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∫∑§—¥¬àÕ
«—µ∂ÿª√– ß§å ‡æ◊ËÕæ—≤π“·∫∫ Õ∫∂“¡ ”À√—∫„™â„π°“√»÷°…“ªí≠À“æƒµ‘°√√¡µ‘¥«‘¥’‚Õ‡°¡

·≈–‡°¡§Õ¡æ‘«‡µÕ√å ”À√—∫«—¬√ÿàπ∑’Ë¡’§«“¡‡™◊ËÕ∂◊Õ‰¥â·≈–§«“¡·¡àπµ√ß

«‘∏’°“√ ºŸâ«‘®—¬‰¥â·ª≈·∫∫ Õ∫∂“¡ Problem Video Game Playing (PVP) ‡ªìπ¿“…“‰∑¬ ·≈–

∑¥ Õ∫§«“¡‡™◊ËÕ∂◊Õ‰¥â·≈–§«“¡·¡àπµ√ß„π°≈ÿà¡µ—«Õ¬à“ßπ—°‡√’¬π™—Èπ¡—∏¬¡»÷°…“ 1-6 ®”π«π

2,093 §π ·∫∫ Õ∫∂“¡π’Èª√–°Õ∫¥â«¬§”∂“¡´÷Ëß¥—¥·ª≈ß®“°‡°≥±å«‘π‘®©—¬ Pathological

gambling ·≈– Substance dependence µ“¡ DSM-IV ®”π«π 9 ¢âÕ

º≈°“√»÷°…“ ·∫∫ Õ∫∂“¡ Problem Video Game Playing (PVP) ©∫—∫¿“…“‰∑¬¡’§«“¡‡™◊ËÕ∂◊Õ

‰¥âÕ¬Ÿà„π‡°≥±å¥’ °“√«‘‡§√“–Àå internal consistency reliability æ∫«à“¡’§à“ Cronbachûs alpha ‡∑à“°—∫

0.70 °“√«‘‡§√“–ÀåÕß§åª√–°Õ∫æ∫«à“·∫∫ Õ∫∂“¡ PVP ©∫—∫¿“…“‰∑¬¡’ 1 Õß§åª√–°Õ∫

(unidimensional) ‚¥¬æ∫«à“Õß§åª√–°Õ∫·√° “¡“√∂Õ∏‘∫“¬§«“¡·ª√ª√«π‰¥â√âÕ¬≈– 29.9

°“√«‘‡§√“–Àå§«“¡·¡àπµ√ß„π‡™‘ß‚§√ß √â“ß (construct validity) æ∫«à“§–·ππ·∫∫ Õ∫∂“¡ PVP

©∫—∫¿“…“‰∑¬ —¡æ—π∏å°—∫§«“¡∂’Ë·≈–°“√„™â‡«≈“„π°“√‡≈àπ‡°¡ ·≈–°“√ª√–‡¡‘πµπ‡Õß«à“ ç‡≈àπ

‡°¡¡“°‡°‘π‰ªé (p < 0.001) ç°“√‡≈àπ‡°¡∑”„Àâ‡°‘¥ªí≠À“∫“ßÕ¬à“ßé (p < 0.001) çæàÕ·¡à°—ß«≈

«à“‡≈àπ‡°¡¡“°‡°‘π‰ªé (p < 0.001) ·≈– ç∑”„Àâº≈°“√‡√’¬π·¬à≈ßé (p < 0.001) ·≈– “¡“√∂„™â

‡°≥±åµ—¥ ‘π«à“ºŸâµÕ∫·∫∫ Õ∫∂“¡¡’ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡§Õ¡æ‘«‡µÕ√åÀ“°µÕ∫

·∫∫ Õ∫∂“¡«à“ ç„™àé µ—Èß·µà 5 ¢âÕ¢÷Èπ‰ª‰¥â

 √ÿª ·∫∫ Õ∫∂“¡ Problem Video Game Playing (PVP) ©∫—∫¿“…“‰∑¬¡’§«“¡‡™◊ËÕ∂◊Õ‰¥â·≈–

§«“¡·¡àπµ√ß ·≈–‡À¡“– ¡ ”À√—∫°“√»÷°…“ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡¢Õß«—¬√ÿàπ

§” ”§—≠ ·∫∫ Õ∫∂“¡ PVP ©∫—∫¿“…“‰∑¬ µ‘¥‡°¡§Õ¡æ‘«‡µÕ√å
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°“√æ—≤π“·∫∫ Õ∫∂“¡ Problem Video Game »‘√‘‰™¬ Àß…å ß«π»√’ ·≈–§≥–
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The Development of Problem Video
Game Playing (PVP) Questionnaire,
Thai version
Sirichai Hongsanguansri M.D.*, Chatchawan Silpakit M.D., Ph.D.*,
Suwanna Ruangkanchanasetr M.D.**

Abstract
Objective: To develop the questionnaire to study video game and computer game depen-

dence in adolescents that is reliable and valid.

Method We translated the original version of problem video game playing questionnaire into

Thai, and then tested its reliability and validity in 2,093 students in 1 secondary school. This

questionnaire comprised of 9 items that were modified from the DSM-IV diagnostic criteria of

pathological gambling and substance dependence.

Results Psychometric analyses revealed that the problem video game playing (PVP),

Thai version had good internal consistency reliability with the Cronbachûs alpha coefficient of

0.70. Principle component analysis revealed that it was considered to be unidimensional. The

first component explained 29.9 % of the variance. The patterns of associations between the

scores of PVP questionnaire and frequency and duration of computer game play, and the

self-assessment impacts supported its construct validity (çI think I play computer game too

muché, p < 0.001; çI think I have some type of problem associated with computer game

playingé, p < 0.001; çMy parents are worried because they think I play computer game too

muché, p < 0.001; and çComputer game playing make my school performance get worseé,

p < 0.001). The cut-off score of 5 or more can be used to determine adolescents with computer

game dependence.

Conclusion: The problem video game playing (PVP) questionnaire, Thai version was found to

be reliable and valid, and suitable for the study of computer game dependence in adolescents.

Keywords: Problem video game playing (PVP), Thai version, Computer game dependence
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∫∑π”
°“√‡≈àπ«‘¥’‚Õ‡°¡·≈–‡°¡§Õ¡æ‘«‡µÕ√å‡ªìπ

°‘®°√√¡∑’Ë‡¥Á°·≈–«—¬√ÿàππ‘¬¡¡“°¢÷Èπ„πªí®®ÿ∫—π  ”π—°ß“π

 ∂‘µ‘·Ààß™“µ‘ ”√«®„πªï æ.». 2545 æ∫«à“‡¥Á°·≈–

‡¬“«™πÕ“¬ÿ 11-24 ªï∑—Ë«ª√–‡∑»ª√–¡“≥ 3 ≈â“π§π

„™â§Õ¡æ‘«‡µÕ√å‡æ◊ËÕ‡≈àπ‡°¡ ·≈–æ∫«à“‡¥Á°·≈–‡¬“«™π

Õ“¬ÿ 6-24 ªïª√–¡“≥ 1.4 ≈â“π§π‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å/

