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Tﬁ'ﬁl’a'l'{T(Abstract)

weErfterdta fsfreet At &1 gettear Semmean we stfovrsa wmT a9e arre. A shafAser=n
e fefved A getiear damTores IR (3. TweEn wiean, @er Shiga s,
Fotgerman) anfir amfes wivieaieR (3T, wWifter &, HdTE, AN @9E) TR
TEY T G, T Jeatoar Aerer ATfor foremrarer agarmart aiome fags Jam. &1
Trater farferer wramreTEfr domrer SarfoT ersamTeR emenfia e, ot fefieer west=ar wumardie
TATA IeTTEAT. aTq WBTS TR, WBUATaT A STIUT UTeTehiel YRRt Tiamean geshiamat
forem e oy, AT ervaTETae o fE A Y, fefveer After wrag enfor A g oma
SATOT et AR & Fre=oma aToR gertardt wreeeit 3% viehdt, @ At fhar srgfea s
FTeRTYeR 3T STehal. HATeTA IR STTTUT ARTEeRAT &t AT Hewid sTeid Hewel oTre.

he s (Keywords)
TfRuTTH, UTeTehe, SIS, STTTTE 5.

TEATIAT (Introduction)
THTATAT FTART TAFTH WA FIATear Tekeh Yol STt 6T SHedel 3T, ST
mwwqﬁ"r mﬁqﬁ-—r zﬁzaﬁmmmm—m%ﬁw
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HARSATS Ueh |TeA FgUH SITAT 78, AT ATar Freror, damg o1for onret SrTisteRuren T
HETATET W AT 3TTE. TATY, I TEeATHS UTereh, forerss srfor wvitererined fefree Aftmrsan
efteet @aiT GRS eraT ATeauR ST FRET SieauaT hived fawitd HuT Uw
THTET TTLT ATAATA, G HTZISTUT AT J5 ATAT HTATUTR, STEATET hIUT ATIUT TTHTNTR
TS T AThHRAAT TAUTUIT UTAUTR Teeh HIATd.

Iqr Wﬁﬂﬁﬁ'{, fefres aft=n AT HIATHHSR farer™@ (Cognitive Development) 3TTfUT
ATHTRTES HITeATaR (Social Skills) FHEHT HTT URUTH BT, ¥ FRITRcaHT0r qUTEI HET=
B, AT Toehramaed gerret faar Fuarei, TaeT Seauarel, @er shisd shuarel,
THOUTTA SarvaTet ATHT futer Soam=it ermar T 21@d. X, ATHTNTeR hivTed FgurST Sadivit
THTETUr HATg ATUATEN, HEhE HIUATH, TR qRaavart ATfor amifaes faat
U U &TT. g1 Wefsy fefea Aftrean wewrtene enfor Tehwrene St deien
TGN VAT FHEA, TATSAT TATH0T FreRTHTaR camer Sam TRunT gt § $0g sHoar Saw
=, Teforee Go dvTer wER w1 ArRa o < eiteh 8 ZTadaT Adier, TTaTadagl at
Ferura ==t et SE .

3fe® (Objectives)

T sefeeTet e 3R e e atea:

1. Tsfee fiftrren getar aweat dieavarst gmar, @ Siza wwon, snfor Fok guardt
AHAT AT HHATATCHh ShivTe A SIUTT=AT HehRTcHeh TIUTTHI=! Ty wuT ST,

2. feftee aftmn Wﬁm HUTRIER aTfur eer fererferer goamar (attention deficit)
3. fefvea woige goaimes fGwfia gom wewr, darg snfor amfewar ataresn
THRTCH ATHTNT hIVTEATET STHITH HIUT.

4. Tefitee AT TATHER AT IHUITAT AT FTITE, HTHAHAT AT AT AT
5. WS UK, WeSUaTal Hieraet AT uretehiet sftent aramear weaeeft sum=ar
"kl (moderating factors) fefreer Aftream wuraTer st ufvurm gy, e s oo,
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6. TeRtee Tifthrsar Hewia TETer HINLATT ATATAHAT AT TeTrear AATUT fhramaat
I FITwRTEET |TeT .

