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Abstract

This study investigates the impact of distress tolerance on game addiction and its mediating role
through the sense of meaning in life. The research was conducted through an online survey platform
involving 290 Chinese university students, utilizing the Distress Tolerance Scale (DTS), Meaning in
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Life Questionnaire (MLQ), and Gaming Addiction Scale (GAS) for measurement. The results indicate
a negative correlation between distress tolerance and video game addiction, with the sense of
meaning in life playing a significant mediating role. Specifically, individuals with higher distress
tolerance are less likely to be addicted to video games, and this tolerance reduces the risk of video
game addiction by enhancing the individual’s sense of meaning in life. This study provides a new
perspective for understanding the psychological mechanisms behind video game addiction and of-
fers potential approaches for its prevention and intervention.
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WER BE I 2 NS AN AR oK, AE X PAT AR — i, Bt N, JCHEF D EEA
FISLIE, AT AE £ EARA TR 0 B {E B (Purwaningsih & Nurmala, 2021). fEFF/4EH, ek BUE Ok &5 4
TR o B B, B DAL A8 FERIARS #0312 , TR 2K i 9% %% (De Pasquale et al., 2020), A AR 7% 5T 2 (Beranuy
etal., 2020), F#ARZAN SR, H-FEUMEARRIZF(Chamarro et al., 2020; Kirdly et al., 2015). fjifi 5.2, Wk
FSREAE AN 5] AT 0 75 20 4 1 A2 3 7 AE 47U B2 (Gibson, 2022; Haberlin & Atkin, 2022). B, 5476
FUR BB U AR R SR DR, T R AN, I S0 B PR R T 4 it

185 46 I e — Pl B R BN T B AR S AT A B ZE IS 28 . A5 48 0 R 5 395 N AL RS
(B, FASFIALEE). AMERRRS(Ian, YR AR B FRRS; Hollett & Harris, 2020) LA K 7] @5 18 (Navas et
al., 2017; Rogier & Velotti, 2018). 44 [l & ) ELIG M {5 FH (Akbari, 2017)F14 i) & IR 3k 2 5 (Bllasi et al.,
2019) % VIMH K o T T 32 1k S 4 J R B UIAH G, 408 SCRAMBTETHN He 7+ 9o o BANIE 15 58 I PR R
RS, MEZFLOHEBRIRR . 45 B T MERPEEER. BaE 4 N m: @) BiEg5Ik
TSNP VTl (b) THZPIRESIIETAT; () WM& 5 RS R O & LB 5 DhRESZ A AR RS (d)
AN 7RI RE J3(Simons & Gaher, 2005). 428 9 v B G | R o BTG B, 98 e i S AR ) M A
AR IANE N [ WA A (Leyro et al., 2011). PJ5afd H A S T oAU A AR , IR o T S2 A ARCR A7 T 2540
(BRI IIAAR 2 B B 3R 46 R 1 45 R P (Simons & Gaher, 2005). Simons il Gaher (2005) &1, @il f
il 52 B3 (DTS; Simons & Gaher, 2005)Wll & 9 w1 52 M5 R BRAIPTRE R0 BIAL 1526 PR 2% 1 2 7oA
K, GGG MRV 232 B AEAHDC . IR IR v T S2 Ve S5 0 A P g i s 17 % i) TV L P 245
{8 A AE BAH 5 (Marchica, 2020), AHSG T vl i 32 P4 X6 T A sk 1) s el B AR R ML R I e 2 o

A i it R U (Meaning in Life, MIL), 82 MEFRN G Hom ORI E SRR 2 K8 R
(Steger, Frazier, Oishi, & Kaler, 2006), & — /N 2 E8, BAE ARAEGFEREE, Steger
W, R SUREREWATTH: B XAAENE GBS . PR SRR MR I8 B A
B, AHKAAMER: BOETFIRIRZAMMES M B CAEFRNE S E K /&, 58D
FaE st . i SCER BRI, X PANERE S B O R IR R A A RIS R, BT, fEa AR
SRR R T 52 A DA SR PR PR O R I, AN AR i 3 SRR 73 B 7 AT, T2 49l 43 B SUARAE AN
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OB T ANERE SRS 2 UL R R I DE R . Kaya (2021) % 5 204 W0 £ Ji 3 0 (A F 72 & 3L