«‘¥’‚Õ‡°¡‡ªìπ°‘®°√√¡„π‡«≈“«à“ß1 ·≈–‰¥â ”√«®„πªï

æ.». 2546 æ∫«à“√âÕ¬≈– 59 ¢Õßª√–™“™π∑’Ë¡’Õ“¬ÿ 15 ªï

¢÷Èπ‰ª„π‡¢µ°√ÿß‡∑æ¡À“π§√‡≈àπ‡°¡ÕÕπ‰≈πå ºŸâ∑’Ë

‡≈àπ‡°¡„™â‡«≈“‡≈àπ‡°¡ 2.2 ™—Ë«‚¡ßµàÕ«—π„π«—π∏√√¡¥“

·≈– 3.1 ™—Ë«‚¡ßµàÕ«—π„π«—πÀ¬ÿ¥2  ”π—°ß“π ∂‘µ‘·Ààß™“µ‘

¬—ß‰¥â ”√«®„πªï æ.». 2546 æ∫«à“√âÕ¬≈– 69 ¢Õß‡¥Á°

·≈–«—¬√ÿàπ∑’Ë¡’Õ“¬ÿπâÕ¬°«à“ 20 ªï„π‡¢µ°√ÿß‡∑æ¡À“π§√

„™â§Õ¡æ‘«‡µÕ√å‡æ◊ËÕ‡≈àπ‡°¡ ·≈–√âÕ¬≈– 21 ‡≈àπ‡°¡

ÕÕπ‰≈πå3

æŸπ∑√—æ¬å ®‘√‡»√…∞‡¡∏“°ÿ≈ ·≈–§≥–4 »÷°…“

æƒµ‘°√√¡°“√‡≈àπ«‘¥’‚Õ‡°¡¢Õßπ—°‡√’¬π™—Èπª√–∂¡»÷°…“

·≈–¡—∏¬¡»÷°…“„π‡¢µ°√ÿß‡∑æ¡À“π§√„πªï æ.».2543

æ∫«à“√âÕ¬≈– 83.2 ¢Õß‡¥Á°·≈–«—¬√ÿàπ‡≈àπ«‘¥’‚Õ‡°¡ ·≈–

„™â‡«≈“‡≈àπ‡°¡‡©≈’Ë¬ 3.2 ™—Ë«‚¡ßµàÕ —ª¥“Àå »‘√‘‰™¬

Àß…å ß«π»√’ ·≈–§≥–5 æ∫«à“„πªï æ.». 2546 √âÕ¬≈–

84.6 ¢Õßπ—°‡√’¬π√–¥—∫¡—∏¬¡»÷°…“‡§¬‡≈àπ‡°¡

§Õ¡æ‘«‡µÕ√å √âÕ¬≈– 23.9 ‡≈àπ‡°¡¡“°°«à“ 4 «—πµàÕ

 —ª¥“Àå ·≈–√âÕ¬≈– 11.0 ‡≈àπ‡°¡∑ÿ°«—π ·≈–æ∫«à“

π—°‡√’¬π∑’Ë‡≈àπ‡°¡„™â‡«≈“‡≈àπ§√—Èß≈–ª√–¡“≥ 3.0 ™—Ë«‚¡ß

»Ÿπ¬å«‘®—¬°√ÿß‡∑æ‚æ≈≈å ”√«®æƒµ‘°√√¡°“√‡≈àπ‡°¡

ÕÕπ‰≈πå¢Õß‡¬“«™π∑’Ë¡’Õ“¬ÿ 10 ªï¢÷Èπ‰ª„π‡¢µ

°√ÿß‡∑æ¡À“π§√„πªï æ.». 25466 æ∫«à“ √âÕ¬≈– 82.0

¢Õß‡¬“«™π‡≈àπ‡°¡¡“°°«à“ 3-4 «—πµàÕ —ª¥“Àå ·≈–

√âÕ¬≈– 18.5 ‡≈àπ‡°¡∑ÿ°«—π πÕ°®“°π’È¬—ßæ∫«à“√âÕ¬≈–

54.1 ‡≈àπ‡°¡π“π 1-3 ™—Ë«‚¡ßµàÕ§√—Èß ·≈–√âÕ¬≈– 3.3

‡≈àπ‡°¡π“π∑’Ë ÿ¥¡“°°«à“ 10 ™—Ë«‚¡ßµàÕ§√—Èß π¿¥≈

°√√≥‘°“ ·≈–§≥–7 æ∫«à“„πªï æ.». 2548 ª√–™“™π

Õ“¬ÿ 12 ªï¢÷Èπ‰ª„π‡¢µ°√ÿß‡∑æ¡À“π§√·≈–ª√‘¡≥±≈

ª√–¡“≥ 1.5 ≈â“π§ππ‘¬¡‡≈àπ‡°¡ÕÕπ‰≈πå ·≈–æ∫«à“

‡¥Á°·≈–‡¬“«™πÕ“¬ÿ 7-25 ªï∑’Ë‡≈àπ‡°¡ÕÕπ‰≈πå„™â‡«≈“

‡≈àπ‡°¡‡©≈’Ë¬ 4.5 ™—Ë«‚¡ßµàÕ«—π ·≈–√âÕ¬≈– 32 ‡≈àπ‡°¡

¡“°°«à“ 5 ™—Ë«‚¡ßµàÕ«—π

‡¥Á°·≈–«—¬√ÿàπ„πµà“ßª√–‡∑»π‘¬¡‡≈àπ‡°¡

§Õ¡æ‘«‡µÕ√å¡“°¢÷Èπ‡™àπ‡¥’¬«°—π „π À√“™Õ“≥“®—°√

Phillips ·≈–§≥–8 æ∫«à“„πªï §.». 1995 √âÕ¬≈– 77.2

¢Õß«—¬√ÿàπÕ“¬ÿ 11-16 ªï ‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å √âÕ¬≈– 24.2

‡≈àπ‡°¡∑ÿ°«—π ·≈–√âÕ¬≈– 14 ‡≈àπ‡°¡¡“°°«à“ 2 ™—Ë«‚¡ß

µàÕ§√—Èß Griffiths ·≈–§≥–9 æ∫«à“„πªï §.». 1998

√âÕ¬≈– 98.7 ¢Õß«—¬√ÿàπÕ“¬ÿ 12-16 ªï ‡§¬‡≈àπ‡°¡

§Õ¡æ‘«‡µÕ√å Colwell ·≈–§≥–10 æ∫«à“„πªï §.». 2000

√âÕ¬≈– 92 ¢Õß«—¬√ÿàπÕ“¬ÿ 12-14 ªï‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å

‡©≈’Ë¬ 3 §√—ÈßµàÕ —ª¥“Àå ·≈–‡≈àπ‡°¡ 2.6 ™—Ë«‚¡ßµàÕ§√—Èß

„πÕÕ ‡µ√‡≈’¬ Durkin ·≈–§≥–11 æ∫«à“„πªï §.». 1999

√âÕ¬≈– 94 ¢Õß«—¬√ÿàπÕ“¬ÿ 12-17 ªï ∑—Ë«ª√–‡∑»‡≈àπ‡°¡

§Õ¡æ‘«‡µÕ√å

„π À√—∞Õ‡¡√‘°“ Funk12  ”√«®„πªï §.». 1993

æ∫«à“√âÕ¬≈– 87.7 ¢Õß«—¬√ÿàπ™“¬·≈–√âÕ¬≈– 64.4 ¢Õß

«—¬√ÿàπÀ≠‘ß‡≈àπ«‘¥’‚Õ‡°¡ «—¬√ÿàπ™“¬·≈–À≠‘ß„™â‡«≈“

‡≈àπ‡°¡‡©≈’Ë¬ 4.2 ·≈– 2.0 ™—Ë«‚¡ßµàÕ —ª¥“Àåµ“¡≈”¥—∫

Buchman ·≈–§≥–13 √“¬ß“π„πªï §.». 1996 «à“‡¥Á°

·≈–«—¬√ÿàπÕ“¬ÿ 10-14 ªï ‡æ»™“¬‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å

5-10 ™—Ë«‚¡ßµàÕ —ª¥“Àå ·≈–‡æ»À≠‘ß‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å

3-6 ™—Ë«‚¡ßµàÕ —ª¥“Àå „πªï §.».1999 Stanger  ”√«®

æ∫«à“‡¥Á°·≈–«—¬√ÿàπÕ“¬ÿ 2-17 ªï „™â‡«≈“°—∫§Õ¡æ‘«‡µÕ√å

√«¡∑—Èß°“√‡≈àπ‡°¡«—π≈– 1.6 ™—Ë«‚¡ß14 ·≈–¡’°“√»÷°…“

„πªï‡¥’¬«°—πæ∫«à“‡¥Á°·≈–«—¬√ÿàπÕ“¬ÿ 8-13 ªï ‡≈àπ‡°¡

§Õ¡æ‘«‡µÕ√å¡“°°«à“ 7.5 ™—Ë«‚¡ßµàÕ —ª¥“Àå ·≈–æ∫«à“

π—°‡√’¬π¡—∏¬¡»÷°…“µÕπª≈“¬∑’Ë‡≈àπ‡°¡¡“°°«à“ 20

™—Ë«‚¡ßµàÕ —ª¥“Àå‡æ‘Ë¡®“°√âÕ¬≈– 2 „πªï §.». 1998 ‡ªìπ

√âÕ¬≈– 2.5 „πªï §.». 199915 °“√ ”√«®‡¡◊ËÕ‰¡àπ“π¡“π’È

æ∫«à“π—°‡√’¬πª√–∂¡»÷°…“ 1 ·≈– 2 ‡æ»™“¬‡≈àπ‡°¡
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‡©≈’Ë¬ 11 ™—Ë«‚¡ßµàÕ —ª¥“Àå ‡æ»À≠‘ß‡≈àπ‡°¡‡©≈’Ë¬ 9

™—Ë«‚¡ßµàÕ —ª¥“Àå16 ·≈–π—°‡√’¬π√–¥—∫¡—∏¬¡»÷°…“

µÕπµâπ‡æ»™“¬‡≈àπ‡°¡‡©≈’Ë¬ 13 ™—Ë«‚¡ßµàÕ —ª¥“Àå

‡æ»À≠‘ß‡≈àπ‡°¡‡©≈’Ë¬ 5 ™—Ë«‚¡ßµàÕ —ª¥“Àå17 πÕ°®“°π’È

¬—ßæ∫«à“«—¬√ÿàπ∑’Ë‡≈àπ‡°¡ÕÕπ‰≈πå Everquest „™â‡«≈“

‡≈àπ‡°¡ 26 ™—Ë«‚¡ßµàÕ —ª¥“Àå18 §«“¡π‘¬¡„π°“√‡≈àπ‡°¡

§Õ¡æ‘«‡µÕ√å¬◊π¬—π‰¥â®“°°“√∑’Ëµ≈“¥«‘¥’‚Õ‡°¡ÕÕπ‰≈πå

¡’¬Õ¥¢“¬¡“°°«à“ 2.55 À¡◊Ëπ≈â“π¥Õ≈≈“√å À√—∞„πªï

§.». 200419

·¡â®–¡’√“¬ß“π°“√»÷°…“æ∫«à“°“√‡≈àπ‡°¡

§Õ¡æ‘«‡µÕ√å¡’º≈¥â“π∫«°∫“ßª√–°“√20-22 ·µà¥â«¬√Ÿª·∫∫

¢Õß‡°¡∑’Ëæ—≤π“‰ª¡“° °“√‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å ®÷ß°àÕ

„Àâ‡°‘¥º≈°√–∑∫¥â“π≈∫µàÕ‡¥Á°·≈–«—¬√ÿàπÀ≈“¬ª√–°“√

‡™àπ ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡§Õ¡æ‘«‡µÕ√å7-9,16,23-31 ªí≠À“

æƒµ‘°√√¡°â“«√â“«®“°°“√‡≈àπ‡°¡∑’Ë¡’§«“¡√ÿπ·√ß,10,16,17,30-37

‚√§Õâ«π16,38-40 ·≈–ªí≠À“ ÿ¢¿“æ°“¬Õ◊ËπÊ16,30,32,41-42

‡ªìπµâπ √«¡∑—Èßº≈°√–∑∫¥â“π≈∫µàÕæ—≤π“°“√¥â“π

®‘µ —ß§¡10,16,20,43

‡¥Á°·≈–«—¬√ÿàπ∑’Ë‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å à«πÀπ÷Ëß¡’

æƒµ‘°√√¡À¡°¡ÿàπ°—∫°“√‡≈àπ‡°¡¡“° ®π∂÷ß¢—Èπ∑’Ë‡√’¬°

‰¥â«à“¡’ªí≠À“µ‘¥‡°¡§Õ¡æ‘«‡µÕ√å ‡¥Á°·≈–«—¬√ÿàπ‡À≈à“π’È

¡’æƒµ‘°√√¡µ‘¥‡°¡§≈â“¬ºŸâªÉ«¬µ‘¥°“√æπ—π (Pathological

Gambling) ·≈–ºŸâªÉ«¬µ‘¥ “√‡ æµ‘¥ (Substance depen-

dence) §◊Õ ¡’§«“¡√Ÿâ ÷°æ÷ßæÕ„®‡¡◊ËÕ‰¥â‡≈àπ‡°¡·≈–‰¥â

√—∫™—¬™π–„π°“√‡≈àπ‡°¡ ·µà¬—ß¡’§«“¡µâÕß°“√‡Õ“™π–

¡“°¢÷ÈπÕ’°‡√◊ËÕ¬Ê ¡’§«“¡§‘¥À¡°¡ÿàπ°—∫‡°¡§Õ¡æ‘«‡µÕ√å

Õ¬à“ß¡“° ¡’§«“¡µâÕß°“√‡≈àπ‡°¡∂÷ß¢—Èπ∑’Ë‰¡à “¡“√∂

√–ß—∫‰¥â ®π∑”„Àâ‡°‘¥º≈°√–∑∫µàÕµπ‡ÕßÀ≈“¬¥â“π ‡™àπ

°“√‡√’¬π °“√∑”ß“π  ÿ¢¿“æ §«“¡ —¡æ—π∏å„π§√Õ∫§√—«

·≈– —ß§¡ ‡ªìπµâπ ·≈–‰¡à “¡“√∂§«∫§ÿ¡‡«≈“‡≈àπ‡°¡

‰¥â∑—ÈßÊ ∑’Ë∑√“∫¥’«à“¡’º≈°√–∑∫µàÕµπ‡ÕßÕ¬à“ß¡“°

¡—°√Ÿâ ÷°Àßÿ¥Àß‘¥‡¡◊ËÕ∂Ÿ°¢—¥¢«“ß ∫“ß§πµâÕß°“√‡≈àπ

‡°¡¡“°¢÷Èπ„π‡«≈“√Ÿâ ÷°‡§√’¬¥·≈–‡≈àπ‡°¡‡æ◊ËÕÀ≈∫

‡≈’Ë¬ß°“√‡º™‘≠ªí≠À“ ∫“ß§π¬Õ¡Õ¥Õ“À“√ Õ¥πÕπ

·≈–¬Õ¡‡≈‘°°‘®°√√¡Õ◊Ëπ‡æ◊ËÕ°“√‡≈àπ‡°¡ ∫“ß§π¡’