& AXTH (Main Study)
¢, BFHTeHeh faemmaTaiier aftoma (Impact on Cognitive Development)
FRRIH SATIUT TR SIvEl Ue] THTITE AT

37) GehTcHeh GRATATCHER THUTTH:

THET AISAVIT=T STHAT 3TTTUT TUTH AT STTEoT (Problem-Solving and Strategic Thinking):
e fefres T, ferowa: we gwRTder (puzzle games) feha Torit (strategy games)
HATETRA T, TBTEHAT AT I=aT FHEAT HISTATATATS ATIOT SefehTeii= WHTAT AEUATATST
uur OreRaTa. IaTeuel, Sw-sTaTa e fhaT HTgAsh TR MR (Minecraft) TR HeAtT
AITAH TEAT TR HATATH ATV THEAT TSI TS fafarer sheuAt aravuard frehamra.

weT Shiga 0T TiuT fAaee wrer (Concentration and Selective Attention): @—cﬁ-arr&rr&a
(action-based) STTIUT AT TFaHEY ‘@E‘I@:ﬂ kT AT 3ok RS TTel AT ?TRTd 3TTfuT
TN ATfEdToR o8l shigd S @0, tmg% 'ﬂﬂﬁﬁ‘ T Thigd SHIUATAT &IHAT (sustained
attention) ATUT SAATIvIR uﬁﬁwmﬁﬁﬁa@wﬁ &THAT (selective attention)
e

ot Gua=t gwar afur afafseaT a (Decision-Making and Reaction Time): IAH
ey qRftadTaR @Ra ot Juare sravaswar oEd. aie Hardt aree e
FoAT SfUT areR fafshaT JuaTet emEr GURd. ar e S ST AT aHead
(hand-eye coordination) TEe W

HTRTINT HIVE (Spatial Skills): 2fi-E1 (3D) ATATSRUNA TESTAT ATEAHTAA TOHTOT, TehToT
FreroT 3rTfoT H'FH?‘ FAT GHSTA ooy EITEI;%‘ W STIRTINT ?g'F@'q'ﬂT (spatial reasoning) 9Ted.
T hivTed forgm, dasme, erfirifaeht srfor it (STEM) an fareariaed wevamer 31
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TROTITAT (Memory): Qe ﬁTI'F[, EIEICT ?Ia‘, Wﬁ T fehaT Tmefier fafara s
HITEAT FATT SATATATS! TBTSAT ATIEAT WRUTIRATET ATOR AT ATTAL, FATHe @it
HTATcHeR TATUTITRT (working memory) gﬂ'ﬂﬁ‘

'QWS'I"]E?IT (Creativity): KSEGICaoN (Sandbox) TR 0 (3a1. Minecraft) g?flﬂT
A T, HAT AT TS TR AT T AT, ST AT e getiterar
HATIVT SHEUATIRRICTT T fHesal.

) ThRTcHeh HATHTCHR TLUTTH:

et forarfera Ior (Attention Deficit): STl ﬁ?ﬁﬂ?‘i@'ﬂﬂ, Afa-3aTes 3TTTUT aFTaT= ﬁmg%
AT Gfiih 18T hisd HIUATSAT GIHASR TehNIcHS UNUTH §1S: YTehal. w1 JTedfaeh
e ier T Tl SreruTT=an fSRaTeheTTaiaR wrer Shise heor SetuT JTg IR

eIfUTeh RTARRISR TioTTe (Impact on Academic Performance): arfafen ‘ﬁﬁ"Tﬂ% ‘gﬁ‘
AYITETRS TA HE AT, TSTATA HTATAT AT A5 EUTS 0T fehart wlrerent Tam
FTATITEA T ST 3T Irehall, TaTTes waielt feaforen s et e,

YR IRUMA (Impact on Sleep): Tt IVRTUAT W WHeATIS HATSAT SqUAT=AT TAAT

HEUATIRRET A9 (Lack of Imagination): ShTEl & '@E'Ing TR HAT AT s
AT, AT Hel T =ar St fohar sweun faenfim T st ar wan arfier staete
ITehdTd.

3. ATHTIRTER hivTeaTa{iet TRUTTH (Impact on Social Skills)
fsfree Aftran getsar wmilie wiveata@l AieT 91T Uedl, S HHING 6a1s, AgHtd
SATIOT WISt AT SATATRA T

37) TR Tk AT Tiurmy:

mgf%%s HTE AT AghT (Teamwork and Cooperation): HATATST b2 [ b7 s rll e
(multiplayer online games), Terora: wiferer-smenfaa (team-based) ﬁrwa&, '@E'IECEIT ICSE
freauaraTdt TwaswEEd TEanT T AT Tehal hIH S0l SATAVTh SO, ATHS HeATHES
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HATE I (Communication Skills): STAATST AT '@E'IEC\WT UHHRITIT TaTe AT
FrervaTelt, VeRuaTet SATFUT THTEoT Savh FIUaTlt STHaT Farq.

