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Abstract

In order to further explore the role of competence, autonomy and belonging-based psychological
needs between college students’ life pressure and internet gaming disorder, the stress perception
scale, basic psychological need scale and internet gaming disorder questionnaire were used to inves-
tigate 749 college students. The results showed that: 1) Competence need and autonomy need com-
pletely mediate the relationship between life pressure and relatedness; 2) Relatedness need com-
pletely mediates the relationship between competence need, autonomy need and internet gaming
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disorder; 3) Competence need, autonomy need and relatedness need play a chain mediating role
between life stress and internet gaming disorder.
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1. 51§

AR v [E LI ) 245 Bl 2016 AR KA (2015 AR [E D4R AT RS ) DA R
KH) 2591, FEK EMES AT G NBM, BilARRm, Kook Ads A5 By 31.7 /b
B, 66.1%0 KA HFHEAT 28 ek, o T /D4 X 28 Ui R O [ RAT 26°H 2.2%~21.5%, 3 BH I £ i
X T2 BN T /D A0 B A R 0] R — AN S ARG 43, MO BT SR, X 28 xR e AN 6
R AR [P A BRI B B A 97 THD 52080, 3 2 52 M) DK 22 A R 458 Th RE AT 27k R L(Elliott, Ream, McGinsky, &
Dunlap, 2012; Farchakh et al., 2020). PEIHAR 5T K 52 Az 0 26 i 3% RO 1R R R B A2 R s e R 3 0 4+ K 2 A2
OHAR R 22V ERI, Ty K 2 A DR I 8% it i Jleia . e th P B B i A B S0

X 2% 3¢ 3%, SR (Internet gaming disorder, IGD) A& P48 FH e fig FLAP Y B A g — A, S48 MR TC A 3% )
(. I EER . BRI 0T P2 Y R ROAE AT 3 0™ B A A e MR 5 1) AT IR R (Lin et all,
2020), RIS [AIHBEAT I 233 DA T Do R AT L IR I R AN B AR o AT
PR o LIRSS 10X 28 e R st B ER 2 T DA BRSSP 6, FLrh A R 3K 32 08 B 5K e
FARRMEIE =TT, FKEDREACHIRT . AR ZE . FFESE R AR MA S A 7] BE A H P 45 T X
B A RBE ARt s o e A B R AR AL TR R I . T RO R )
AN B R 1R DX 2 i e R AR, LT AR S ) — N S S LR R R (0, 2022).

L1 EEEHNEMEHERRBHIRFR

AT TR T R AR AN R AE I S AR TS B2 B 1) s 07K, — M E AN A AR 1 R R 0 1 A i 4 51 EE(Chen,
Zhao, & Wu, 2014), FEIJTHEIGEMHRT LB NP BB 1 56 R0 22 4218 RO BB 1) A AuT B
R SR A SR A Sl BB AR (1) A2 3% S (Leung, 2007) 6

JE IR B IA g, RS it e, AMA P AE R E R ERE I RIG 4, N T RO L9
Wb 2, AR S A AT RE G 3V AR P S0t 7 2k 1A 1 B 8 B S e 77 (Sullivan, Farrell, & Kliewer, 2006);
A FI4T AL AL (The cognitive-behavioral model of pathological internet use)i\ & 71 4= 36 F A4 J& T 1 i
HE, ®EHHMERILEEM, 4685802 ORI & & (Davis, 2001). NXF 7 A T ARG R
715 W 48 Uit xR O R DG BR 5 AR T s 0 88 P O A A AW ) TV AR S D7 2, AR R R K] 48 U R SR
KBS (FFEEAN, 2015); SBEESIHLHAY T ARG R 15 WG EORI OC R, B KA B B A Vg TR
TRV, ke ) AR 5, 5T SR H 2 S S SR S X A v T A 0 e g AR e, DR B T e
X 2 YRR AT S N (1) 77 2R SR I R IO I 2 e R O (B AR, T o2, R, B, 2014); A
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T 38 AR A A ) 35 Ao B 5 SR A2 A P AN =5 P DA R, T T P TR 5% 9 K S R
AR (Z 15, 2016).