ªí≠À“æƒµ‘°√√¡Õ¬à“ßÕ◊Ëπµ“¡¡“ ‡™àπ ‚°À° ¢‚¡¬

°â“«√â“« Àπ’‡√’¬π ·≈–Àπ’ÕÕ°®“°∫â“π ‡ªìπµâπ8-10,16,23-31

‡§¬¡’√“¬ß“πºŸâ‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å∫“ß§π‡≈àπ‡°¡

µ‘¥µàÕ°—π‡ªìπ‡«≈“π“π‚¥¬‰¡àπÕπ·≈– π„®°‘πÕ“À“√

·≈–¥◊Ë¡πÈ”πâÕ¬¡“°®π‡ ’¬™’«‘µÕ’°¥â«¬16,44

ªí≠À“‡¥Á°·≈–«—¬√ÿàπµ‘¥‡°¡§Õ¡æ‘«‡µÕ√å‡ªìπ

ªí≠À“∑’Ë¡’§«“¡√ÿπ·√ß¡“°¢÷ÈπÕ¬à“ß√«¥‡√Á«„πªí®®ÿ∫—π

‡ªìπªí≠À“¢Õß§√Õ∫§√—« à«π„À≠à·≈–ªí≠À“¢Õß‡°◊Õ∫

∑ÿ°‚√ß‡√’¬π ®πÕ“®‡√’¬°‰¥â«à“‡ªìπªí≠À“√–¥—∫ª√–‡∑»

„π∑“ß§≈‘π‘°¡’æàÕ·¡àºŸâª°§√Õßæ“‡¥Á°·≈–«—¬√ÿàπ¡“√—∫

°“√ª√÷°…“¥â«¬ªí≠À“µ‘¥‡°¡§Õ¡æ‘«‡µÕ√å¡“°¢÷Èπ‡√◊ËÕ¬Ê

∑—Ë«‚≈°¬—ß¡’°“√»÷°…“ªí≠À“‡¥Á°·≈–«—¬√ÿàπµ‘¥‡°¡

§Õ¡æ‘«‡µÕ√å‰¡à¡“°π—° ·≈–¬—ß‰¡à‡§¬¡’°“√»÷°…“„π

ª√–‡∑»‰∑¬  “‡Àµÿ ”§—≠§◊Õ¬—ß‰¡à¡’‡°≥±å«‘π‘®©—¬∑’Ë

‡ªìπ¡“µ√∞“π ·≈–¬—ß‰¡à¡’‡§√◊ËÕß¡◊Õ»÷°…“ªí≠À“µ‘¥

‡°¡§Õ¡æ‘«‡µÕ√å¢Õß‡¥Á°·≈–«—¬√ÿàπ´÷Ëß‡ªìπ∑’Ë¬Õ¡√—∫°—π

‚¥¬∑—Ë«‰ª30

‡§¬¡’°“√æ—≤π“‡§√◊ËÕß¡◊Õ‡æ◊ËÕ§—¥°√Õß‡¥Á°·≈–

«—¬√ÿàπ∑’Ë¡’ªí≠À“µ‘¥‡°¡ ‚¥¬„™â§”∂“¡∑’Ë¥—¥·ª≈ß®“°

‡°≥±å«‘π‘®©—¬ Pathological gambling ·≈–π”¡“„™â»÷°…“

ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡§Õ¡æ‘«‡µÕ√å„πµà“ßª√–‡∑»24,26,45

·µà‡§√◊ËÕß¡◊Õ‡À≈à“π’È à«π„À≠àºŸâ«‘®—¬‰¡à‰¥â√“¬ß“π§ÿ≥ ¡∫—µ‘

„π¥â“π§«“¡‡™◊ËÕ∂◊Õ‰¥â·≈–§«“¡·¡àπµ√ß‰«â Tejeiro

Salguero ·≈–§≥–46 ‰¥âæ—≤π“·∫∫ Õ∫∂“¡ Problem

Video Game Playing (PVP) ‚¥¬„™â§”∂“¡∑’Ë¥—¥·ª≈ß

®“°‡°≥±å«‘π‘®©—¬ Pathological gambling ·≈– Substance

dependence µ“¡ DSM-IV ª√–°Õ∫¥â«¬§”∂“¡∑—ÈßÀ¡¥

9 ¢âÕ °“√«‘‡§√“–Àå§ÿ≥ ¡∫—µ‘¥â“π internal consistency

reliability æ∫«à“¡’§à“ Cronbachûs alpha ‡∑à“°—∫ 0.69 ·≈–

‡ªìπ·∫∫ Õ∫∂“¡∑’Ë¡’§«“¡·¡àπµ√ß‡™‘ß‚§√ß √â“ßÕ¬Ÿà

„π‡°≥±å¥’46
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°“√»÷°…“ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡§Õ¡æ‘«‡µÕ√å

„πµà“ßª√–‡∑»¬—ß¡’‰¡à¡“°π—° Fisher27 æ∫«à“√âÕ¬≈– 6

¢Õß«—¬√ÿàπÕ“¬ÿ 11-16 ªï∑’Ë‡≈àπµŸâ‡°¡À¬Õ¥‡À√’¬≠¡’ªí≠À“

µ‘¥‡°¡ Phillips ·≈–§≥–8 æ∫«à“√âÕ¬≈– 5.7 ¢Õß«—¬√ÿàπ

Õ“¬ÿ 11-16 ªï À√◊Õ√âÕ¬≈– 7.5 ¢Õß«—¬√ÿàπ∑’Ë‡≈àπ‡°¡

§Õ¡æ‘«‡µÕ√å¡’ªí≠À“µ‘¥‡°¡ Griffiths ·≈–§≥–9

æ∫«à“√âÕ¬≈– 19.9 ¢Õß«—¬√ÿàπÕ“¬ÿ 12-16 ªï ¡’ªí≠À“µ‘¥‡°¡

·≈–Õ’°√âÕ¬≈– 6.8 ‡§¬¡’ªí≠À“µ‘¥‡°¡ Johansson ·≈–

§≥–28 æ∫«à“„πªï §.».2004 √âÕ¬≈– 2.7 ¢Õß«—¬√ÿàπÕ“¬ÿ

12-18 ªï ∑—Ë«ª√–‡∑»πÕ√å‡«¬å‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å„π

√–¥—∫∑’Ë‡√’¬°«à“ pathological playing ·≈–Õ’°√âÕ¬≈– 9.8

‡≈àπ‡°¡„π√–¥—∫ at-risk playing ·≈– Grusser ·≈–§≥–29

æ∫«à“„πªï §.».2005 √âÕ¬≈– 9.3 ¢Õß‡¥Á°·≈–«—¬√ÿàπÕ“¬ÿ

11-14 ªï „π‡¬Õ√¡—π ‡≈àπ‡°¡„π√–¥—∫∑’Ë‡¢â“‡°≥±å«à“

‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å¡“°‡°‘π‰ª

‡æ◊ËÕ„Àâ¡’‡§√◊ËÕß¡◊Õ„π°“√«‘π‘®©—¬ªí≠À“æƒµ‘°√√¡

µ‘¥‡°¡∑’Ë„™â‰¥â°—∫‡¥Á°·≈–«—¬√ÿàπ‰∑¬ ºŸâ«‘®—¬®÷ß‰¥â·ª≈

·∫∫ Õ∫∂“¡ Problem Video Game Playing (PVP) ‡ªìπ

¿“…“‰∑¬ ·≈–∑¥ Õ∫§ÿ≥ ¡∫—µ‘„π¥â“π§«“¡·¡àπ

µ√ß·≈–§«“¡‡™◊ËÕ∂◊Õ‰¥â ‡§√◊ËÕß¡◊Õπ’È®–‡ªìπª√–‚¬™πå„π

°“√»÷°…“ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡¢Õß‡¥Á°·≈–«—¬√ÿàπ

„πª√–‡∑»‰∑¬µàÕ‰ª

«‘∏’°“√»÷°…“
°≈ÿà¡µ—«Õ¬à“ß °≈ÿà¡µ—«Õ¬à“ß„π°“√»÷°…“π’È‡ªìπ

π—°‡√’¬π√–¥—∫¡—∏¬¡»÷°…“ 1-6 „π‚√ß‡√’¬π∑’Ë‡ªìπ‡§√◊Õ¢à“¬

°“√¥Ÿ·≈ ÿ¢¿“æ«—¬√ÿàπ¢Õß§≥–·æ∑¬»“ µ√å  ‚√ßæ¬“∫“≈

√“¡“∏‘∫¥’·ÀàßÀπ÷Ëß ·≈– ¡—§√„®‡¢â“√à«¡°“√«‘®—¬®”π«π

2,093 §π °≈ÿà¡µ—«Õ¬à“ß‡ªìπºŸâµÕ∫·∫∫ Õ∫∂“¡¥â«¬

µπ‡Õß„π™—Ë«‚¡ß·π–·π«·≈– àß§◊π∑—π∑’ ‚¥¬„™â‡«≈“

ª√–¡“≥ 10-15 π“∑’ ·≈–®–‰¥â√—∫§”™’È·®ß«à“°“√µÕ∫

·∫∫ Õ∫∂“¡π’È¡’«—µ∂ÿª√– ß§å‡æ◊ËÕ°“√«‘®—¬‡∑à“π—Èπ

‡§√◊ËÕß¡◊Õ  ª√–°Õ∫¥â«¬

1. ·∫∫ Õ∫∂“¡¢âÕ¡Ÿ≈∑’Ë„™â„π°“√«‘®—¬ ºŸâ«‘®—¬

‰¥â Õ∫∂“¡°≈ÿà¡µ—«Õ¬à“ß„πÀ—«¢âÕ Õ“¬ÿ ‡æ» §«“¡∂’Ë„π

°“√‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å„π™à«ß 1 ªï∑’Ëºà“π¡“ √–¬–‡«≈“