Bt 0 2% 3 e R K P BB A, 2R 7 SOKP R TR Xt R, A i SCEE SRR B b B2 0 4%
RRE R, R HRERA A & AT W] LSRR B J1(Batmaz et al., 2021; Dogrusever et
al., 2022), TAKYKE J12x 88 ek e (Canale et al., 2019), i Xk Bofie 2 PR AICSE AR i (Kaya, 2021; Turan,
2021), Rk, Ay E ST 2 R i xR I — A BB . IR MRS B B L R
FE R B A S5 i TR M UAFAE 5 17U 55 (Steger et al., 2006; Won et al., 2005), Pl 7] LA T 3 4 00 95
TN 52 M5 A iy SO R A G o 383 B SR AP 50 SCHR T AR IR, 9 75 Tind 52 P X i a4 7 >y 8t
) BAT TR, 6 2B i 2 SOBCE A TR A s AR iy 2 SUBO T OB A T A st ) 1 1L A TOE A, IR
MR, TF 6 B B bl m RExT AR dy e SUBS BUREAT s i) (150 R LA R A4 FH 9 xR G A8 g, ol
U, PEAER, 2012). T UL, AHEFOR DLB E MRS AN SO R, PR A iy 3 USR5 0 R v i
B2 SR RORE I OC R AL R AMER

2. F&
21. 5%

M 202344 H20 HE 6 A 25 H, IAVELAEL A& (LEL https://www.credamo.com/) B & T
I EEERE, 2 EERKTIZAMEH. A 300 XARAES S TiEE. OB T AREEE IR ER S
5#(n=10), &%, {RE 7T 290 AL, 102 4 50, 188 Zfclk, P4y 21.51 % (b
% =161). AWFFRFFEMM/RERE T, HIRE T A %P B B &, B EH, 5E
5 EWERESSMRARESR. ifs5HE8ARAES S5 T AR .

22. ME

221 FEEWEMER

IR v ) 52 14 F2:35 (Distress Tolerance Scale, DTS), Hi Simons & Gaher Zwiill, HSCHR /N BREIT, 3t
13 8, AL WA TP =BT AL, R 5 A (= FEARR, 1= FEFEE), B2
R AR A DR E U/ NBE, =, 2023). 4 HTHF A Cronbach’s o /v 0.93.

2.2.2. NEBRNEn)E

A SR R %5 (Meaning in Life Questionnaire, MLQ), 1 Steger 25 A, T d AL HE1T (£
o, BUIRERH, 2008) . EFRALHE 10 NIH . 408 “ B AFE” (MLQ-Presence) Ml “ & B S ” (MLQ-Search)
WANERE, R 7 Gotsy, 8o, HAEGE BOK MR, REBRGNERE. AU E AT
4E 1) Cronbach’s o R%UN 0.92; & X 3BF4E/Z 11 Cronbach’s o %N 0.53, EEKZE, KILERE TR
o AT A I 7 B3
2.2.3. R EE

T %% F 7 B (Gaming Addiction Scale, GAS) (Liu et al., 2020), &AM ) R0 2% it BB FE L, 7 NI
HALE, M “1= WA 3| “5= JEHE” , 19585, TR RIS . 455+, Cronbach’s
a H¥ 0.88.
2.3. BB

K SPSS27.0 Gttt At W SR B HEAT T Bl e« JLRTIEMmZE . RS MSLREA
T RS, B R TT 2 0 M AR R AE R0, 38 HAYES %65 (1) PROCESS V3.4 Z 2k de i/ 2L
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. PAP<0.05 RRnEFEEGIFE L.
3. &R
3.1. BRAERE

AW 7L Harman 8RR VPAil 5 W7 V2R 22 I Al BEPE o X = A B 3R 3R 7528 B (R v i A2 1
o SUAFAE RN ) B I R R MR T M AT TR . 45 SR BN — R TR T S 2510 33.95%, KT
A0% I IAE, A BB — VR
3.2. RSt

1 BR TR BRI bRAEZE AR EAH M . R S s . B AR 2 AU
Xy RTINS B AR N

Table 1. Correlation of variables

=1 OLEEXMR

AE M (SD) 1 2 3
1) W 14.92 (5.42)
2) R 52 40.37 (14.69) —0.40%*=*
3) BHIAFTE 23.73 (6.85) —0.37*** 0.49**

yE: **P <0.001, ***P <0.000.

MSTREAS t AR R BT M ARG, RS A R T 52k AR DAL R R A5
AT E R . FLER. BHKFESR.

3.3 BUHFENPNABNKLE

AW TR I 2Ry B A, WA E AR, B OEEE AT AR B AT A . (8
IS AT I 45 e 2 o FEARRARL 1 Hh e i 32 1t R I 2 07 e FOUIN I X R (B = —0.401, P < 0.001); fE
BB 2 vh, R S M RS S 2 1E R TN R SUAFAE(B = 0.494, P < 0.001); &) A &R AR il xk Bk
TR AS AL RGN N TSGR v i 52 P 2 6 ) T e ek e he (B = —0.287, P < 0.001, & SUAZTE X IhERR
BSR4 IE [ TR0 4 ) 528 (B = 0.231, P < 0.001), &% a0+ 3 fis.