DRGSO 2 i R P e e AR A, ) 2 %o SRS 1) B AR VG TR 3R, ARl — R A
735 SR AR P D 265 U XK RSO A JEE P A s, ikt A R IRARR R S R R AR

B, FSRE, KKK, T fE, 2018).
1.2. BEROEERSEFEN. MEHERRBHXER

FAR 0L R IR (Basic psychological need theory)iA N, ARTEREARIAEI TR Z A, AFAE = Fhidk
AMOEEFEK: HF(Autonomy). JHJE(Relatedness). JE{T(Competence), T AT E LRI AZ P 5 52
M 25 R N A B S A AT 3R 15 /8 (Deci & Ryan, 2000; Ryan, Deci, & Vansteenkiste, 2016). HE K5 =&
MERBAR, UMEKE EFHRERNLE, fhaxt @ amir . BAMKRZ R ERIATIFA R
SRR, SRS —FEE AR, 9 E EFRSZME, MRS R MR, W E R A
BB ITR,; HE T REIRIEEE . BREE ISP IARL:, it 5 i NERES Ao 20 N =1 EE RT3 2
MR TP, AMAREREI SR . HE RO BT RR SR 5 8 1 RS 18 A1 2P (effectiveness and
mastery)H K, N MEREH NS 52D, HEFEDPRE AN RIS B SR MLl AR
W, Al AR T SRR BRI AR BA R 2, U MR AR T SR 2 2P, A2 R B To R L 2 R MO TE Bl .
Ak, AR E IR A =MD B R SRS X401, TR B B 3 T SR AT 75 SR A e AR R
JRMZERE NTESHLI L E 560, B 32 75 SR EAT 75 SR IR0 A2 B8 (2 2k AN A SR S LB Ak 9 8 5
B, EATNATEN LA TSN, 5346, VAR 2 X T AMEAT NS L WA R AR B 2,
MR 5 AR N O 1 B AR RS B — PR R R, X SSTE SN B bR 2 T AF R A, =R
AR SR PIAT AT —Fh 00305 2 2 B PG, AR FHAS AT RE,  BOAAS 5831 Y £k (Vansteenkiste, Ryan, &
Soenens, 2020).

I 4% R ) # M FEL 18 (a model of compensatory internet use)iA A, P45 BRE FIAZ 0 AE T IX Fi AT A
ANRLE ) 265 18 By 5o B S A i o BV AR I R s X, MRS AR TR ) R EA AR B 2, i E|
UL 2 v TSR AR 036 2, AN AN FE I ST AR 3 R R A4 SR R, S At gl 2 A S X 4 e A AE
SRS AR A S ROR IR AL, I AL IS P 253 2 T IX S TER G, Ath o B B4 B 22 1) I E) e N AE
Zh, R4 FEON R G R (Kardefelt-Winther, 2014) . —fIF AR SIHL50F x% A 3 470 B 75 SR 2 2 3 IR AR O,
T X5 P 8] e A T 5 SR A2 23 AL T IR IR LR Y, A8 75 SR 2 5 4L S SN AE AR R R &R
W BHE 6 A AR 6 B v VA B R BB 5K, A X P U1 Ja R D v PVl SR ARG, B I B% i i R ok 2 57
FEASIRAE, X R AMATE R A 1R Ao JHL A5 SR 2 A 38 R AR AR BN 7= AR FH 245 1) O B i BRI (W,
Lai, Yu, Lau, & Lei, 2017),