„π°“√‡≈àπ‡°¡‡©≈’Ë¬·µà≈–§√—Èß √–¬–‡«≈“∑’Ë„™â‡≈àπ‡°¡

π“π∑’Ë ÿ¥ ·≈–º≈°√–∑∫®“°°“√‡≈àπ‡°¡ 4 ¢âÕ §◊Õ

1. ©—π§‘¥«à“©—π‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å¡“°‡°‘π‰ª 2. ©—π

§‘¥«à“©—π¡’ªí≠À“∫“ßÕ¬à“ß®“°°“√‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å

3. æàÕ·¡àÀ√◊ÕºŸâª°§√Õß¢Õß©—π°—ß«≈‡æ√“–§‘¥«à“©—π

‡≈àπ‡°¡¡“°‡°‘π‰ª ·≈– 4. °“√‡≈àπ‡°¡∑”„Àâº≈°“√

‡√’¬π¢Õß©—π·¬à≈ß ‚¥¬„Àâ°≈ÿà¡µ—«Õ¬à“ßµÕ∫«à“ ç„™àé À√◊Õ

ç‰¡à„™àé πÕ°®“°π’È¬—ß Õ∫∂“¡º≈°“√‡√’¬π„πªï°“√

»÷°…“∑’Ëºà“π¡“·≈–ªï°“√»÷°…“°àÕπÀπâ“π—Èπ

2. ·∫∫ Õ∫∂“¡ Problem Video Game Playing

(PVP) ©∫—∫¿“…“‰∑¬ ºŸâ«‘®—¬‰¥â·ª≈·∫∫ Õ∫∂“¡

Problem Video Game Playing (PVP) ®“°©∫—∫¿“…“

Õ—ß°ƒ…46 ‡ªìπ¿“…“‰∑¬ ·≈–·ª≈°≈—∫‚¥¬ºŸâ√à«¡«‘®—¬

Õ’°§πÀπ÷Ëß∑’Ë¡’§«“¡™”π“≠¿“…“Õ—ß°ƒ… ®“°π—Èπ

π”¡“‡ª√’¬∫‡∑’¬∫°—∫µâπ©∫—∫·≈â«ª√—∫·°â‰¢Õ’°§√—Èß

·∫∫ Õ∫∂“¡ PVP ©∫—∫¿“…“‰∑¬ ª√–°Õ∫¥â«¬§”∂“¡

9 ¢âÕ (¿“§ºπ«°) ∑ÿ°§”∂“¡‡ªìπ§”∂“¡∑’Ë¥—¥·ª≈ß

®“°‡°≥±å«‘π‘®©—¬ Pathological Gambling µ“¡ DSM-IV

∑—ÈßÀ¡¥ 10 ¢âÕ47 ·≈–§”∂“¡ 6 ¢âÕ‡ªìπ§”∂“¡∑’Ë

¥—¥·ª≈ß®“°‡°≥±å«‘π‘®©—¬ Substance dependence

µ“¡ DSM-IV ∑—ÈßÀ¡¥ 7 ¢âÕ47 (‡°≥±å«‘π‘®©—¬ Pathological

gambling ·≈– Substance dependence  à«π„À≠à¡’

§«“¡ Õ¥§≈âÕß°—π) ‡ªìπ·∫∫ Õ∫∂“¡∑’Ë°≈ÿà¡µ—«Õ¬à“ß

µÕ∫¥â«¬µπ‡Õß«à“ ç„™àé À√◊Õ ç‰¡à„™àé °“√«‘‡§√“–Àå

·∫∫ Õ∫∂“¡ PVP ©∫—∫¿“…“Õ—ß°ƒ…æ∫«à“‡ªìπ

·∫∫ Õ∫∂“¡∑’Ë¡’≈—°…≥– unidimensional °“√«‘‡§√“–Àå

internal consistency reliability ¡’§à“ Cronbachûs alpha

‡∑à“°—∫ 0.69 ·≈–æ∫«à“¡’§«“¡·¡àπµ√ß‡™‘ß‚§√ß √â“ß
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°“√æ—≤π“·∫∫ Õ∫∂“¡ Problem Video Game »‘√‘‰™¬ Àß…å ß«π»√’ ·≈–§≥–
Playing (PVP) ©∫—∫¿“…“‰∑¬

(construct validity) Õ¬Ÿà„π‡°≥±å¥’ ·µà‰¡à‰¥â«‘‡§√“–ÀåÀ“

§à“ cut-off score ‰«â46

°“√«‘‡§√“–Àå∑“ß ∂‘µ‘ ºŸâ«‘®—¬«‘‡§√“–Àå item

analysis ·≈–«‘‡§√“–Àå internal consistency reliability ‚¥¬

„™â‚ª√·°√¡ SPSS À“§à“ Cronbachûs alpha coefficient

·≈–ª√–‡¡‘π§«“¡·¡àπµ√ß‡™‘ß‚§√ß √â“ß  ‚¥¬«‘‡§√“–Àå

§«“¡ —¡æ—π∏å√–À«à“ß§–·ππ·∫∫ Õ∫∂“¡ PVP

©∫—∫¿“…“‰∑¬ °—∫√–¬–‡«≈“∑’Ë„™â„π°“√‡≈àπ‡°¡‡©≈’Ë¬

√–¬–‡«≈“∑’Ë‡≈àπ‡°¡π“π∑’Ë ÿ¥ ·≈–√–¬–‡«≈“∑’Ë„™â„π

°“√‡≈àπ‡°¡µàÕ —ª¥“Àå ¥â«¬«‘∏’ Pearson correlation

analysis ·≈–§«“¡ —¡æ—π∏å°—∫§«“¡∂’Ë„π°“√‡≈àπ‡°¡¥â«¬

ANOVA ·≈–«‘‡§√“–Àå‡ª√’¬∫‡∑’¬∫§–·ππ·∫∫ Õ∫∂“¡

PVP ©∫—∫¿“…“‰∑¬ √–À«à“ß°≈ÿà¡µ—«Õ¬à“ß∑’ËµÕ∫§”∂“¡

º≈°√–∑∫®“°°“√‡≈àπ‡°¡∑—Èß 4 ¢âÕ¢â“ßµâπ«à“ ç„™àé

À√◊Õ ç‰¡à„™àé ‚¥¬„™â«‘∏’ unpaired t-test

º≈°“√»÷°…“
°≈ÿà¡µ—«Õ¬à“ß‡ªìππ—°‡√’¬π√–¥—∫¡—∏¬¡»÷°…“ 1-6

®”π«π 2,093 §π ®”·π°µ“¡≈—°…≥–∑“ßª√–™“°√»“ µ√å

¥—ß· ¥ß„πµ“√“ß∑’Ë 1 °≈ÿà¡µ—«Õ¬à“ß∑’Ë‰¡à‡§¬‡≈àπ«‘¥’‚Õ

‡°¡À√◊Õ‡°¡§Õ¡æ‘«‡µÕ√å„π™à«ß‡«≈“ 1 ªï∑’Ëºà“π¡“¡’

®”π«π‡æ’¬ß 85 §π (√âÕ¬≈– 4.1) ·≈–√âÕ¬≈– 78.7 ¢Õß

°≈ÿà¡µ—«Õ¬à“ß‡≈àπ‡°¡Õ¬à“ßπâÕ¬ 1 «—πµàÕ —ª¥“Àå¢÷Èπ‰ª

°≈ÿà¡µ—«Õ¬à“ß„™â‡«≈“„π°“√‡≈àπ‡°¡‡©≈’Ë¬·µà≈–§√—Èß·≈–

„™â‡«≈“‡≈àπ‡°¡π“π¡“°∑’Ë ÿ¥ ®”·π°µ“¡§«“¡∂’Ë„π

°“√‡≈àπ‡°¡ ¥—ß· ¥ß„πµ“√“ß∑’Ë 2 °≈ÿà¡µ—«Õ¬à“ß∑’Ë

‡≈àπ‡°¡µ—Èß·µà 1 «—πµàÕ —ª¥“Àå¢÷Èπ‰ª„™â‡«≈“‡≈àπ‡°¡‡©≈’Ë¬

2.5 ± 1.6 ™—Ë«‚¡ßµàÕ§√—Èß

¡—∏¬¡»÷°…“ 1 12.61 (0.43) 316 (52.5) 286 (47.5) 602 (28.7)

¡—∏¬¡»÷°…“ 2 13.57 (0.42) 270 (51.7) 252 (48.3) 522 (24.9)

¡—∏¬¡»÷°…“ 3 14.51 (0.41) 165 (43.7) 213 (56.3) 378 (18.1)

¡—∏¬¡»÷°…“ 4 15.47 (0.40) 154 (43.4) 201 (56.6) 355 (16.9)

¡—∏¬¡»÷°…“ 5 16.47 (0.48) 89 (47.1) 100 (52.9) 189 (9.0)

¡—∏¬¡»÷°…“ 6 17.41 (0.36) 8 (17.0) 39 (83.0) 47 (2.2)

√«¡ 14.13 (1.41) 1002 (47.9) 1091 (52.1) 2093 (100.0)

µ“√“ß∑’Ë 1 ≈—°…≥–∑“ßª√–™“°√»“ µ√å¢Õß°≈ÿà¡µ—«Õ¬à“ß

√–¥—∫ Õ“¬ÿ (ªï)
Mean ( S.D.)

‡æ»
√«¡

§π (√âÕ¬≈–)
™“¬

§π (√âÕ¬≈–)
À≠‘ß

§π (√âÕ¬≈–)
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0 85 (4.1) 0 (0.0) 0.0 - 0.0 0 (0.0) 0.0 - 0.0

< 1 360 (17.2) 1.45 (0.88) 0.5 - 6.0 3.12 (2.41) 0.5 - 24.0

1 238 (11.4) 1.77 (1.00) 0.5 - 6.0 4.04 (2.97) 1.0 - 24.0

2-3 695 (33.2) 2.18 (1.37) 0.5 - 12.0 5.12 (4.58) 0.5 - 60.0

4-6 438 (20.9) 2.61 (1.34) 0.5 - 10.0 6.60 (6.37) 0.5 - 100.0

7 277 (13.2) 3.45 (2.10) 0.5 - 15.0 9.98 (7.56) 0.5 - 58.0

√«¡∑—ÈßÀ¡¥ 2,093 (100) 2.18 (1.55) 0.0 - 15.0 5.40 (5.52) 0.0 - 100.0

µ“√“ß∑’Ë 2 √–¬–‡«≈“∑’Ë„™â‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å®”·π°µ“¡§«“¡∂’Ë„π°“√‡≈àπ‡°¡

√–¬–‡«≈“„π°“√‡≈àπ‡°¡·µà≈–§√—Èß (™¡.) √–¬–‡«≈“∑’Ë‡≈àπ‡°¡π“π∑’Ë ÿ¥ (™¡.)

