Thai Journal of Clinical Psychology 53 (2022) 71-84

Thai Journal of Clinical Psychology

Journal homepage: https://so@3.tci-thaijo.org/index.php/tci-thaijclinicpsy

Review Article
ANV AAMNAALRZNYANIINALNITAALAN

Cognitive Behavioral Therapy (CBT) with Internet Gaming Disorder

SN ABASINA", NMans AN’

1

St

I0INeAFANUIUANTT a0IUUFYNINTALINUAZ TBTUTITUATUNT

2 inda e Judams smdugrnwiadnuas I uTTUATUNT

Tanakrit Likritalakul”, Passakorn Koomsiri’

' Clinical Psychologist, Practitioner Level, Child and Adolescent Mental Health Rajanagarindra Institute

2 psychologist, Practitioner Level, Child and Adolescent Mental Health Rajanagarindra Institute

" Corresponding author: e-mail. tanakrit.likritalakul@gmail.com

Received: 9 July 2021 | Revised: 21 August 2021 | Accepted: 18 December 2021

UNARNLD

YA )

unauaduiiiaglezasdinanuniuanuiiseiniliiaidaanufauazngdnssa
Audywin1s@ainuriaduinadihe HIwN13@NEILana1INLALITaY LB% UNAINITINNT
UL LLa:ﬁﬁfaﬁa%ﬂmﬂ@m?mﬁuﬁagamnimdmim%aﬂhUﬁamy@luﬂs:mﬂvmm (Thailis),

. . A o v A o [ a o @

PubMed, Google Scholar, ScienceDirect mmLauamwngﬁmﬂumﬂmimﬂuﬂlumium@
AMNAALRZNOFNTTY mu"l,ﬂﬁamiﬂi:qﬂ@“l‘*ﬁ NANIANEINLIINITNLAANNAALAZ N ANTTY
[ a A a ¢ & A Ao [ A A a P ) o o A
numsAanunIaduinasiiadnulisressvannigaiaisuifsunuzduuunsiidedw 9
& ,&’ A A % a A o £ a Aa A A 6 & v 1
nitnntenanInineltasnuinafiailtlunsivangdnssudanuniedwnasiiia laud as
A ) A a o a & o o A o g =
Wwanautad nsdsuilfsuaauae n3lsuwganssy Wuau isuninunanuiazie
Urlomidaanindninudugunwiauazgiidruneidasnumiguagnildymaanania
dulnasidia a:mvlsﬁmuﬂi:ﬁﬂﬁwal,l,azgﬂLmumsﬂﬁﬂ'@ﬁuﬂiﬁﬁ%mLﬁmLLazﬁaamwé‘ﬂgmlu
MIRUURPILAULAY

o o Aa o a Aa Aa Aa a
AdN fy: FAUIUAAINUAALLRSNTANIIN, ﬂﬁi@l@]Lﬂ&lLLﬂza%LY}a‘iﬁ@], n13IaaLtNd

71



sunnu agassina, Mans AUAS

Abstract

This article aims to review the literature about Cognitive Behavioral Therapy (CBT) and
game/internet addiction. The author reviews academic articles, research, and textbooks available
on Thailis, PubMed, Google Scholar and ScienceDirect, presenting principles of Cognitive
Behavioral Therapy (CBT) and its implementation. The literature shows that Cognitive Behavioral
Therapy (CBT) yields the most effective outcomes on game/internet addiction among other
therapy techniques. In addition, the literature also presents specific interventions such as self-
monitoring, cognitive restructuring, behavior modification, etc. The author hopes that this article
works as a primary resource for mental health professionals who work in the area of game/internet
addiction. However, further study is needed for more evidence on effectiveness and therapy

program.
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