MHT, RNTES S AT RE MR EE AR SR CEF 2T, 455 KH, EARLITE
SRAEAMA B He ) R0 28 T xR B < TS ri M E FH L WA, 2021 BE°F, WiZRHT, 453015, 20205 248,
2016)o AMAISEANE T ) Hs ) 23 B AR H R AR Co BB 75 SR S R RE, 3 T 14 01 19X 2 Ve i et () XUy, AR SR
B FE 22 SCRF RS 2 25 R 1 TR 0 SR AR O B TR SR I R R A 3 17 X X 48 i it A s el (L Vg A
2021); FAOIR T K-S JEIE RO FIE A He A i) R 2 4 TR e Nt A E R, AR e e ) BRI A A
AL PRSI R, AMAFEAC B TR SR R R L PRS2 R EOMA = AR G RO A, T R R BOBRS, MA
RS Ty e AR ARG NN, X BRI EIE NN 2 G I A R H T @A X 2 5 KU (23 B, 2016); Rl AR
FHRRF DO IR R ERERE, BTG 0 M2 SR oA, HhH A SIS 1R
T AR RO TE SRR A R, 7R T DA I 25 Ui R e 1) K e R R AR FH (CE 22155, 2020).
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B LA_ERIF T AR = AN [F) B A0 B 5 SRAAE — MR B “IFAT” AR, WA B IEBI AT K.
HEFRRS HE TR =FA R RO T R (Ryan & Deci, 2017), AN[F TR 2 18] {73 2 7] Be A7 7248 B
Y€ (Kluwer, Karremans, Riedijk, & Knee,2020; MK H %5, 2012).

gr b, SRRSO IR T SRAE AR E I 75 W 2 R O R A B Rl B AR A AR ARVE R
FEAMERMAEFR R B EFKEK, D002 52N Nae I EA AR, 1EME
B 2R BB AR, FRARAMA Y V8 75 R L, TGN 0 4 e e R R e, T2 AR
WU

HI. HETRAEMAET R B TR PLE R R ) P e

H2. AR R B 37 SR & 75 SR AE A 75 s 0 0 D 2 it ek Rt < 1 e i =X A VR Y

2. ARG
2.1. #ik

L ) R T RRR) A R FE D 3 SRR Bl I R xR O TE AR R A AR BT R B S, AU 4 976
B3, GG 0 205 ) 2 (L DY 03000 55 A 5 it L ARSI 23 . R R MBI K 60 /NI DL K oA B ELAE
HITEI), REEA R 749 47, WBERUCE 77%. B4 529 4, 5 702%, L4223 4, 5 29.8%; “F
PIFERE 20.63 %, briEZER 1.30, RHE G*Power HITHE, IZFEAELE a=0.05 H power=0.95 1% H T BE
MBI & £ =0.241,

22. AIRIHR

1. J& /7 501% 5 2% (The Perceived Stress Scale, PSS-14) GZJIil, SHFERL, 2021)iZ &€ —IHH 14 M46H,
KRHZERE S Siha, ZERA TG ME FOURSZ B R IR, 15708 2 B A4 B0 2 1) s /)
K, ASHIE T IR P — B RO 0.84.

2, HEALHTEREFRBPNS) (&R, 2013), L 19EHH, KM 7 Stk BoEEy
AMER R AT R R S, IR, R H SR Tk gr, ARG A SO R
#h 0.92.

3 R 283 xR 08 in] 45 P SCRR(The 20 IGD Test) (Shu, Ivan Jacob, Zhang, & Anise, 2019), 3£ 20 & & H ,
KH 5 RItE, AERIS S @ ICE 2 1R FoR MATTR T4 IR, IR B M2
3 P 28 U AR SO 2 T o 7E AT 90 80 1) P R — B R3O 0.94.