Mean (S.D.) Range Mean (S.D.) Range

‡æ◊ËÕ‡ª√’¬∫‡∑’¬∫‡«≈“∑’Ë°≈ÿà¡µ—«Õ¬à“ß„™â‡≈àπ‡°¡

°—∫°“√»÷°…“Õ◊Ëπ∑’Ëπ‘¬¡„™âÀπà«¬‡ªìπ™—Ë«‚¡ßµàÕ —ª¥“Àå

ºŸâ«‘®—¬‰¥âª√–¡“≥§à“√–¬–‡«≈“∑’Ë°≈ÿà¡µ—«Õ¬à“ß„™â„π

°“√‡≈àπ‡°¡µàÕ —ª¥“Àå„π°≈ÿà¡∑’Ë‡≈àπ‡°¡µ—Èß·µà 1 «—πµàÕ

 —ª¥“Àå¢÷Èπ‰ª‚¥¬„™â √–¬–‡«≈“∑’Ë„™â„π°“√‡≈àπ‡°¡‡©≈’Ë¬

·µà≈–§√—Èß§Ÿ≥¥â«¬ 1 „π°≈ÿà¡∑’Ë‡≈àπ‡°¡ 1 «—πµàÕ —ª¥“Àå

§Ÿ≥¥â«¬ 2.5 „π°≈ÿà¡∑’Ë‡≈àπ‡°¡ 2-3 «—πµàÕ —ª¥“Àå

§Ÿ≥¥â«¬ 5 „π°≈ÿà¡∑’Ë‡≈àπ‡°¡ 4-6 «—πµàÕ —ª¥“Àå ·≈–

§Ÿ≥¥â«¬ 7 „π°≈ÿà¡∑’Ë‡≈àπ‡°¡∑ÿ°«—π æ∫«à“°≈ÿà¡µ—«Õ¬à“ß

„™â‡«≈“‡≈àπ‡°¡ 10.2 ± 10.6 ™—Ë«‚¡ßµàÕ —ª¥“Àå (æ‘ —¬

0.5 - 105.0) ‚¥¬„π°≈ÿà¡∑’Ë‡≈àπ‡°¡ 1 «—πµàÕ —ª¥“Àå °≈ÿà¡

∑’Ë‡≈àπ‡°¡ 2-3 «—πµàÕ —ª¥“Àå °≈ÿà¡∑’Ë‡≈àπ‡°¡ 4-6 «—πµàÕ

 —ª¥“Àå ·≈–°≈ÿà¡∑’Ë‡≈àπ‡°¡∑ÿ°«—π „™â‡«≈“‡≈àπ‡°¡ 2.2±
6.4, 5.4 ± 3.4, 13.1 ± 6.7 ·≈– 24.2 ± 14.7 ™—Ë«‚¡ß

µàÕ —ª¥“Àåµ“¡≈”¥—∫

°“√«‘‡§√“–Àå¢âÕ§”∂“¡ (item analysis) ·≈–
°“√«‘‡§√“–Àå internal consistency reliability

°≈ÿà¡µ—«Õ¬à“ß∑’ËµÕ∫·∫∫ Õ∫∂“¡ PVP ©∫—∫

¿“…“‰∑¬„π·µà≈–¢âÕ ç„™àé ¡’®”π«π‡√’¬ß®“°¡“°‰ª

πâÕ¬¥—ßπ’È §◊Õ §”∂“¡∑’Ë 6,1,3,4,5,9,7,2 ·≈– 8 µ“¡≈”¥—∫

°“√«‘‡§√“–Àå homogeneity indices æ∫«à“¡’‡æ’¬ß

1 §”∂“¡‡∑à“π—Èπ∑’Ë¡’§«“¡ —¡æ—π∏å°—∫ corrected total

score µË” (πâÕ¬°«à“ 0.30) (µ“√“ß∑’Ë 3) °“√«‘‡§√“–Àå

internal consistency reliability æ∫«à“·∫∫ Õ∫∂“¡¡’§à“

Cronbachûs alpha ‡∑à“°—∫ 0.70 ‚¥¬‰¡à “¡“√∂µ—¥§”

∂“¡¢âÕ„¥ÕÕ°‰¥â ‡π◊ËÕß®“°°“√µ—¥§”∂“¡¢âÕÀπ÷Ëß¢âÕ„¥

ÕÕ° §à“ Cronbachûs alpha ¢Õß·∫∫ Õ∫∂“¡®–≈¥≈ß

(µ“√“ß∑’Ë 3) · ¥ß«à“∑ÿ°§”∂“¡∑”„Àâ·∫∫ Õ∫∂“¡π’È¡’

internal consistency  Ÿß¢÷Èπ

§«“¡∂’Ë„π°“√

‡≈àπ‡°¡‡ªìπ

«—πµàÕ —ª¥“Àå
®”π«π (√âÕ¬≈–)
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°“√«‘‡§√“–Àå§«“¡·¡àπµ√ß‡™‘ß‚§√ß √â“ß
(construct validity)

§–·ππ·∫∫ Õ∫∂“¡ PVP ©∫—∫¿“…“‰∑¬¢Õß

°≈ÿà¡µ—«Õ¬à“ß —¡æ—π∏å°—∫√–¬–‡«≈“∑’Ë„™â„π°“√‡≈àπ‡°¡

‡©≈’Ë¬·µà≈–§√—Èß (r = 0.41, p < 0.001) √–¬–‡«≈“∑’Ë‡≈àπ

‡°¡π“π∑’Ë ÿ¥ (r = 0.36, p < 0.001) ·≈–√–¬–‡«≈“∑’Ë„™â

„π°“√‡≈àπ‡°¡µàÕ —ª¥“Àå (r = 0.44, p < 0.001) °≈ÿà¡

µ—«Õ¬à“ß∑’Ë‡≈àπ‡°¡πâÕ¬°«à“ 4 §√—ÈßµàÕ‡¥◊Õπ °≈ÿà¡∑’Ë‡≈àπ‡°¡

1 «—πµàÕ —ª¥“Àå, 2-3 «—πµàÕ —ª¥“Àå, 4-6 «—πµàÕ —ª¥“Àå

·≈–°≈ÿà¡∑’Ë‡≈àπ‡°¡∑ÿ°«—π¡’§–·ππ·∫∫ Õ∫∂“¡ PVP

©∫—∫¿“…“‰∑¬ ‡∑à“°—∫ 1.4 ± 1.5, 1.7 ± 1.6, 2.2 ±

1.7, 3.0 ± 2.0 ·≈– 4.1 ± 2.2 µ“¡≈”¥—∫ (F = 104.8, p

< 0.001)

°≈ÿà¡µ—«Õ¬à“ß∑’ËµÕ∫§”∂“¡‡°’Ë¬«°—∫º≈°√–∑∫

¢Õß°“√‡≈àπ‡°¡ 4 ¢âÕ §◊Õ 1. ©—π§‘¥«à“©—π‡≈àπ‡°¡

§Õ¡æ‘«‡µÕ√å¡“°‡°‘π‰ª 2. ©—π§‘¥«à“©—π¡’ªí≠À“∫“ß

Õ¬à“ß®“°°“√‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å 3. æàÕ·¡àÀ√◊Õ

ºŸâª°§√Õß¢Õß©—π°—ß«≈‡æ√“–§‘¥«à“©—π‡≈àπ‡°¡¡“°‡°‘π‰ª

·≈– 4. °“√‡≈àπ‡°¡∑”„Àâº≈°“√‡√’¬π¢Õß©—π·¬à≈ß «à“

ç„™àé ¡’§–·ππ·∫∫ Õ∫∂“¡ PVP ©∫—∫¿“…“‰∑¬ Ÿß

°«à“°≈ÿà¡µ—«Õ¬à“ß∑’ËµÕ∫«à“ ç‰¡à„™àé Õ¬à“ß¡’π—¬ ”§—≠

∑“ß ∂‘µ‘ (µ“√“ß∑’Ë 4)

¢âÕ 1 Preoccupation 934 (44.6) 1159 (55.4) 0.4616 0.6469

¢âÕ 2 Tolerance 314 (15.0) 1779 (85.0) 0.3910 0.6652

¢âÕ 3 Loss of control 646 (30.9) 1447 (69.1) 0.3986 0.6617

¢âÕ 4 Withdrawal 534 (25.5) 1559 (74.5) 0.4736 0.6457

¢âÕ 5 Escape 520 (24.8) 1573 (75.2) 0.3175 0.6784

¢âÕ 6 Loss of control 992 (47.4) 1101 (52.6) 0.2874 0.6887

¢âÕ 7 Lies and deception 351 (16.8) 1742 (83.2) 0.3688 0.6685

¢âÕ 8 Disregard for negative consequences 100 (4.8) 1993 (95.2) 0.3200 0.6827

¢âÕ 9 Family and school disruption 487 (23.3) 1606 (76.7) 0.3487 0.6719

µ“√“ß∑’Ë 3 °“√«‘‡§√“–Àå item analysis ·≈–°“√«‘‡§√“–Àå internal consistency reliability

§”∂“¡

§”µÕ∫ Corrected

item-total

correlation

Alpha

if item deleted
„™à

®”π«π (√âÕ¬≈–)
‰¡à„™à

®”π«π (√âÕ¬≈–)

µ“√“ß∑’Ë 4 §–·ππ·∫∫ Õ∫∂“¡ PVP ©∫—∫¿“…“‰∑¬¢Õß°≈ÿà¡µ—«Õ¬à“ß∑’Ë¬Õ¡√—∫·≈–ªØ‘‡ ∏º≈°√–∑∫®“°°“√‡≈àπ‡°¡

§”∂“¡

©—π§‘¥«à“©—π‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å¡“°‡°‘π‰ª 3.3 + 2.6 1.9 + 1.9 < 0.001

©—π§‘¥«à“©—π¡’ªí≠À“∫“ßÕ¬à“ß®“°°“√‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å 3.0 + 2.1 1.9 + 1.7 < 0.001

æàÕ·¡àÀ√◊ÕºŸâª°§√Õß¢Õß©—π°—ß«≈‡æ√“–§‘¥«à“©—π‡≈àπ‡°¡¡“°‡°‘π‰ª 3.2 + 2.1 1.6 + 1.6 < 0.001

°“√‡≈àπ‡°¡∑”„Àâº≈°“√‡√’¬π¢Õß©—π·¬à≈ß 3.3 + 2.2 2.0 + 1.8 < 0.001

§”µÕ∫
p value

„™à ‰¡à„™à
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°“√«‘‡§√“–ÀåÕß§åª√–°Õ∫ (Factor analysis)

