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ABSTRACT

This study aims to examine the influence of playing motivation and family
functioning on online game addiction in adolescents. This study used a quantitative
correlational method. Data were collected by distributing questionnaires to 104
students of MTs Hasan Munadi who actively play online games and were selected
using a total sampling technique. The research instruments included an online game
addiction scale based on Young's theory, a playing motivation scale based on Yee's
theory, and a family functioning scale based on Epstein's Family Assessment
Device (FAD). Data were analyzed using multiple linear regression. The results
showed that playing motivation and family functioning simultaneously had a
significant effect on online game addiction in adolescents. Partially, playing
motivation had a positive and significant effect on online game addiction, while
family functioning did not have a significant effect on online game addiction.
Playing motivation and family functioning together contributed 43.8% to online
game addiction, while 56.2% was influenced by other factors outside the study.
These findings indicate that playing motivation is a more dominant factor than
family functioning in explaining online game addiction in adolescents. The
implications of this research show the importance of efforts to prevent online game
addiction that focus on managing playing motivation and developing adolescents'
self-control in using online games adaptively.

Keywords: Gaming Motivation, Family Functioning, Online Game Addiction,
Adolescents
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