3. ZRE S
3.1. #EHZERERE

HEAT LA VM Z R0 56, K Harman BRI RAGIG 51, SR ER, FFEEKRT 1 EF3E 10 14,
BAHFEE N 17.04, BKBRBEE DN 27.49%, %A B R EZMRBERTIRT 40%1bRHE, %A iE
DI R R T, R BHANAZAE 7™ 8 L [F) 5 v 22 )

3.2. BT EHARMSHFEX ST

2% 32 BAR B AT R G AR S b, SRR BAGE 1), ARG K 715 =R A PR SR 2
TG, SRR A B3 IE A%, =R SR B2 IEASS, 20 ) 55 0 48 3% i AR 4. 25 B AH 5%,
TR AR TRk A KAH L A 52 285 TE A 26 HL 2331l 5 X 48 307 e i S 385 TE AR O, W] DAk it 47 — Pt
A T SR A EE R A AT
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Table 1. Results of descriptive statistics and correlation analysis

= 1. ERMEIt SRR ITER
xts BeREHL R WERI IR MHME®RSR BETSR HEFHR 16D

WP 5.19+1.72 1
R 20.63+1.30  0.14%* 1
WA 3.15+£1.70 0.27** 0.08* 1
AWEES 40.02+8.56 —0.07*  —0.10*  0.11%* 1
JEATFER  27.97+£6.39 0.08* 0.06 —0.09% —0.77%* 1
HEFR  26.67+5.90 0.08* 0.07*  —0.10%*  —0.80%* 0.83** 1
FEFR 34.92+7.40 0.09* 0.05 -0.09%* —0.69%* 0.84%%* 0.81%* 1
IGD 58551521  0.33**  0.11%%  0.40%* 0.44%%  —0.44%*  —0.44%F  —0.44%* 1

TE 0.05 ZAIR), ARRMERE, THE 0.01 ZONOWE), HILMRE: 1IGD AM&IE RN, T,

3.3. ZMEROERKRAFEXNPMERAKRRE

K PROCESS4.1 #E47 = Fh e AL B FG SR () BE U /R RS, 1% FH Model80, PATEXR BN 4k
TR KON &, BRI AR R, SMEAROETE RN LR, WK NN E, &
PRV RE AT REWI(E 2), ATE RS2 E U BAMA AR R SR B BT R AT K.
32 7 R A2 3 TE 1 T A e 7R SR, AR TS R I R T R TE R BUNE A s RS A AR
TR K WEARBIHLACERHABA T AT TR R . B FE TR FEFRIEEZETER . R R
TERRBIA A 7055 DX 28 it P A Y 35 1 ) FRUUAEE S VD8 9 SR X X 48 i R R A7 Y 35 1) 47 ) T3
DVER, BEATRESR. B 2575 R 0 457 3R R AN A7 S 35 TR A

Table 2. Regression analysis of online game addiction

2. LRI AR YA AR

[EVEPR AT [EVEESY e 2
SR E TR AR R’ F B t 95%CI
REAT 3R EHS -0.01 -0.34 [-0.27, 0.19]
TR K -0.02 -0.68 [—0.24, 0.12]
o 0.59 269.77%%%*
e B 0.03 1.23 [-0.07, 0.29]
HEEET -0.77 —32.20%** [-0.61, —0.54]
HEFR FElS 0.00 -0.02 [~0.20, 0.20]
MBS iNRIS -0.02 -0.88 [—0.23, 0.09]
o 0.63 322.85%%%
TERENAL 0.03 1.28 [—0.05, 0.26]
ATEIE -0.79 —35.19%#% [-0.58, —0.52]
A& 7R EHS —0.02 -0.88 [~0.03,0.12]
TR K -0.01 -0.59 [-0.21,0.12]
e B 0.02 1.15 [-0.07, 0.26]
0.75 369.02%**
HEVEIE ) 0.03 1.03 [—0.03, 0.08]
JEAT 7R 0.55 15.76%%* [0.56, 0.72]
SENTP 0.37 10.09%%** [0.38, 0.56]
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IR 8% it S R R 0.09 3.15%* [0.38, 1.66]
RS TARIS 0.26 9.08%** [1.82,2.83]
TERRBNAL 0.29 10.16%%* [2.09, 3.09]
AR 0.45 85.22%% 0.20 4.28%%% [0.20, 0.53]
MEAT 755K -0.06 -0.98 [-0.42, 0.14]
HEFRRK -0.09 -1.47 [-0.52, 0.08]
HJE R R -0.18 —3.38%%% [—0.60, —0.16]