°“√«‘‡§√“–ÀåÕß§åª√–°Õ∫¥â«¬«‘∏’ Principle

component analysis æ∫«à“Õß§åª√–°Õ∫·√° “¡“√∂

Õ∏‘∫“¬§«“¡·ª√ª√«π‰¥â√âÕ¬≈– 29.9 · ¥ß«à“

·∫∫ Õ∫∂“¡ PVP ©∫—∫¿“…“‰∑¬¡’ 1 Õß§åª√–°Õ∫

(unidimensional) µ“¡‡°≥±å¢Õß Reckase ∑’Ë√–∫ÿ«à“Õß§å

ª√–°Õ∫·√°µâÕß “¡“√∂Õ∏‘∫“¬§«“¡·ª√ª√«π‰¥âµ—Èß

·µà√âÕ¬≈– 20 ¢÷Èπ‰ª ®÷ß “¡“√∂ √ÿª‰¥â«à“·∫∫ Õ∫∂“¡

¡’≈—°…≥–‡ªìπÕß§åª√–°Õ∫‡¥’¬« (unidimensional)48

‡π◊ËÕß®“°¬—ß‰¡à¡’‡°≥±å«‘π‘®©—¬ªí≠À“æƒµ‘°√√¡

µ‘¥‡°¡§Õ¡æ‘«‡µÕ√å∑’Ë‡ªìπ¡“µ√∞“π (gold standard)

„πªí®®ÿ∫—π ®÷ß‰¡à “¡“√∂«‘‡§√“–ÀåÀ“§à“ cut-off score

√«¡∑—Èß§à“ sensitivity ·≈– specificity ¢Õß·∫∫ Õ∫∂“¡‰¥â

·µà‡π◊ËÕß®“°∑ÿ°§”∂“¡¢Õß·∫∫ Õ∫∂“¡π’È¥—¥·ª≈ß

®“°‡°≥±å«‘π‘®©—¬ Pathological gambling µ“¡ DSM-IV

ºŸâ«‘®—¬®÷ß‰¥â°”Àπ¥‡°≥±å∑’Ë Õ¥§≈âÕß°—∫°“√«‘π‘®©—¬

Pathological gambling47 §◊Õ ºŸâµÕ∫·∫∫ Õ∫∂“¡¡’

ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡§Õ¡æ‘«‡µÕ√å À“°µÕ∫«à“ ç„™àé

µ—Èß·µà 5 ¢âÕ¢÷Èπ‰ª (§–·ππ·∫∫ Õ∫∂“¡ PVP ©∫—∫

¿“…“‰∑¬µ—Èß·µà 5 §–·ππ¢÷Èπ‰ª) °≈ÿà¡µ—«Õ¬à“ß∑’Ë‡¢â“

‡°≥±å¡’ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡§Õ¡æ‘«‡µÕ√å¡’®”π«π

304 §π §‘¥‡ªìπ√âÕ¬≈– 14.6 ¢Õß°≈ÿà¡µ—«Õ¬à“ß∑—ÈßÀ¡¥

·≈–√âÕ¬≈– 17.6 ¢Õß°≈ÿà¡µ—«Õ¬à“ß∑’Ë‡≈àπ‡°¡µ—Èß·µà 1 «—π

µàÕ —ª¥“Àå¢÷Èπ‰ª

°≈ÿà¡µ—«Õ¬à“ß∑’Ë‡¢â“‡°≥±å¡’ªí≠À“æƒµ‘°√√¡µ‘¥

‡°¡§Õ¡æ‘«‡µÕ√å „™â‡«≈“‡ªìπ™—Ë«‚¡ß„π°“√‡≈àπ‡°¡

‡©≈’Ë¬·µà≈–§√—Èß (3.4 ± 2.2 vs 2.1 ± 1.3, p < 0.001) °“√

‡≈àπ‡°¡π“π∑’Ë ÿ¥ (9.3 ± 9.1 vs 5.0 ± 4.3, p < 0.001)

·≈–°“√‡≈àπ‡°¡µàÕ —ª¥“Àå (14.5 ± 13.7 vs 5.6 ± 7.4,

p < 0.001) ¡“°°«à“°≈ÿà¡µ—«Õ¬à“ß∑’Ë¡’§–·ππ·∫∫ Õ∫∂“¡

PVP ©∫—∫¿“…“‰∑¬πâÕ¬°«à“ 5 §–·ππÕ¬à“ß¡’π—¬ ”§—≠

∑“ß ∂‘µ‘ (µ“√“ß∑’Ë 5)

æƒµ‘°√√¡

     ‡«≈“∑’Ë„™â‡≈àπ‡°¡·µà≈–§√—Èß (™—Ë«‚¡ß) 2.1 + 1.3 3.4 + 2.2 < 0.001

     ‡«≈“∑’Ë„™â‡≈àπ‡°¡π“π∑’Ë ÿ¥ (™—Ë«‚¡ß) 5.0 + 4.3 9.3 + 9.1 < 0.001

     ‡«≈“∑’Ë„™â‡≈àπ‡°¡µàÕ —ª¥“Àå (™—Ë«‚¡ß) 5.6 + 7.4 14.5 + 13.7 < 0.001

º≈°√–∑∫

     ©—π§‘¥«à“©—π‡≈àπ‡°¡¡“°‡°‘π‰ª

          „™à 559 §π (√âÕ¬≈– 31.2) 206 §π (√âÕ¬≈– 67.8) < 0.001

          ‰¡à„™à 1230 §π (√âÕ¬≈– 68.8) 98 §π (√âÕ¬≈– 32.2)

     ©—π§‘¥«à“©—π¡’ªí≠À“∫“ßÕ¬à“ß®“°°“√‡≈àπ‡°¡

          „™à 786 §π (√âÕ¬≈– 43.9) 217 §π (√âÕ¬≈– 71.4) < 0.001

          ‰¡à„™à 1003 §π (√âÕ¬≈– 56.1) 87 §π (√âÕ¬≈– 28.6)

µ“√“ß∑’Ë 5 æƒµ‘°√√¡·≈–º≈°√–∑∫¥â“π°“√‡√’¬π¢Õß°≈ÿà¡µ—«Õ¬à“ß∑’Ë¡’ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡§Õ¡æ‘«‡µÕ√å

æƒµ‘°√√¡·≈–º≈°√–∑∫

§–·ππ·∫∫ Õ∫∂“¡ PVP ©∫—∫¿“…“‰∑¬

p-value< 5 §–·ππ
(n = 1789)

= > 5 §–·ππ
(n = 304)
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°≈ÿà¡µ—«Õ¬à“ß∑’Ë‡¢â“‡°≥±å¡’ªí≠À“æƒµ‘°√√¡

µ‘¥‡°¡ ¡’®”π«πºŸâ∑’Ë¬Õ¡√—∫«à“µπ‡Õß‰¥â√—∫º≈°√–∑∫

®“°°“√‡≈àπ‡°¡ §◊Õ ç©—π§‘¥«à“©—π‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å

¡“°‡°‘π‰ªé (χ2 = 133.7, p < 0.001) ç©—π§‘¥«à“©—π¡’

ªí≠À“∫“ßÕ¬à“ß®“°°“√‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√åé (χ2 =

65.8, p < 0.001) çæàÕ·¡àÀ√◊ÕºŸâª°§√Õß¢Õß©—π°—ß«≈

‡æ√“–§‘¥«à“©—π‡≈àπ‡°¡¡“°‡°‘π‰ªé (χ2 = 126.8,

p < 0.001) ·≈– ç°“√‡≈àπ‡°¡∑”„Àâº≈°“√‡√’¬π¢Õß©—π

·¬à≈ßé (χ2 = 86.5, p < 0.001) ¡“°°«à“°≈ÿà¡µ—«Õ¬à“ß∑’Ë

‰¡à‡¢â“‡°≥±åÕ¬à“ß¡’π—¬ ”§—≠∑“ß ∂‘µ‘ (µ“√“ß∑’Ë 5)

°≈ÿà¡µ—«Õ¬à“ß∑’Ë‡¢â“‡°≥±å¡’ªí≠À“æƒµ‘°√√¡

µ‘¥‡°¡ ¡’º≈°“√‡√’¬π‡ªìπ‡°√¥‡©≈’Ë¬„πªï°“√»÷°…“∑’Ë

ºà“π¡“µË”°«à“°≈ÿà¡µ—«Õ¬à“ß∑’Ë‰¡à‡¢â“‡°≥±åÕ¬à“ß¡’

π—¬ ”§—≠∑“ß ∂‘µ‘ (2.74 ± 0.92 vs 3.08 ± 0.78, n = 1554,

p < 0.001) (µ“√“ß∑’Ë 5) ·≈–¡’‡°√¥‡©≈’Ë¬µË”°«à“‡°√¥

‡©≈’Ë¬¢Õßµπ‡Õß„πªï°“√»÷°…“°àÕπÀπâ“π—ÈπÕ¬à“ß¡’

π—¬ ”§—≠∑“ß ∂‘µ‘ (2.76 ± 0.91 vs 2.93 ± 0.84, n = 207,

p < 0.001) ‚¥¬„π°≈ÿà¡∑’ËµÕ∫«à“ ç„™àé „π§”∂“¡¢âÕ ç°“√

‡≈àπ‡°¡∑”„Àâº≈°“√‡√’¬π¢Õß©—π·¬à≈ßé ¡’‡°√¥‡©≈’Ë¬

≈¥≈ßÕ¬à“ß¡’π—¬ ”§—≠∑“ß ∂‘µ‘ (2.54 ± 0.92 vs 2.81

± 0.88, n = 121, p < 0.001)  à«π°≈ÿà¡∑’ËµÕ∫«à“ ç‰¡à„™àé

º≈°“√‡√’¬π‰¡à‡ª≈’Ë¬π·ª≈ßÕ¬à“ß¡’π—¬ ”§—≠ (3.06 ±
0.82 vs 3.09 ± 0.76, n = 86, p = 0.57) °≈ÿà¡µ—«Õ¬à“ß

∑’Ë‡≈àπ‡°¡µ—Èß·µà 1 «—πµàÕ —ª¥“Àå¢÷Èπ‰ª·µà‰¡à‡¢â“‡°≥±å

¡’ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡¡’‡°√¥‡©≈’Ë¬µË”°«à“‡°√¥‡©≈’Ë¬

¢Õßµπ‡Õß„πªï°“√»÷°…“°àÕπÀπâ“π—Èπ‡™àπ‡¥’¬«°—π (3.04

± 0.79 vs 3.11 ± 0.75, n = 1002, p < 0.001) ·µà°≈ÿà¡

µ—«Õ¬à“ß∑’Ë‰¡à‡≈àπ‡°¡·≈–‡≈àπ‡°¡πâÕ¬°«à“ 1 «—πµàÕ

 —ª¥“Àå ¡’‡°√¥‡©≈’Ë¬‰¡à·µ°µà“ß®“°‡°√¥‡©≈’Ë¬¢Õß

µπ‡Õß„πªï°“√»÷°…“°àÕπÀπâ“π—Èπ (3.17 ± 0.76 vs 3.18

± 0.74, n = 314, p = 0.73)

