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ABSTRACT

This study meta-analyzed the effect of 32 research papers on children in academic
journals published with domestic degrees and gameplay Therapy programs (2004-2017). As
a result, the total effect size was 0.971, a large effect size. The impact scale by variable
factor of disabled children, ages 3 to 5 years by age, and the impact scale of psychological
variables by dependent variable were reported, with 11 to 15 sessions per process, total
number of sessions 16 times or more, session count per week, and session count 61 to 90
minutes. The biggest research is meaningful in that it is the first comprehensive and
objective analysis of gameplay Therapy programs and is expected to be used as basic data
in treatment design when performing gameplay Therapy programs on clinical sites.

Keywords : Game play(A¢l&0]), Gameplay therapy(AQEo]A &), Meta-analysis(MEHEA])

Received: Nov. 2. 2018

Revised: Dec. 7. 2018

Accepted: Mar. 15. 2019
Corresponding Author: Seong-Ok Park (Daejeon University)
E-mail: pso@dju.kr

ISSN: 1598-4540 / elSSN: 2287-8211

© The Korea Game Society. Al rights reserved. This is an
open-access article distributed under the terms of the Creative
Commons Attribution Non—-Commercial License
(http://creativecommons.otg/licenses/oy-nc/3.0), which permits
unrestricted non—-commercial use, distribution, and reproduction in
any medium, provided the original work is properly cited.

Journal of Korea Game Society JKGS | 33



=N

= o
|52 Z2awde] Qx| A3 g 3

#}4[11,13,14] ] 2}

==

o

119,101, 214 °}&(11,12]

L

Foll oigh wiet
AR gl obE[56], ADHD ob5[78], 8

%
0]

0
TLFo A

— AYEelA

.M
P AT AS 7 Q1ZE ARE]

°

57

3
(e}

Awe Al

=
=

N~ B H 9 KR W AR o Mloor wp T om N door o o n B M Hom o A
Mﬂ.ﬂﬁ%%%%% %ﬂﬂﬂ%ﬂ%ﬂﬂﬁ&ﬁ% %ﬂ.%& moRl
T . o o >~ W o R 6N S b= 2
Mg %o B )T I = - e R G o 3° 1ﬂrr == o) ~ %0 o W7o B3
ﬂ%%u%ﬂﬂ%ﬂiﬁu.ﬁ%ﬂ.%aﬂ%g ewT T, XRITg
. X =S~ ; — o & ©
TFR R E o EwTgPRgEs IR RY B S0y Y
B O I sy =B I TR W w
Eplrpnggr Rdrwd e ipiaT ERTe <AL,
S R o= - O - " o ° % o] = X "o H
= B 3 ) X =] X oo
S _ Rrug AL EVI gy TR % P WET L5 F
T T o= = R b 97 o Mo ol o = B oy of o N Je o on o oy
= o) — = o] To T o= ) o = - o= R on % o X
ﬁuﬂuc,_qg]%%o%oawmEMEHﬁ7ﬂ|mWATIMo%ﬂ%mﬂd|w|ﬂ TR BOE oy
FPHILNERT ST P et tas o P i el
w = o P JnJv il N
N R RTINS AR T
p AT R r g e FEERAaERIRER I Ya s T Egg
f o - 0 B " e 0 i Tor ~
o e - R R i ST T e RO
XNyEEBEme s T ®o P ilew)p .  IWERIMNE TN
T 0 — = T %) 0 — el o K ~
Thn R TREDERER G g T ol Ry gt TR T M
o - o8 N T T ' o £ X o
PR i N aiiad SwBSET, BEIgiTEzeE IR
= oot T NS W e N " & o "~ AR 3
o g o TH oo Moo oy UMl T AT P W WK A o B b= EOE e TE oM
Ho  HRWww ow®rEmT RATRT ", o b F W
Cp N TR B S A AT
s b — X o ~ T
Wmnz»z.@%ibf %Qﬂﬂ%%%x%ﬂﬁﬁﬂﬂ%ﬂﬂ Mo = W D oo T
TR EEL R R, Ks T TR AT Pl RS ®T
o} o0 < o0 H 209 3 — B o o ™ ! o 2L T A
mu%u.m_wbtﬂrg%ﬂx%AL%W%%%ﬂﬂﬁ%%ﬁr%%%% ﬂWia_E%.
= i X A5 o g =n o =
RIS ST SR S DA E S A SR L DRSS
PV ' B 01r:.L] Ll_ B3 - —_ zﬂﬂllﬂjl _~ =
m Muﬂo_aL T 5 X O N o MY s G M~ = X D % o oy o o]
ﬁaﬂwwﬁw]ﬁ%@ﬂ%ﬂﬂ%ﬂ%ﬂ%%%%ﬂarm7»&W@1Aﬂﬂi%1
X K = o ~ M —_ ]. —_—
SRR RS T Dl ol - R R e o
TR R A AP TR G G AL e o B I
o -~ %O o — 5 0 X — T, ., &, _ =
R - =R N Tl i A B Il Moo owm
A T S - B O S I I - - I TR
W - = =g WHIXxF” gro’ X708 ®we w0 =9
woRr P XE P, TR ET T T aTﬂVaL%%o% o o G
ol m = on ﬂo_eﬂrﬁrr;ﬂlwoﬂ@%ﬂuﬂ% %o&ﬂahcmﬁdcxmtﬂuéek,;
B bRl _PuEw SRl o _w®RIy W, oxz® Mo wx
i ® = T o e T oo o, B L% poom W H X o P T g m
of JJ UK L B B B 7 o T ® ME o T o s MR S H
BN o T M M T W ook oo NS BN R W E o ode B4 E BT o W