i Bootstrap $FE 177150 A RS TAR BG, A5 SRR AR 3)BAMERALFL NN 0.79, 95%Cl
[0.69, 0.89], A= s 7755 [P0 26 i xR B 1) EL B2 N2 0.36, 95%CT [0.20, 0.53], 7 N &K 46%, fE
FERAR A6 ) — AT 75 SR — & 75 oK — P 4 i ek ioie 7 (T2 3008% ) A RS & 0.14,
95%CI [0.05, 0.23], RN E 1) 18%, 1EHEEIEA “ A% K 71—~ B £ R~ H)E 75 3R — W2 IR ”
(FIEERON ) FR AR I RE R BN 0.10, 95%CI[0.04, 0.16], (5 REB R 13%, HAHRNEHBKRZL

RIEFIRFZAKP, KGiHERE L.

BEJE, B b A BOR U e T SR S AT TR SR AL B AT R4, FRIXAE PROCESS #diff ik
HU Model80 FRITVAJE TR H 3= 75 SR MEAT 75 SR AE A2 35 e 75 0 286 i ek b 2 TR P e QR A, 4551
RKPHRA “HATEEI—FE TR EHERRRE” Fh A ERE, HRP i ga Rk 2 585K,
Ba, B EERRSMAETR R E S, PR PROCESS fifFHIEH Model80 FRFLAE TR I
T T SRAN A 32 7 SRAE A )5 W 23 ik e 2 [ i e AR, S5 SRR R “ Ak ) — 38
TR~ BRSO ” IR AR R, HAR A A AL B B2 K.

Table 3. Intermediate effect size test

® 3. PN ERR

RN BootLLCI BootULCI N B B
SRR 0.79 0.69 0.89
HERR 0.36 0.20 0.53 46%
EEFSY 5 eVA 0.43 0.27 0.59 54%
[ 1 0.08 -0.10 0.27 10%
(BRI 2 0.12 -0.07 0.32 15%
B4R 3 -0.01 -0.04 0.01 1%
[ETE 3 A 0.14 0.05 0.23 18%
B4R 5 0.10 0.04 0.16 13%

gil, BEAERR. BEFRZEETN TEEEASHETRZENRR; HERREETN T T
Ry BERREGMSHRMIEAIRR: MAAETR. B ETRSG ST RN 75 P 400 Bk
GEFEA AR, KA A E TN B 5 /7385 PRI AR T R . A /R A L RE S, BE T b
IR T SRR RESEE S TR HIE A 19X 2% 35 XA T ) RS (L A B A2 DL IS 1)
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o 2% i Xk P

IR Z// -
%} HEER _— —0.09

Figure 1. Diagram of the chain mediation model

E 1. #EXPNREE
4. ig

AR, WU RS MR S IS g SIS 4T AME . 3RO R SR 2
B —FMEALIY . RO SRRE (Mills & Allen, 2020), FEACEE TR P T AMEATE K 775 P27 3R% B 2
FIR R, AEEESHEIMAMEER . IS RIG AL, FRRHEAC BTG SR RS, dhif e g4
A 170 9 45 i X H AT B b 38 B ST AE K R A7 AT AR S TR RO B T R I AME T R CR AR, 20215
F&TFEE, 20205 HUE, 2016).