 √ÿª·≈–«‘®“√≥å
®“° ∂“π°“√≥å∑’Ë‡¥Á°·≈–«—¬√ÿàππ‘¬¡‡≈àπ‡°¡

§Õ¡æ‘«‡µÕ√å¡“°¢÷Èπ„πªí®®ÿ∫—π1-19 ·≈–®“°Õß§å§«“¡√Ÿâ

‡°’Ë¬«°—∫º≈°√–∑∫¢Õß°“√‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å ‰¥â·°à

ªí≠À“æƒµ‘°√√¡°â“«√â“«®“°°“√‡≈àπ‡°¡∑’Ë¡’§«“¡

√ÿπ·√ß10,16,17,30-37 ‚√§Õâ«π16,38-40 ·≈–ªí≠À“ ÿ¢¿“æ

Õ◊Ë π16,30,32,41-42 ‡ªìπµâπ √«¡∑—Èßº≈°√–∑∫¥â“π≈∫µàÕ

æ—≤π“°“√¥â“π®‘µ —ß§¡10,16,20,43 ·¡â«à“°“√‡≈àπ‡°¡

§Õ¡æ‘«‡µÕ√å®–¡’º≈¥â“π∫«°∫â“ß°Áµ“¡20-22 ªí≠À“

 ”§—≠Õ’°‡√◊ËÕßÀπ÷Ëß§◊Õ ‡¥Á°·≈–«—¬√ÿàπ∑’Ë ‡≈àπ‡°¡

µ“√“ß∑’Ë 5 æƒµ‘°√√¡·≈–º≈°√–∑∫¥â“π°“√‡√’¬π¢Õß°≈ÿà¡µ—«Õ¬à“ß∑’Ë¡’ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡§Õ¡æ‘«‡µÕ√å (µàÕ)

æƒµ‘°√√¡·≈–º≈°√–∑∫

§–·ππ·∫∫ Õ∫∂“¡ PVP ©∫—∫¿“…“‰∑¬

p-value< 5 §–·ππ

(n = 1789)

= > 5 §–·ππ

(n = 304)

     æàÕ·¡à°—ß«≈‡æ√“–§‘¥«à“©—π‡≈àπ‡°¡¡“°‡°‘π‰ª

          „™à 799 §π (√âÕ¬≈– 44.7) 249 §π (√âÕ¬≈– 81.9) < 0.001

          ‰¡à„™à 990 §π (√âÕ¬≈– 55.3) 55 §π (√âÕ¬≈– 18.1)

     °“√‡≈àπ‡°¡∑”„Àâº≈°“√‡√’¬π·¬à≈ß

          „™à 541 §π (√âÕ¬≈– 30.2) 181 §π (√âÕ¬≈– 59.5) < 0.001

          ‰¡à„™à 1248 §π (√âÕ¬≈– 69.8) 123 §π (√âÕ¬≈– 40.5)

     º≈°“√‡√’¬π (‡°√¥‡©≈’Ë¬) 3.08 + 0.78 2.74 + 0.92
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§Õ¡æ‘«‡µÕ√å à«πÀπ÷Ëß¡’æƒµ‘°√√¡À¡°¡ÿàπ°—∫°“√‡≈àπ

‡°¡¡“° ®π∂÷ß¢—Èπ∑’Ë‡√’¬°‰¥â«à“¡’ªí≠À“æƒµ‘°√√¡µ‘¥

‡°¡§Õ¡æ‘«‡µÕ√å7-9,16,23-31 ‡À¡◊Õπ°—∫ºŸâªÉ«¬µ‘¥ “√‡ æµ‘¥

∑’ËÀ¡°¡ÿàπ°—∫°“√‡ æ “√‡ æµ‘¥·≈–ºŸâªÉ«¬µ‘¥æπ—π∑’Ë

À¡°¡ÿàπ°—∫°“√‡≈àπ°“√æπ—π πÕ°®“° “‡Àµÿ∑“ß¥â“π

®‘µ —ß§¡·≈â«30 „πªí®®ÿ∫—π¬—ß¡’°“√»÷°…“∑’Ëæ∫«à“°“√

‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√åÕ“®¡’º≈µàÕ brain reward

pathway30,37,49 ‡À¡◊Õπ°—∫°“√‡ æ “√‡ æµ‘¥¥â«¬50

π—∫«à“‡ªìπªí≠À“∑’Ë¡’§«“¡√ÿπ·√ß‡æ‘Ë¡¢÷ÈπÕ¬à“ß√«¥‡√Á«

∑—Èß„πª√–‡∑»‰∑¬·≈–µà“ßª√–‡∑» ·µà¬—ß¡’°“√»÷°…“

ªí≠À“π’ÈÕ¬à“ß®√‘ß®—ßπâÕ¬¡“°  “‡Àµÿ ”§—≠§◊Õ¬—ß‰¡à¡’

‡°≥±å«‘π‘®©—¬¡“µ√∞“π·≈–‡§√◊ËÕß¡◊Õ ”À√—∫„™â»÷°…“

∑’Ë¡’§ÿ≥ ¡∫—µ‘¥’‡æ’¬ßæÕ‡π◊ËÕß®“°‡ªìπªí≠À“∑’Ë‡æ‘Ëß

‡°‘¥¢÷Èπ‰¡àπ“ππ—° ¥—ßπ—Èπ®÷ß‡ªìπ§«“¡®”‡ªìπ‡√àß¥à«π

∑’ËµâÕß¡’‡§√◊ËÕß¡◊Õ„π°“√»÷°…“ªí≠À“¥—ß°≈à“«

º≈°“√»÷°…“§√—Èßπ’Èæ∫«à“·∫∫ Õ∫∂“¡ PVP ©∫—∫

¿“…“‰∑¬‡ªìπ·∫∫ Õ∫∂“¡∑’Ë¡’§«“¡‡™◊ËÕ∂◊Õ‰¥â

°“√«‘‡§√“–Àå internal consistency reliability æ∫«à“¡’§à“

Cronbachûs alpha ‡∑à“°—∫ 0.70 ‚¥¬‰¡à “¡“√∂µ—¥

§”∂“¡¢âÕÀπ÷Ëß¢âÕ„¥ÕÕ°‰¥â ‡æ√“–∑ÿ°§”∂“¡™à«¬„Àâ

·∫∫ Õ∫∂“¡π’È¡’ internal consistency  Ÿß¢÷Èπ ·≈–¡’

§«“¡·¡àπµ√ß‡™‘ß‚§√ß √â“ß¥’ °“√«‘‡§√“–Àåæ∫«à“

§–·ππ·∫∫ Õ∫∂“¡ PVP ©∫—∫¿“…“‰∑¬¢Õß°≈ÿà¡

µ—«Õ¬à“ß —¡æ—π∏å°—∫§«“¡∂’Ë„π°“√‡≈àπ‡°¡ √–¬–‡«≈“∑’Ë

„™â„π°“√‡≈àπ‡°¡‡©≈’Ë¬·µà≈–§√—Èß √–¬–‡«≈“∑’Ë‡≈àπ‡°¡

π“π∑’Ë ÿ¥ ·≈–√–¬–‡«≈“∑’Ë„™â„π°“√‡≈àπ‡°¡µàÕ —ª¥“Àå

πÕ°®“°π’È°≈ÿà¡µ—«Õ¬à“ß∑’ËµÕ∫§”∂“¡‡°’Ë¬«°—∫º≈

°√–∑∫¢Õß°“√‡≈àπ‡°¡ 4 ¢âÕ §◊Õ 1. ç©—π§‘¥«à“©—π‡≈àπ

‡°¡§Õ¡æ‘«‡µÕ√å¡“°‡°‘π‰ªé 2. ç©—π§‘¥«à“©—π¡’ªí≠À“

∫“ßÕ¬à“ß®“°°“√‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√åé 3. çæàÕ·¡à

À√◊ÕºŸâª°§√Õß¢Õß©—π°—ß«≈‡æ√“–§‘¥«à“©—π‡≈àπ‡°¡

¡“°‡°‘π‰ªé ·≈– 4. ç°“√‡≈àπ‡°¡∑”„Àâº≈°“√‡√’¬π

¢Õß©—π·¬à≈ßé «à“ ç„™àé ¡’§–·ππ·∫∫ Õ∫∂“¡ PVP

©∫—∫¿“…“‰∑¬ Ÿß°«à“°≈ÿà¡µ—«Õ¬à“ß∑’ËµÕ∫«à“ ç‰¡à„™àé

Õ¬à“ß¡’π—¬ ”§—≠∑“ß ∂‘µ‘ º≈°√–∑∫¥â“π°“√‡√’¬π¬—ß

¬◊π¬—π‰¥â®“°°≈ÿà¡µ—«Õ¬à“ß∑’Ë¡’§–·ππ·∫∫ Õ∫∂“¡ PVP

©∫—∫¿“…“‰∑¬µ—Èß·µà 5 §–·ππ¢÷Èπ‰ª ‰¥â‡°√¥‡©≈’Ë¬„π

ªï°“√»÷°…“∑’Ëºà“π¡“µË”°«à“„πªï°“√»÷°…“°àÕπÀπâ“

π—ÈπÕ¬à“ß¡’π—¬ ”§—≠

‡π◊ËÕß®“°¬—ß‰¡à¡’‡°≥±å«‘π‘®©—¬ªí≠À“æƒµ‘°√√¡

µ‘¥‡°¡§Õ¡æ‘«‡µÕ√å∑’Ë‡ªìπ¡“µ√∞“π„πªí®®ÿ∫—π ®÷ß‰¡à

 “¡“√∂«‘‡§√“–ÀåÀ“§à“ cut-off score √«¡∑—Èß§à“

sensitivity ·≈– specificity ¢Õß·∫∫ Õ∫∂“¡‚¥¬

‡ª√’¬∫‡∑’¬∫°—∫°“√«‘π‘®©—¬µ“¡‡°≥±å¡“µ√∞“π‰¥â

·µà‡π◊ËÕß®“°∑ÿ°§”∂“¡‡ªìπ§”∂“¡∑’Ë∂Ÿ°¥—¥·ª≈ß®“°

‡°≥±å«‘π‘®©—¬ Pathological gambling µ“¡ DSM-IV ·¡â«à“

∫“ß§”∂“¡®–‡ªìπ§”∂“¡∑’Ë¥—¥·ª≈ß®“°‡°≥±å«‘π‘®©—¬

Substance dependence ¥â«¬°Áµ“¡ ºŸâ«‘®—¬®÷ß‰¥â°”Àπ¥

‡°≥±å∑’Ë Õ¥§≈âÕß°—∫°“√«‘π‘®©—¬ Pathological gambling45

§◊Õ ºŸâµÕ∫·∫∫ Õ∫∂“¡¡’ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡

§Õ¡æ‘«‡µÕ√å À“°µÕ∫«à“ ç„™àé µ—Èß·µà 5 ¢âÕ¢÷Èπ‰ª

(µ—Èß·µà 5 §–·ππ¢÷Èπ‰ª) „π°“√»÷°…“∑’Ë§≈â“¬°—∫°“√

»÷°…“π’È à«π„À≠à°”Àπ¥‡°≥±å«à“ºŸâµÕ∫·∫∫ Õ∫∂“¡

¡’ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡§Õ¡æ‘«‡µÕ√å À“°µÕ∫«à“ ç„™àé