Ach

k)
o

s

°©

3 AL A

=
L

7]

34| Journal of Korea Game Society 2019 Apr; 19(2): 33-44



4

=

— Meta-Analysis on the effect of Gameplay therapy program —
=}

o g

2.

wp
I

‘ﬂo

[Table 117 #o] =

el

il

No

el

el
g
g

K

~
o

A
i

N~

stk

[e)

NG A

se] A8

S

87), 79 7], 12
A 4 ne

A=~ =

T, &
=13
~

)

-
pul

(o)

A7hHE AT

~5A], 6~10A, 11~134l, 14~184l, 7IEH(AA 1=

[e]
a1

R

vk
=

3} 27% AEEY

5

+ol

o]

Q.

¢}

o]
20043 ~201737kA] = el A

=

=

L

L

dlole]
AT

=
&

]_

4r

=AM

RISS, DBpia, KISS, =3

o]J
Z]E

WE
gl

), AFgl W

o

R

gAA]

A A 7, E=HQHA, TF

Tor

2.2 Xt

A7) 24,
Sub-variable
ADHD
underachivement
disability
maladjustment
6~10
11~13
14~18
etc
psychology

|
hLE]

social
cognitive

behavior

7~10

Age

10 A715A

Population

[e)

variable type

number of

Categorization

P& ¥

Object

[Table 1] Categorization of intervening variables

71),

Variable

Progression|

s

A

[e)

=

)

1l

SEREETEE
(244

e
=
1

i

]

3o

A7 AAZ

)3 Ag

gl

p2

L
L

(21

SRR
) el F5

e

o
=

Fach =4,

il

7
A

o]

S
(20

=

15
e}

A
=
.

bl 414
Al AH A

f =~

o

-

A
ko)

pal

5

27|

el

2)

3

A

Ak 2re)

5
T

4 SRkl AR ks Ab

o

Al

ssie.

