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ABSTRACT

Since the revision of the ICD-11 of the WHO, the level of social discourse on internet
game use disorders has been increasing. However, existing studies have mixed terms
and causal relationships with game use disorder or game addiction. This study was
conducted with high school students aged 16 to 18, focusing on internet game addiction.
As a result of the analysis, the greater the obstacles to daily life and self-regulation, the
higher the risk of falling into internet game addiction. This study has a significance in
reestablishing the causal relationship of Internet game addiction.
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AolEFH HE welg(1996)0] ALE BT

[Table 7] Internet Game Addiction( 1) — Logistic
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