ﬁ?j_ﬁ aaTfor 313’&1’&"\' R (Leadership and Followership Skills): it '@W, EJF
AT HEATT AealTeit JIHHT ST NI, T HIET A5 AT Hifereh AewAt=ar gedre arert

'H'i'{—?gﬁ'aﬁ ITUTETOT (Cultural Exchange): 3iHeTST ﬁrag@s 'ﬂ'ﬁ‘ eRTder frferer

foerar emfor @mTiTes oM (Friendship and Social Bonding): e T Tt Wﬁ'
Tufaar i Yeam, S @i Wit S TRATUa gatd AT &= T TRt
ATt WIS I,

&) TR ATHTISTR THROTH:

AT TS (Social Isolation): arferer e fTfvee o @oeam 'fl;cef JTEATIh
HATHTHT ST THATA, SATG5 T TeheHUTT HATIUT ATHTIGR SR HATHS A3, ITehal.

ATshARar ATfor fEaen EIQ?‘ﬁ' (Aggression and Violent Tendencies): el Trameier s
TTIfi=AT ATET TSI HATHEd STshHeh forey, STeHT SATUT o= o 9Tehd. ShTat SemeriT
¥ TifreT otTe, T ATeR SISHE T 9 TR,

RUEEL g’%ﬂT arrfor SeATS &TTeRT (Cyberbullying and Online Risks): GﬁT-l?'I'IET-[ Tt
FUIETHET WBTS ATI FIoAT, ST HTHT ST AR ATATS SIFIHAT TTHR A1 ITehel 1.
AT TATSAT W AT TeHITeHe TRUTH Fral.

FTEA TR SHaATd el ATATNTeR ShivTeaiet shiadaT (Lack of Real-Life Social Skills): 3TTHTHT
A AT e ATATCAT eATSaT ATEA TR ST HaTg hivTediay, S8 i SRR areT

SHHATLAT (Addiction): TTaT Geriat fefiteer AR wora @WTd, ST AT 39, ATER,
FITH ATV WA HTAThS Jeiel H0ATel Taet A, AT sTEaTen ArTiass AR
W(WHO)WWWW%M
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3. Fl'g?'l? ATfoT wemwef=it ﬂcﬁiﬁr (Role of Balance and Mediation)
fsfea ittt oo e E@=ar TEHRER fhaT J@EHIuTer S e 9ard, a o
R ATt THIVITAT TEhiaE! AT Taara:

QAT TR (Type of Game): SrerfureR (educational), HIgT (puzzle) SaTfor uTet
(strategy) SATHTRA T AhNTcHeh AATTCHR URUTTHIAT TcATE 2dTd, ¥ AEd f&aen fehar
AT W5 TRRTeHR TRUTH AT

WBUITAT RTATAEN (Duration of Play): wifea amfur FRutfa aesardt T wrERiR SN

UTeTeh e ﬂﬁ%‘[ (Parental Involvement): TRl AihT mi%ram, WesT=AT dobel ﬁ'd‘al'UT,
T i=aT WA THErur ST HeATv Saiaeet Sl § §d ThRIcHSE TRUMT HHl Feoard
HATIUT THWCHE ATHT ATEAVATE WEd HIATd. HE-T@BUVATHS (co-playing) UTeAeh ATIOT

feftee aremaT (Digital Literacy): TeHT HAHeTs Guiaadaser 10T Faragraur $iaee
FTEATEIT ATOR FAUATIEEA TITeReTUT TRl ATe.
Freeme (Conclusion)

fefree Aftirea gerisan damTeHe® ATior wmATTeh R TeR Tt sTfon g5Tereh (dual)
TN T, TehT STTEAT, ¥ Tes AHEIT BISTUATHT &THAT, T1eT Shisd ohiul, waied furer 2o,
STARTINT RITTE STTVT Fifereh AT TR Haareit SHived fh e e a5d e
FIHATA. FE=AT AT, AT feham srgfera AfTes ot Rrarfera 2o, Sreafures swmfinia we,
AT STERTTE, STshHeh T STTUT SaEATeiaT Tt TR awear fmtor s e
Hewre U, fsfea AfT 3 woa:g =ier fham amge AT, e g weteEn TR,
WHTITAT  HIATEE!, Tt a9, SAfHA AT HaAld AT WgU UTeteh  ATIOT
TrerrtarEaT nEETeaT St ATEYY AT ATeR ey tHal. daferd giEeni STt
[T vk ATe. Rrerentat fefvreet arerde Tiedte 295 TeAiAT FaTaeR T0TRes Seror
T TR,
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wiersama, e A= Sdeatei= aftommier it cr=aTdier safha wehiaR aAferes
Tfer, difyer amifur wqfera fefvreet amamaror & fmior et Aga aer vaq foem s
. fefree e arw v wifwomett Sterforer enfur fosrraTeres aem oA shert =
ITehaT, SR eTET SUFRT TR {diH, Ifaeraor 2T Sereeri e .
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