LLE

.o

A
A

5

T
Ko

o

= s e A

B

iy
o

i

11~15
16 over
1~10

11~15

member
number of
total session

Journal of Korea Game Society JKGS | 35

of
procedure

2.3 Xtz AL




— Aol AmzR
16 over
1
number of 2
session 3
numbers per a ete
week
non answer
30~60
number of time 61~90
(minutes) per 91~

one session
non answer

3[20]

Aol wH AT AEe o]AH B
fste]  mEREA R

Meta-Analysis version 3. TZI13HS
oh shibel @Apmel olel Jlel &3 A7)E wa
3o Ams} MEAoz AgE & glo] oF 9
A ApEe BAuE AA mIE P
de ATsel mal zvle] PFEiks AHEE
&3 37] AXEE Cohen's d& AFE3I9 2 ;er

Q1 Comprehensive
A5t

ofr
rl

3

2719 B w4a7] 91519 Hedges'g®
wAE e BAGYoH NFHFEE 95%0lth

oIx|, YA, &S, AlE/Ael

H30| ol2iZE FHE thet

FEOM 2= XX FA2LE

wtol oj oA —

2.4.3 =3 golof mE 5137

3.1 U227 =4

FHd 7 HIS
Funel PlotS A}83F A= 23
oAl e} o] eyt HUlAS

AN
e & & Ak 0@ 27 &

=

32
djo

F7Y

=

Ad Al 7ol & AV #E Heo] gAAe
13l Trim and Filll21]& AR&-ghet.
[Table 2]el A&+
&3 =7)7F 097054904 0.67387(95%
*JEHL?} 056392 ~ 0.78382)2 ®BAH
Atk 1Y)

G

WA A
Trim and Fill ¥4 A3}=
ok HA
A FE,
ABRE HAL ol X oH/7E
ol g1t Oq?ﬁﬁr/] Eld/do] ojildntsgt

oFE ohletn % £ gtk

3.2 2137| M A

3.2.1 HA &0137| M

¥ AV|2HE AE @ dA o
0.971¢]tTable 3]. 213 W=
1.070°]t}. Cohen[22]& &3 =17]7

a3 A7 aga FEs e olH e
2 8 o AdEolxs Z299 =

(e}
735
Fo
o A~ o 2=
2 FFolE &

e B9 AL B 9she]
1

L

o

36| Journal of Korea Game Society 2019 Apr; 19(2): 33-44



— Meta-Analysis on the effect of Gameplay therapy program —

3.2.2 0|2M 24 Azt o]dHQ Reoez et dYd gy EYPS
dspglon Eabid A APE vyew B4
AT tE oy dFASo] B =% 819 THQ=442.238, df(Q) 175, p=.000). [Table 3]
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[Fig 1] Result of Funnel Plot
[Table 2] Duval and Tweedie's Trim and Fill
Fixed Effects Random Effects Q value
Studies Point Lower Upper Point Low Upper
Trimmed | Estimate Limit Limit | Estimate limit Limit
Oszlelj:d 083721 | 077984 | 0.89459 | 0.97054 | 0.87141 | 1.06967 | 442.23838
A
f;fjet:d 50 065108 | 059765 | 0.70452 | 0.67387 | 056392 | 0.78382 | 839.00627
3.3 =& ol = s137| = B9x FA3$ 1.015, ADHD 0.999, &5-%
o e et o) 0761¢] o2 EI} 2718 BTk AAL &
3.3.1 tiaol me =8230] 5 2719 Aol BAAeE frolA ek 2
" o FATHQ=6.590, df=3=p.086). uliol| wh= i+
I 2] Aol oo A
el e wok 2710 A obes W 5 a0 maRs (Table 319 A4
o2 & g3 A7} LORE 7P 2 523 A7)
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[Table 3] The effect size of Overall and Sub—variable 1

