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ABSTRACT

The rapid development of online gaming in Indonesia has raised concerns about addictive
behavior that impacts social functions and reduces student performance in the real world.
The purpose of this study is to determine whether there is a relationship between sensation
seeking and self-esteem with online gaming addiction among students. The method used is
a correlational quantitative method with a cross-sectional survey design. Sampling was
conducted using non-probability sampling techniques (incidental and snowball) with a
sample size of 394 students from universities in the city of Surabaya. Data collection in this
study used a questionnaire technique via Google Form with the help of IBM SPSS Statistics
22 and Jamovi version 2.7.13, and data analysis used the Pearson product moment and
multiple correlation techniques. The analysis results showed a significance value of < 0.05
with a correlation coefficient of r = 0.522 (sensation seeking—addiction), r = -0.139 (self-
esteem—addiction), and R2 = 0.275 for the multiple regression model. The results of the
study indicate that there is a positive and significant relationship between sensation
seeking and online game addiction, as well as a negative and significant relationship
between self-esteem and online game addiction. Together, these two variables contribute
significantly to the level of addiction among students, thus confirming the research
hypothesis. Implications from
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