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Abstract

Although the phenomenon of the adolescence internet game addiction has commonly attracted social atten-

tion, but few have studied its forming mechanism. On the basis of referring to a great deal of relative literature and by ana-
lyzing the characteristics of internet games and the developing traits of body and mind of adolescents, it is found that the
mechanism may be attributed to the interaction of three factors: including biologic, psychological and social facets.

Key words  Adolescence Internet- game addict; Brain mechanism; Psychological mechanism; Social infection
? [l ’
’ , ol
, (FVIRI) (o,
@ Young
B (Cyber- sexual Ad- , , ,
diction) ; (Cyber- relationship Addiction) ; )
(Net Compulsions) ; (Information Over- ,
load) ; / (Computer/Game Addiction) , )
, 3D , , ,
, ) ,Q , )
&, , Hebb “ »
B3, .
Fl , m
2
2.1
(flow experience) Csikszentmihaly
[11]: “
1 1

(emotional status) Ghani

Deshpande 2



2008 16 1

. 47

(concentration) (en-
joyment)
) Webster
: w, (playful)
(exploratory nature)
, , (involvemen)
(fun),
Holbrook (play value) o,

(self- initiated experience)

(active value) (intrinsic value)

Hoffman ~ Novak
usl; (consumer learn-
ing) (perceived behavioral control

or confidence)) (exploratory behavior) ,

(positive subjective experiences)
(distortion in time perception)
, Heeter
(telepresence) ,

CHoOU ™

2.2
Grohol =

2.3

, Davis - v

( )
( )
( : ;
)
2.4 —
Donegan =
( ) ,

(technological addictions),

(fruit- machines,  slotmachines) Griffiths
0]

Shapira e,
3
Hazari  Chesney
, (foolish
consumer) , , ,
Hazari '
1992 Gray Becker



- 48

Chinese Journal of Clinical Psychology Vol.16 No.1 2008

22

, VIP

, 2006, 14(3):244- 247
Young KS. Internet addiction: Symptoms evaluation and
treatment. Innovations in Clinical Practice: A Source Book,
1999, 17:19- 31
Leung L. Net- generation attributes and seductive properties
of the Internet as predictors of online activities and internet
addiction. Cyberpsychology and Behavior, 2004, 73:333-
348
Lin SSJ, Tsai C C. Sensation seeking and internet depend-
ence of Taiwanese high school adolescents. Computers in
Human Behavior, 2002, 18(4): 411, 16

10

11

12

13

14

15

16

17

18

19

20

21

22

, 2006, 14(2):150- 153

Yang CK, Choe BM, Baity M, et al. SCL-90-R and 16PF
profiles of senior high school students with excessive inter-
net use. Canadian Journal of Psychiatry, 2005, 50(7):407 -
414

Chuang YC. Massively multiplayer online role - playing
game- induced seizures: A neglected health problem in In-
ternet addiction. CyberPsychology and Behavior, 2006, 9
(4): 451- 456

Rebec G. Addiction.Encyclopedia of Cognitive Science.
Nature Publishing Group, 2003. 32- 38
Shaffer HJ. Strangebed fellows:a critical view of pathological
gambling and addiction.Addiction, 1999, 94:1445- 1448
Potenza MN. The neurobiology of pathological gambling.
Clinical Neuropsychiatry, 2001, 6:217- 226

Csikszentmihalyi M. Beyond boredom and anxiety. San
Francisco: Jossey- Bass, 1995. 240- 246

Ghani AJ, Deshpande PS. Task characteristics and the
experience of optimal flow in human- computer interactions.
The Journal of Psychology, 1994, 128:381- 391

Webster J, Trevino KL, Ryan L. The dimensionality and
correlates of flow in human - computer interactions. Com-
puters in Human Behavior, 1993, 9:411- 426

Holbrook MB. The nature of customer value:an axiology of
services in the consumption experience, In: Rust R, and
Richard L. Service quality:new directions in theory and
practices. Thousand aks, CA: Sage, 1994. 21- 71

Hoffman DL, Novak TP. Marketing in hypermedia comput-
er- mediated environments: conceptual foundation. Journal
of Marketing, 1996, 60:50- 68

Chou TJ, Ting CC. The Role of Flow Experience in Cyber-
Game ddiction. Cyberpsychology and Behavior, 2003, 6(6):
663- 675

Grohol GM. Internet addiction guide. from: http:/psychcen-
tral.com/netaddiction/, 2000

Davis RA. A cognitive- behavioral model of pathological In-
ternet use (PIU). Computers in Human Behavior, 2001, 17:
187- 195

Donegan NH, Rodin JO, Brien CP, et al. A learning theory
approach to commonalities. In: Levison PK, Gerstein DR,
and Maloff DR, editors. Commonalities in substance abuse
and habitual behavior. Massachusetts: DC. Heath and Sons
and Co, 1983. 111- 156

Griffiths M. Fruit machine gambling: The importance of
structural characteristics. Journal Gamble Study, 1993, 9:
101- 119
Griffiths M, Parke J. The social impact of Internet gambling.
Social Science Computer Review, 2002, 20:312- 320
Becker GS, Murphy KM. Atheory of rational addiction.
Journal of Political Economy, 1998, 96:675- 700
( :2007- 07- 22)