The 95% confidence
Overall number Ol standard interval
effect size thifoelel Studies effect error Low Upper Q dffQl P
of S1ee limit | Limit
Gameplay
therapy Fixed 176 0.837 0.029 0780 | 0.895 | 442283 | 175 | .000
program Random 176 0.971 0.051 0.871 1.070
ADHD 74 0.999 0.072 0857 | 1.140
The effect u“der""‘c?‘veme 43 0.761 0094 | 0577 | 0945
size of — 6.590 3 | 086
sopulation | disability 24 1.092 0.106 0885 | 1.300
maladjustment 35 1.015 0.115 0.790 1.240
3~5 28 1.162 0.146 0.877 | 1488
6~10 55 0.929 0.073 0.787 | 1.072
The effect ™74 42 1004 | 01102 | 0804 | 1204 | 4673 4 323
size of age
14~18 5 1.09 0.314 0480 | 1711
etc. 46 0.827 0.087 0656 | 0997
The effect psychology 15 1.312 0.278 0.767 1.858
- Social 19 0914 0.140 0639 | 1.189
size of 6.991 3 072
dependent |  Cognitive 109 0.870 0.055 0762 | 0978
variable Behavior 33 1.221 0.147 0933 | 1.509
The effect | tnder 6 93 0.892 0.068 0759 | 1.025
: 7~10 39 0.967 0.094 0782 | 1152
size of 9.410 3 024
number of 11~15 16 1.741 0.294 1164 | 2317
member 160ver 28 0.819 0.091 0641 | 0997
3.3.2 o™ WE s137] .3.3 &5 Holg| [ME =FEs1 37|
Aol w2 J3 A7])= 3~547F 11622 7 & Wl wE Fv ' AV Ae
2 53372 29I 14~ 18417} 1.096, 11~134) olo] 13122 714 2 &3 =72 wa, 3
7} 1,004, 6~10417F 0.929, 7IEl7HEFO 281 WMol 1221, AF3] Wel 0914, <1#] w2l 0.8709]
% TR 08279 o 7 AVE BA wo® g A7)E HAR zHAr|e] Aol
on Hw e &v AR fod Aolg Byl BAGeR  fdsA  age g3k
TH(Q=4.673, df=4, p=.323). o] W= HF & (Q=6.991, df=3, p=.072). % W<l w= 33

3} 27] BAX = [Table 3] AASFS

F3 =7] BAA = [Table 311 A4S
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3.3.4 TH¥ 0 ME 2137

7Y Fol wE &3 AVe 11~15%e]
L7412 7P 2 &3 3718 291 7~1090

0.967, 678 olst7} 0.892, 157 o]de] 0.819¢] <+

[Table 3]ell #1A15+3A

[Table 4] The effect size of Sub—variable 2

=9.410, df=3, p=0.24).

a3

o,

A7) FAAE

95% confidence
" interval
overa
number standard
Sub Group Studies eflfect error Low Upper Q df[Q] P
stze limit | Limit
The effect 1~10 44 0.863 0.077 0.712 1.015
size of total] ) 5 106 | 0978 | 0067 | 0846 | 1109 | 2938 2 | 230
number of
session 16~ 26 1.120 0.138 0.848 1.391
1 32 0.910 0.097 0.721 1.100
The effect 2 131 0.982 0.063 0859 | 1.105
size of
session 3over 6 0.858 0.144 0.575 1.141 1.432 4 839
numbers per
a week etc 5 1.120 0.368 0.488 1.931
non answer 2 0.727 0.708 0.662 2.115
30~60min 124 1.004 0.064 0.878 1.131
The effect
size of 61 ~90min 30 1.011 0.121 0.775 1.247
time(minutes), 2.252 3 522
session
non answer 14 0.799 0.135 0.533 1.064
3.3.5 & 37| =0l WE =FF37| 3.3.6 F 37| =0 e =FF237|
Z 7] Fo o2 &3 A= 163]7] o) T 7] g LUrE w3 Arle FAA 7]
o] 112022 7 & 33 A7]E BEAa 11~15 S AAE7IRT F G9=2 st Wl &)
3)7] 0978, 1~103]7] 08639] <=o.2 &3t A7|E A oot Vg2 FE & et 121002 Mg
gov A 1+ 23 =V Fole FYskA & 2 3 AVE BHAY F 23 0982, F 13
JTHQ=2.938, df=2, p=.230). & 37| <o W& 0.982, &+ 33] ©]4} 0.858, ¥ AF 0.7279 o=
Hit &7 A7) BAAE [Table 4] A5+ 2y 3718 ®Houy Hok 3k g3 ZA7] Aol
T84 FATtHQ=1.432, df=4, p=0.839). F3]7]

