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ABSTRACT

This study examined how the use of co-game play, which implies specific behavioral

condition, changes the influence and direction of the sensation seeking, gender, and
identity stability, which are predictors on game addiction. The results of this study are
as follows. First, sensation seeking had no significant effect on game addiction. However,
the main effect of co-play on game addiction was confirmed. Second, the moderating
effects of gender on co-play and game addiction were significant. It indicates that

co-play has a greater impact on game addiction in female than male.
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