µ—Èß·µà 4 ¢âÕ¢÷Èπ‰ª ºŸâ«‘®—¬‰¡à‡≈◊Õ°‡°≥±å¥—ß°≈à“«‡æ◊ËÕ

À≈’°‡≈’Ë¬ß°“√ª√–¡“≥§à“‡°‘π®√‘ß (overestimation)

®“°°“√°”Àπ¥‡°≥±å¥—ß°≈à“« º≈°“√»÷°…“π’È

æ∫«à“°≈ÿà¡µ—«Õ¬à“ß∑’Ë‡¢â“‡°≥±å¡’ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡

§Õ¡æ‘«‡µÕ√å¡’§«“¡∂’Ë„π°“√‡≈àπ‡°¡¡“°°«à“ ·≈–

„™â‡«≈“‡≈àπ‡°¡‡©≈’Ë¬·µà≈–§√—Èß ‡«≈“∑’Ë‡≈àπ‡°¡π“π∑’Ë ÿ¥

·≈–‡«≈“‡≈àπ‡°¡µàÕ —ª¥“Àå¡“°°«à“°≈ÿà¡µ—«Õ¬à“ß∑’Ë‰¡à

‡¢â“‡°≥±åÕ¬à“ß¡’π—¬ ”§—≠∑“ß ∂‘µ‘ °≈ÿà¡µ—«Õ¬à“ß

∑’Ë‡¢â“‡°≥±å¡’ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡¬—ß¡’ºŸâ∑’Ë¬Õ¡√—∫

«à“µπ‡Õß‰¥â√—∫º≈°√–∑∫®“°°“√‡≈àπ‡°¡ §◊Õ ç©—π§‘¥

«à“©—π‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√å¡“°‡°‘π‰ªé ç©—π§‘¥«à“©—π¡’

ªí≠À“∫“ßÕ¬à“ß®“°°“√‡≈àπ‡°¡§Õ¡æ‘«‡µÕ√åé çæàÕ

·¡àÀ√◊ÕºŸâª°§√Õß¢Õß©—π°—ß«≈‡æ√“–§‘¥«à“©—π‡≈àπ‡°¡

¡“°‡°‘π‰ªé ·≈– ç°“√‡≈àπ‡°¡∑”„Àâº≈°“√‡√’¬π¢Õß
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Playing (PVP) ©∫—∫¿“…“‰∑¬

©—π·¬à≈ßé ¡“°°«à“°≈ÿà¡µ—«Õ¬à“ß∑’Ë‰¡à‡¢â“‡°≥±åÕ¬à“ß¡’

π—¬ ”§—≠∑“ß ∂‘µ‘ º≈°√–∑∫¥â“π°“√‡√’¬π¬◊π¬—π‰¥â

®“°°≈ÿà¡µ—«Õ¬à“ß∑’Ë‡¢â“‡°≥±å¡’ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡

¡’º≈°“√‡√’¬π‡ªìπ‡°√¥‡©≈’Ë¬„πªï°“√»÷°…“∑’Ëºà“π¡“µË”

°«à“°≈ÿà¡µ—«Õ¬à“ß∑’Ë‰¡à‡¢â“‡°≥±åÕ¬à“ß¡’π—¬ ”§—≠∑“ß

 ∂‘µ‘ ·≈–‰¥â‡°√¥‡©≈’Ë¬µË”°«à“‡°√¥‡©≈’Ë¬¢Õßµπ‡Õß„π

ªï°“√»÷°…“°àÕπÀπâ“π—ÈπÕ¬à“ß¡’π—¬ ”§—≠∑“ß ∂‘µ‘

·∫∫ Õ∫∂“¡ PVP ©∫—∫¿“…“‰∑¬®÷ß‡ªìπ

·∫∫ Õ∫∂“¡∑’Ë¡’§«“¡‡À¡“– ¡ ”À√—∫π”¡“„™â»÷°…“

ªí≠À“æƒµ‘°√√¡ µ‘¥‡°¡§Õ¡æ‘«‡µÕ√å¢Õß‡¥Á°·≈–«—¬√ÿàπ

∑’Ë¡’·π«‚πâ¡§«“¡√ÿπ·√ß‡æ‘Ë¡¢÷ÈπÕ¬à“ß√«¥‡√Á«„πªí®®ÿ∫—π

·≈–πà“®–„™â§à“ cut-off score „π°“√µ—¥ ‘π«à“ºŸâµÕ∫

·∫∫ Õ∫∂“¡¡’ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡§Õ¡æ‘«‡µÕ√å

À“°µÕ∫«à“ ç„™àé µ—Èß·µà 5 ¢âÕ¢÷Èπ‰ª‰ª°àÕπ ®π°«à“®–

¡’‡°≥±å«‘π‘®©—¬¡“µ√∞“πÀ√◊Õº≈°“√»÷°…“Õ◊Ëπ∑’Ë¬◊π¬—π

«à“„™â‡°≥±åÕ◊Ëπ¥’°«à“ ·µà®“°°“√»÷°…“π’È¬—ß‰¡à “¡“√∂

 √ÿª‰¥â«à“·∫∫ Õ∫∂“¡π’È¡’§ÿ≥ ¡∫—µ‘„π°“√§—¥°√Õß

‡¥Á°·≈–«—¬√ÿàπ∑’Ë¡’ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡§Õ¡æ‘«‡µÕ√å

À√◊Õ„™âª√–‡¡‘π§«“¡√ÿπ·√ß¢Õßªí≠À“¥—ß°≈à“«‰¥â¥’

¢âÕ®”°—¥¢Õß°“√»÷°…“π’Èπà“®–‡ªìπº≈¡“®“°°“√

µÕ∫·∫∫ Õ∫∂“¡∑’Ë‡ªìπ°“√ª√–‡¡‘πµπ‡Õß ‚¥¬∑—Ë«‰ª

·≈â«‡¥Á°·≈–«—¬√ÿàπ¡—°µÕ∫·∫∫ Õ∫∂“¡∑’Ë‡ªìπ°“√ª√–‡¡‘π

æƒµ‘°√√¡µπ‡Õß √«¡∑—Èßº≈°√–∑∫®“°æƒµ‘°√√¡¢Õß

µπ‡Õß µË”°«à“§«“¡‡ªìπ®√‘ß °≈ÿà¡µ—«Õ¬à“ßÕ“®„Àâ¢âÕ¡Ÿ≈

„π¥â“πº≈°“√‡√’¬π‰¡à∂Ÿ°µâÕß·¡àπ¬”π—° ‡æ√“–µâÕßµÕ∫

∑—Èßº≈°“√‡√’¬π„πªï°“√»÷°…“ ∑’Ëºà“π¡“·≈–ªï°“√»÷°…“

°àÕπÀπâ“π—Èπ ·≈–ºŸâ«‘®—¬‰¡à “¡“√∂¬◊π¬—π§«“¡∂Ÿ°µâÕß‰¥â

°≈ÿà¡µ—«Õ¬à“ß 1554 §π (√âÕ¬≈– 74.2) ‡∑à“π—Èπ∑’ËµÕ∫º≈

°“√‡√’¬π¢Õßµπ‡Õß„πªï°“√»÷°…“∑’Ëºà“π¡“ ·≈–¡’‡æ’¬ß

1512 §π (√âÕ¬≈– 72.2) ∑’ËµÕ∫º≈°“√‡√’¬π¢Õßµπ‡Õß∑—Èß

2 ªï°“√»÷°…“ πÕ°®“°π’È °“√∑’ËºŸâ«‘®—¬„™â°“√ª√–¡“≥§à“

‡«≈“∑’Ë„™â„π°“√‡≈àπ‡°¡µàÕ —ª¥“Àå‚¥¬§”π«≥®“°

§«“¡∂’Ë·≈–‡«≈“∑’Ë„™â„π°“√‡≈àπ‡°¡‡©≈’Ë¬·µà≈–§√—Èß Õ“®

∑”„Àâ‰¥â¢âÕ¡Ÿ≈∑’Ë‰¡à∂Ÿ°µâÕß·¡àπ¬”‰¥â

Õ¬à“ß‰√°Áµ“¡ ®“°º≈°“√»÷°…“§√—Èßπ’Èæ∫«à“·∫∫ Õ∫∂“¡

PVP ©∫—∫¿“…“‰∑¬ ‡ªìπ·∫∫ Õ∫∂“¡∑’Ë¡’§«“¡‡™◊ËÕ∂◊Õ

‰¥â·≈–§«“¡·¡àπµ√ßÕ¬Ÿà„π‡°≥±å¥’ ·≈–°“√„™â‡°≥±å

«à“ºŸâµÕ∫·∫∫ Õ∫∂“¡¡’ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡À“°

µÕ∫«à“ ç„™àé µ—Èß·µà 5 ¢âÕ¢÷Èπ‰ª æ∫«à“ºŸâ‡≈àπ‡°¡

§Õ¡æ‘«‡µÕ√å∑’Ë‡¢â“‡°≥±å¡’ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡‰¥â

√—∫º≈°√–∑∫®“°°“√‡≈àπ‡°¡‚¥¬‡©æ“–¥â“πº≈°“√

‡√’¬π¡“°°«à“ºŸâ∑’Ë ‰¡à ‡¢â “ ‡°≥±åÕ¬à“ß¡’π—¬ ”§—≠

·∫∫ Õ∫∂“¡π’È®÷ß¡’§«“¡‡À¡“– ¡ ”À√—∫π”‰ª„™â

»÷°…“ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡¢Õß‡¥Á°·≈–«—¬√ÿàπ„π

ª√–‡∑»‰∑¬µàÕ‰ª ‚¥¬‡©æ“–„π¥â“π°“√§—¥°√Õß·≈–

µ‘¥µ“¡º≈°“√∫”∫—¥√Ÿª·∫∫µà“ßÊ ·µà‡π◊ËÕß®“°¬—ß‰¡à¡’

‡°≥±å«‘π‘®©—¬ªí≠À“æƒµ‘°√√¡µ‘¥‡°¡∑’Ë‡ªìπ¡“µ√∞“π

®÷ß¬—ß‰¡à·π–π”„Àâπ”‰ª„™â‡æ◊ËÕ°“√«‘π‘®©—¬
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