SERKIMATT R, AEF/ RPN TEEE NS HBTRMRR. MEEBZHEE T
FEJAETERAGRE, XL S EEF A ANBR O RS T, e AMER — MR TEIEE
PR R AT ARG R, 1999), 43 il FRA AN A (1) AT 75 SR A B 32 75 R A2

HJE T RIEMAT TR R B BT RS LR R AR e AR A ER, =R EEAOI R R 2 N TE
R, MERE., ARFES A EFEEEDENEESHE ML H 2 g Ch M ER, 52048
(B R KT BE 8 B B HEABATTI B 32 TR R, TR AR R e a3 I A AT TR A T 2 VAR R
SRACHE 32 T BT R, T PR DR 28 i R ) XU, BRFEIZF AR, TR, )R R B R AR
et B TR BRI R (A A, 2012); IEHURTEAHB IR A A R, HAR— AN ET 55— MEE
TEIAPEAT NI RISl , T AT R B (4 (B B (AT g, W 90 45 SR A AR AR A 56 2 5% 3 P 1 1 Je 75 SR
&5 iE R (Accommodation) i 3 IEAISC, VA& 7 SR K /K RENE . 38 1F 7 000U F1AE 2 [8] PO R AR IR E AT A
—— A EH R L SRR TR SCRE L, IR TAE R BLE AR (R T SR R R
FEE A R (P, 1S 00 AR AR IR ) A T R AR R T VAR R SR A X AT N I A [ TR FH (K luwer
et al., 2020), [FIIHAS [7] 55 A0 BE 75 SRE K X 248 i X 1 e (1) 4 FH s A2 R A7 FE AR ELAE o

PRATE Rk A8 -5 3% £ B 18 (Video game uses and gratifications theory)iA A, FIATITEXE )15 F Re % 5 %07
JEAMEIOEE TR SR, X PO IR SR 23 2 0014 56 2 (R 4 AMATE I S0 B 75 SRAFAS B30 2 IR, TEZ
Hbu A FH AT X R - SR R (T P45, 2020); W2 R ER BE 0% 1 2 MR I B AR O TR SR, AMATEN AR+
S BRI R FIYTR R, X P PR AR B2 R TIR R 3 B TE J5 B2 AR TG, & BE R A AT BB K%
PEZIF AR (Przybylski, Rigby, & Ryan, 2010), FT DAL= Ff 5k A0 38 75 SR TE A2 15 i ) 55 0 268 i xR R R <[] e %
AAAE R, 38 B 2 A 0 288 37 SR PR T T 2 B i A 4% T 0 FAAR 17 SR A B 35 SR 96 KT, AT
BN I 258 i 0 T SRt 7 BT SR R A B SR I E

SRR AR B T SRAE AR I 75 I 8 R ) ) R A B AR (Y BB S T TR R e K AR
{187 OR) 265 5 TR PRI AOR A FRJELIBES ,  D5 A ) 88 i P 14 F7 R T D B T B LR FL R S P AR 3 T 0K
S, S A AT T S A R ) U R SR REE 5 (R B AT DA R 4 i O AR B S AR R R I AT R R

DOI: 10.12677/ap.2024.141014 101 (LA


https://doi.org/10.12677/ap.2024.141014

KEA

5 3= 7 SR 2 ) P B g U 7 SR A R R, 7 AT ) 2% T i BT ) XL

WP IEAFAE — 2N . 55—, WTFURHUR MW Hedls, ASRE 58 A = AP AL B AR SR 10 X
FAER G 3, AR AR, ERRNE TMAEREI R KT, BH IR R A S
PEREI IR T, =R HE TR LN, W E NP SRS AE ST, RE
PRI A IEAO BT SR AR o 5 SR 70 R mT EAT 2 1 38 B AT 50N ™ 148 A o A B R A 36 DL R 44K
ANF SRR =R A OB SR A EAE

S 3wk

KR FH(2013). BACE T RER T SORNE . BEVEER. A O8 B4, 27(10), 791-795.

SNBEE(1999). T /DA R AR G AR RS 7 B IE. P PAEF%, 12(1), 47-49, 64.

I, SRR (2021). K¥EAER I SHEF KRR — MR NMEL, DB 517 K957 19(4), 563-570.
SEREAR(2021). KA A MR HA S MBI R BB K R —ADNE AT RN R, SRS, 902),
102-108.