Table 2. Regression analysis of variable relationships in the mediation model

F 2. P EEPTEXREEFSR

. RS 1 (il ) B 2 (7 UATPAE) BEAY 3 (U AR SRR
L B t B t B t
I T T 52 1 -0.401 —0,708*** 0.494 9.650%** -0.287 —4.720%**
AR 0.231 —3.804***
R 0.401 0.494 0.448
R? 0.161 0.244 0.201
F 55.073%** 93.122%** 130.147%**

7E: ***P < 0.000,
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Table 3. The mediating effect of MLQ-Presence in distress tolerance and game addiction

3. BXFAEREMZ SR a3

sl

LVONAIEN 95% ClI
i e ) 52 M — T SUAFAE — T R R
SR -0.189 [-0.239, —0.139]
BN -0.135 [-0.191, —0.078]
g2 -0.054 [-0.089, —0.024]
AR5 R L 28.57%

AW 5T R FH Hayes 2 il f] Process 23 IR RS 4 HEAT oA 2082, 56 FH f 22 12 1E ¥ E 43457 Bootstrap
T3R5 (FE S 4 AE 5000 Y, EAS X IF] 95%) i it 52 14 T Uite Xk R I ELEEAE FH i SUAFTE X U xR R
(TR o DA 5 i 52 PR R PO AR &, W s 4 AR i, B SUAFTE N R A AR R 45 IR R B, REAY
W& RAF, Xdf=1.31, CFI=0.995, TLI=0.973, RMSEA =0.033, SRMR =.016. %77 FEHR &
mpE 1, FrEBSAERIEE T g ERREEKT(P < 0.01), BRI A AN 3 Rk
T XCAFAEAE IR 5 Tid 52 1 AN e i 2 B P A BN LA G ik 2 3 M . B4R AR (—0.135) A b A BN
(—0.054) 73 5l i 4 2% B (—0.189) 1 71.42%. 28.57%.

TR R

—0.135

Figure 1. Model diagram of the mediating role of MLQ-Presence in the relation-
ship between distress tolerance and game addiction among university students

1. BEXGFEERE M SRR E S A 5 /38 AR E

4. ¥1ig

AR B T 2 5 8 AP 3 IEAH DG, X5 DU 7T — 5. T 4a g 52 M i A A Ll i
ST T S MR AR BE A P BE AR DR 38 SUMAFAE . T BB DR A 15 45 R A M m DR 3o %o A 3 2SI
FRsE, % B TR AR I R B 7 AT (Steger et al., 2008). T E A — AN T4 S [R A0 R 5 BB
Bt. Steger %:(2006)F8 i, FH/AHTEAE A B FEURA A LA T, 7T RS B I S A R R &
e EE R . SR, 25 8 B0 A dy B S SR T X By 3B 5, mTDAHEN, DRk Tk i A ]
RES L B IXFIE T BARAWIFR, T/ FAEREAT I 25 X% I 75 548 & £ (Monacis et al., 2017), {Hid
J5E B AE 2R 0 X AR T BEAS IR P ER 2 AR 1R B AN IE B, AT 3 B0 45 3 3% i (King & Delfabbro, 2014) . — I
AR E TR, BEAE T DR BRI, HAE A= UK 238 n(Kaya, 2021). fF 5845 R IESE T
Az iy R ST 5 T 52 M 5 W e 2 I B o R LA s B A o AR T I 2 B DB, S A A o
BOUBRAT DU B PR, IR SR A B SRS, W R AR TR R B .

ARG R NEDE. HE TS FKE. FASLAA L AN LR O PR B L R4 T A
SR, RPHR T D AF IR T T 52 4 A0 A iy i SCBCR T B At AT T 0517 0 e

W FRABAFAE— 2L R BRI . B2, AT TR REWTTHI Ko 34T 188 0 TR A9F 9 7 R 3 TGV e T 9 72 o 22 [
MG R WK, TELR5E IR 6 A 25 AT RERC M T 5205 38 I 118 (B XK BE BRI NI AN V3 5). )
—ANRRMEER, SHERREE, R RGRA— ekt BIrA Y E. FEAREAER, FRrEia
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ATHESE, CARRUEAHE SRR I, JF R A4S HAd B 70 B v (A A Img BIF 58 LUR 5 A8 5 2 1) 1 PR R SG 2R ) A HL Ak 26
BB (i o 5 M U5 R B SR AT B R ) . AT S — N R IRYE RS 5 R & B ki
(1, PEUE R 5 52 B RN 7T 05 0 22 RS (2 TR R 22 L 242 A [l 22) -

EHEWH

IR A HE T I E “ R AR i 52 M, ALk 5 8508 L AR 198 & - A IRIB BRI FT 7 (22C0476):
BIBH T 4 2Rk 2% R VT B 25 51 4% 2023 4F F — MORHIHRE « T > 48 i 52 1 5 A8 RAB S K AT N9 ia
EEWFIT” (23YBB14).
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