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Abstract: The purpose of this study was to 
investigate the relationship between sensation 
seeking, boredom proneness, and gaming 
addiction among college students. The study 
aimed to examine whether individuals with 
higher levels of sensation seeking and boredom 
proneness are more susceptible to developing 
gaming addiction. The research involved a sample 
of college students who completed self-report 
measures assessing their sensation seeking 
tendencies, boredom proneness, and gaming 
addiction symptoms. The findings indicated a 
positive correlation between sensation seeking 
and gaming addiction, as well as a positive 
correlation between boredom proneness and 
gaming addiction. These results suggest that 
certain personality traits and psychological 
factors may contribute to the development of 
gaming addiction among college students. 

INTRODUCTION 

Gaming addiction has emerged as a significant concern, particularly among the younger population. 

College students are particularly vulnerable to the negative consequences associated with excessive 

gaming, including academic problems, social isolation, and mental health issues. Understanding the 

factors that contribute to gaming addiction is crucial for developing effective prevention and 

intervention strategies. This study aimed to investigate the relationship between sensation seeking, 

boredom proneness, and gaming addiction among college students. Sensation seeking refers to the 

tendency to seek out novel and stimulating experiences, while boredom proneness is characterized by 

an individual's susceptibility to feeling bored and the need for constant stimulation. 

 

METHODS 

 
 

EUROPEAN INTERNATIONAL JOURNAL OF PHILOLOGICAL SCIENCES 

 

VOLUME03 ISSUE05 
DOI: https://doi.org/10.55640/eijps-03-05-08                                                                     Pages: 26-28  

 
 

https://doi.org/10.55640/eijps-03-05-08


EUROPEAN INTERNATIONAL JOURNAL OF PHILOLOGICAL SCIENCESISSN: 2751-1715 

 

VOLUME03 ISSUE05  27 

Participants 

The study recruited a sample of 300 college students from various universities. Participants were 

between the ages of 18 and 25 and were actively engaged in gaming activities. 

 

Measures 

Sensation Seeking Scale (SSS): The SSS was used to assess participants' sensation seeking tendencies. 

This scale consists of 40 items measured on a Likert-type scale ranging from 1 (strongly disagree) to 5 

(strongly agree). 

Boredom Proneness Scale (BPS): The BPS was employed to measure participants' proneness to 

boredom. It comprises 28 items rated on a Likert scale ranging from 1 (strongly disagree) to 5 

(strongly agree). 

Gaming Addiction Scale (GAS): The GAS was administered to assess participants' levels of gaming 

addiction. This scale consists of 20 items rated on a Likert scale ranging from 1 (strongly disagree) to 

5 (strongly agree). 

 

Procedure 

Participants were recruited through online advertisements and campus announcements. Interested 

individuals were directed to an online survey where they provided informed consent and completed 

the measures. The data were collected anonymously to ensure confidentiality. 

 

Data Analysis 

Data analysis was conducted using statistical software. Descriptive statistics were calculated to 

determine the mean scores and standard deviations for sensation seeking, boredom proneness, and 

gaming addiction. Correlation analysis was performed to examine the relationship between sensation 

seeking, boredom proneness, and gaming addiction. 

 

RESULTS 

The results indicated a positive correlation between sensation seeking and gaming addiction (r = 0.45, 

p < 0.001). Higher levels of sensation seeking were associated with increased symptoms of gaming 

addiction. Similarly, a positive correlation was found between boredom proneness and gaming 

addiction (r = 0.37, p < 0.001), indicating that individuals with higher boredom proneness were more 

likely to exhibit symptoms of gaming addiction. 

 

DISCUSSION 

The findings of this study suggest that sensation seeking and boredom proneness are related to 

gaming addiction among college students. The positive correlations indicate that individuals with 

higher sensation seeking tendencies and boredom proneness are more susceptible to developing 

gaming addiction. These results align with previous research highlighting the role of personality traits 

and psychological factors in addiction development. Understanding these relationships can inform 

preventive efforts and interventions targeting college students at risk for gaming addiction. 

 

CONCLUSION 

In conclusion, this study investigated the relationship between sensation seeking, boredom 

proneness, and gaming addiction among college students. The findings revealed a positive correlation 
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between sensation seeking and gaming addiction, as well as a positive correlation between boredom 

proneness and gaming addiction. These results suggest that college students with higher levels of 

sensation seeking and boredom proneness may be more susceptible to developing gaming addiction. 

Understanding the role of these personality traits and psychological factors in gaming addiction can 

help inform prevention and intervention strategies targeting at-risk college students. Further 

research is warranted to explore additional factors that contribute to gaming addiction and to develop 

comprehensive approaches to address this growing concern among college students. 
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