FHE, WA, 230E2020). FIFERE ST D RS O PR 7 R L 0 R AR RS 48 TR .
TEUTE K FZ R N FLFIEIR, 59(4), 184-192.

A, FEdE, i, PEQ014). KFATE IHM S WL e BBy NN, OB L, 12(3),
357-361.

BiAE, JSRZE, SR, T1E(2018). /15 M SRR R FEE RN AR MR YER L5777 57,
16(2), 266-271.

R i(2022). B /DEMKHERRIEFIH R IVR SR, A OFE 28(1), 3-19.

A (2015). R AMEAIE A S RZEAEREMNE MG R ——NX H RPN ER. OB FZHFH, 3506),
548-552

SHHB(2016). 7750 75 /0 4F 18] R 0 2 458 FH (R S s AR o B SR BE AN SRS SV A 0B R A E . A7 [l e P
G 24(4), 644-647.

WA, Tk, MR, mHE, SR, 255122(2012). HAOFRE. EALHEFESHEEMEMEHN R, 0L
SR E, 28(1), 83-90.

Chen, H., Zhao, L., & Wu, X. (2014). The Impact of Life Events on Emotional Reactions and Behavior Options: Theory
Comparison and Research Implications. Advances in Psychological Science, 22, 492-501.
https://doi.org/10.3724/SP.J.1042.2014.00492

Davis, R. A. (2001). A Cognitive-Behavioral Model of Pathological Internet Use. Computers in Human Behavior, 17, 187-195.
https://doi.org/10.1016/S0747-5632(00)00041-8

Deci, E. L., & Ryan, R. M. (2000). The “What” and “Why” of Goal Pursuits: Human Needs and the Self-Determination of Be-
havior. Psychological Inquiry, 11, 227-268. https://doi.org/10.1207/S15327965PL11104_01

Elliott, L., Ream, G., McGinsky, E., & Dunlap, E. (2012). The Contribution of Game Genre and Other Use Patterns to Prob-
lem Video Game Play among Adult Video Gamers. International Journal of Mental Health and Addiction, 10, 948-969.
https://doi.org/10.1007/s11469-012-9391-4

Farchakh, Y., Haddad, C., Sacre, H., Obeid, S., Salameh, P., & Hallit, S. (2020). Video Gaming Addiction and Its Association
with Memory, Attention and Learning Skills in Lebanese Children. Child and Adolescent Psychiatry and Mental Health, 14,
Article No. 46. https://doi.org/10.1186/s13034-020-00353-3

Kardefelt-Winther, D. (2014). A Conceptual and Methodological Critique of Internet Addiction Research: Towards a Model
of Compensatory Internet Use. Computers in Human Behavior, 31, 351-354. https://doi.org/10.1016/j.chb.2013.10.059

Kluwer, E. S., Karremans, J. C., Riedijk, L., & Knee, C. R. (2020). Autonomy in Relatedness: How Need Fulfillment Interacts
in Close Relationships. Personality and Social Psychology Bulletin, 46, 603-616.
https://doi.org/10.1177/0146167219867964

Leung, L. (2007). Stressful Life Events, Motives for Internet Use, and Social Support among Digital Kids. CyberPsychology
& Behavior, 10, 204-214. https://doi.org/10.1089/cpb.2006.9967

Lin, S., Yu, C., Chen, J., Sheng, J., Hu, Y., & Zhong, L. (2020). The Association between Parental Psychological Control, De-
viant Peer Affiliation, and Internet Gaming Disorder among Chinese Adolescents: A Two-Year Longitudinal Study. Inter-

DOI: 10.12677/ap.2024.141014 102 (LA


https://doi.org/10.12677/ap.2024.141014
https://doi.org/10.3724/SP.J.1042.2014.00492
https://doi.org/10.1016/S0747-5632(00)00041-8
https://doi.org/10.1207/S15327965PLI1104_01
https://doi.org/10.1007/s11469-012-9391-4
https://doi.org/10.1186/s13034-020-00353-3
https://doi.org/10.1016/j.chb.2013.10.059
https://doi.org/10.1177/0146167219867964
https://doi.org/10.1089/cpb.2006.9967