Journal of Korea Game Society JKGS | 39



— AYmolARZR 1Y Tvte] o veHEa —

ol wE Hd g3 27] FAXE [Table 4]°l v A 5 AR ow A8 whgk V)] §l
A A& ATk of IAZE Aot AYdEelA g Zraje] iy
S EAH R A4Sl Hdv
3.3.7 138)7] & A2 AlZHil 2 =& 51} =4, AdEelAn z2ad S wlQl i
37 (A=, o), I8 HAxHFEd F FI7] F
F3) 719, 13171 7 A8 ARD, 5 WA,
15171 & A28 Az wE 53 Ve ALS), Q1A @E)ellA it gaav)e] AolE A
61~90%°] 1.011% 7Hd & &3 715 2z Aoz FoF Ael7tk s & 5 ATk
30~60%0] 1.004, 913 o]4fo] 0.892, FolFo] ool we HWE &3 2715 1mw G of
0.799¢] o &3 A7]E BQou Ho 1 &7 T ouiel 1.0928 7P Eda FAS 1.015
7] Aol folskAl & dThQ=2.252, df=3, ADHD 0.999, 8h54-7l 0.7619] zte]& WAL &
p=522). 3|7] &g ARt wE Hd ZI A7 W =71 AolE TAAHOR froA ko &
SAIA= [Table 4191 AIA3HATh Jatdeh Gl obss dldo® AllEelAs =
2 9 & 22 Aol /MR = A
4. =9 ol H= AnA Qa5 5FAA F5AgoR 4l AHg
ANA FF el FAHA FFS WRIvhs AT
B oATE F 3299 w=ES sl 176/ =9 @3S SR SEU28.29,301
AHE Aglon o]E ulgom AQmolxaxa Aol e &7 A7|E KW 3~547F 11622
@l g9E BAse] ARA xme 2A7} H 7 =9kar 14~18417F 1.096, 11~13A417F 1,004
w4} sgon olo HE AT thew 7 6~10417F 0929 7IEFCHFol &abA] @ EFA
AR, ADEo|xa e MA Fog &7} #) 08279 olE Hoon EARoZ AT 7t
7t opz g3 A7) Zol= Folatsith 3~5400A 7 &

s TF ES AL Ukt dAnsh el ey mw

2 i Yolgon ods] AdmolNa Tz = 29e gyos Fapgole} @
o] FHHS & 2 9}t old A= T A AYAT T AdmolAR e
ADHD o}Zolu} = HA¢ molxg Zz-1d) o] aato] ik vlEREA A =(17] 124 017
(23241014 AQe Fga =zae] aupl by ARl EIHOIM suHdEelA s Lmad
age= Azel 1 WS 4 4 QAT o= gl gk wEREAB1dA s F e sl Al
AUS go e 2 ZEadse) weA ol dis wiled L Aol Azt
3 27 Ao} A BYS u =T QoA T e At 5o Adgdge A Hd 3t
w 142025, obF viEAR 1040181 A mrp  AOlE SAMOR FrejshA wen o= oks A
e Fy 372 ngol dAxm oAt oAl frolsithe ARE AT + vk o]
0.73[26], F-&/54A = 00127), Setdw 07019], ¥ AS & A7 AAs HSEital = 5 9o

Aukzol A w 056[1719] &3 A7|Hchs 2 v FEAQlel wE Byt gy Avlms A W
2 worh olsl o] WEEA WHow B Qlo] 13122 7P & 3t 53 A7|E Hglow,
A7g vuss Ae AT Ald & A" A s W]l 1.221, AF3] W]l 0.914, <1%] <l 0.870
& P So] TASA G AFASe =Y e °of &7 A7V)E RYou Jo 7+ {ofgk anav]
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