE Iehd TTal. el TURITcH AT A6 STRITTET foRiyd: quri=ar =T JHeT 3 Taeiat
T TS TSl & UTAUATSRIT Ueh TG aii STTGTET A Lam 2014 FiH1 SaT Ji=a 7l 91 AI-EIes S 3o Arved staat
TR STG=AT ST FrefohTHT TGl =dT ATTHS UTH ke & ST S7aT Foshad HTed. e ATl ek Eeie giop
TS 3R, AT i T AT forereeiier 312 @ T8 0] AI-TERTTES T A1 STEat.
C) 3Tmshueh foafesi @es (Aggressive video games)

feafeatt Wesrean stfafih ot Freia e s et as M9l SfidTed HdTa o, feefestt T wes-ames
HTGHHE STl (U I, ST Yo J(chalTa SARATETHATST ol e shell ST, féee feafeedt 7 @evar=a afom
e T TR 37T TCHET AT STed 2Tt | RUTiehg SeaTsl el IaTetl HTed.

TMewelie SEE 3 ot g € Frftauor o e wmw feafest i ged sroear fogd e o, o w
yraies e feafest 1w qear stfowrer i e >m1fvr <ifiTer StTrermem wHTEsT Sar. STshaeh STuaT féue feafesn 1w
TR TR AHTETTN T 8. SR Terre! foafeatl 11 Wesor s1ee Weavard Sisitr ol AT | BT &1 qol AT
HEHIAT STl 1 ARATT § T2 B, 3T 376 q1 STehaR qot fogfestt 1 WesdTa STeiaT ST AT e shet
ST, o HeISTUT T ST 37 T,

D) Rreramandt / sTeeHTETdt @es (Games for learning)

AT SATIVT AT Tk We3Te TehRIcH T STTH. T Tt SI<h! € T T WeadTd AT Hiel
UTTCH 0N F5T AT, AT ITSIIS HTT FeUIS & W SATIAT BT e STHEM AN HLuaT=l e 3Te. fegfestt
T QST 3Tk EMTcH THTe fHTTfed SeaTe Heleshi= Teul TR, 3eTetvnd wistad (2007) 7T feefestt W @ezor
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T I ST GwaT el garen aefavantt fofed swear fou o, Ao e B © weet SwErt
et Tt Frifed staeame gemer=m ST didies, 1994 A 7d TR, O AT TN JE@0Rh q8e
TTSTEIUTT=AT ILIM AT AT 3 Shileet! I TRt 2012 THT d1ed. “Tf dreredi=an arerardt srean = seam
TR AT THAT TTiHTE @ (Serious Games) foaieh! ©e 316 Feeo S1d.” TV ©es ST SAhi=aT ARSI
eI TIR AT AT TS ATGR SHBIAT T hiered f¥rhferar Jara. mivfie e (freehl @eamn) aibes st @
Teaed ST & Wes faf¥e frami=a s Uosdt STard. I ST GRSHTSHTOR ISR STt hiaie gisreror, fErefor,
ST, HTeIST{eh EAFENTOT SATOT Tt TGt gearet a1dt Sfet ket ST, (Zyda 2005).

foafestt im Qacamges =ht IR e R a2 A arffeRor wom gfaer foeRfea dia stea.
I Se TSTaT I 32 <EleT fogfeatt =t ToFT ahell STId, ST® <l TivTareme foser f3rehar Jmad a1 323 SRl @3
TR el ST, Fod T3 AT LN IRE ST ST ATR].  SAhreAT slifegeh 6= TR FHAT JoqHTo
FOATAT I &1 Hral Wesrel HiHdT A AR, 34 ks wmi ffed sivre fawiba soam 7 swm
Gosi= Afereh Hed B .
T Gfiek =T He3 Wit STrTeehar aTefquarETdt, €2 g, fifdfavere wive fashfid serdia ameniar Qe it
Al IR, ATHFHIT GIhHT IITTd TR AT W Wes HAfddt shefl 3R, Its a deal ! ® IR Tehl ECr kel

farferer wermeft htered) forenfira sFevames & ok Wes fohaua et 3T1eq & feifea shevarerfiar stepet steammm=i
T GG TS T

I —
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