KEA

national Journal of Environmental Research and Public Health, 17, Article No. 8197.
https://doi.org/10.3390/ijerph17218197

Mills, D. J., & Allen, J. J. (2020). Self-Determination Theory, Internet Gaming Disorder, and the Mediating Role of Self-Control.
Computers in Human Behavior, 105, Article ID: 106209. https://doi.org/10.1016/j.chb.2019.106209

Przybylski, A. K., Rigby, C. S., & Ryan, R. M. (2010). A Motivational Model of Video Game Engagement. Review of General
Psychology, 14, 154-166. https://doi.org/10.1037/a0019440

Ryan, R. M., & Deci, E. L. (2017). Self-Determination Theory. Basic Psychological Needs in Motivation, Development, and
Wellness. The Guilford Press. https://doi.org/10.1521/978.14625/28806

Ryan, R. M., Deci, E. L., & Vansteenkiste, M. S. (2016). Autonomy and Autonomy Disturbances in Self-Development and Psy-
chopathology: Research on Motivation, Attachment, and Clinical Process. John Wiley.
https://doi.org/10.1002/9781119125556.devpsy 109

Shu, M. Y., Ivan Jacob, A. P., Zhang, M. X., & Anise, M. S. W. (2019). Psychometric Validation of the Internet Gaming
Disorder-20 Test among Chinese Middle School and University Students. Journal of Behavioral Addictions, 8, 295-305.
https://doi.org/10.1556/2006.8.2019.18

Sullivan, T. N., Farrell, A. D., & Kliewer, W. (2006). Peer Victimization in Early Adolescence: Association between Physi-
cal and Relational Victimization and Drug Use, Aggression, and Delinquent Behaviors among Urban Middle School Stu-
dents. Development Psychopathology, 18, 119-137. https://doi.org/10.1017/S095457940606007X

Vansteenkiste, M., Ryan, R. M., & Soenens, B. (2020). Basic Psychological Need Theory: Advancements, Critical Themes,
and Future Directions. Motivation and Emotion, 44, 1-31. https://doi.org/10.1007/s11031-019-09818-1

Wu, A. M., Lai, M. H,, Yu, S., Lau, J. T., & Lei, M. W. (2017). Motives for Online Gaming Questionnaire: Its Psychometric

Properties and Correlation with Internet Gaming Disorder Symptoms among Chinese People. Journal of Behavioral Addic-
tions, 6, 11-20. https://doi.org/10.1556/2006.6.2017.007

DOI: 10.12677/ap.2024.141014 103 (LA


https://doi.org/10.12677/ap.2024.141014
https://doi.org/10.3390/ijerph17218197
https://doi.org/10.1016/j.chb.2019.106209
https://doi.org/10.1037/a0019440
https://doi.org/10.1521/978.14625/28806
https://doi.org/10.1002/9781119125556.devpsy109
https://doi.org/10.1556/2006.8.2019.18
https://doi.org/10.1017/S095457940606007X
https://doi.org/10.1007/s11031-019-09818-1
https://doi.org/10.1556/2006.6.2017.007

	压力与网络游戏成瘾：心理需求的链式中介
	摘  要
	关键词
	Stress and Internet Gaming Disorder: The Chain Mediation of Psychological Needs
	Abstract
	Keywords
	1. 引言
	1.1. 生活压力与网络游戏成瘾的关系
	1.2. 基本心理需求与生活压力、网络游戏成瘾的关系

	2. 研究方法
	2.1. 被试
	2.2. 研究工具

	3. 结果与分析
	3.1. 共同方法偏差检验
	3.2. 各变量描述性统计和相关性分析
	3.3. 三种基本心理需求的链式中介作用检验

	4. 讨论
	参考文献

