Advances in Psychology ‘{0>BEZEHERE, 2025, 15(2), 238-243 Hans Xt
Published Online February 2025 in Hans. https://www.hanspub.org/journal/ap
https://doi.org/10.12677/ap.2025.152081

PILR B PRI AR : B, it
IR B EERER

) # #
PO R K5O, HER

ks H i 20254F1HsH; A HEB: 20254F2H10H; &AAHB: 202542 H21H

R

P 4% B T RRAE B I R IEAE R ZUE T, {ER AT 2otk iy ) AR AR T P& ek — AR EE
V) R o SX TR 5T BRATTH 52 T R A R AE T 7E P 48 i xR I 4 1 R« B f 42042 £E 48 7E 18~63
(M =29.60, SD = 7.20)) F B B HKAE, RITRIABEHE. o EeMiE, PLASHR RS PR
HABMASBFAEEMRRR. BTHXER, RABE—SHATTRASY, SRR, Btk e
SKECMF, DLK AT = iR AR RS IE ) T e O RE RIS AR B . FRAT A TR 5 A B RSB R 31
BARRIRE ,  H BN 51 s W) & B 2N 7

ES 4

P IERR, Bk, ST, )5

Sexism in Online Gaming: The Role of Social
Dominance Orientation, Territoriality, and
Aggressiveness

Zuofu Liu

Department of Psychology. Southwest University, Chongqing

Received: Jan. 5™, 2025; accepted: Feb. 10%", 2025; published: Feb. 21%, 2025

Abstract

The popularity of online video games is rapidly increasing in China, but sexism against women has
become a significant issue within these games. In this study, we identify which personality traits
predict sexism in online gaming. Through a survey of 420 Chinese male participants aged 18~63 (M
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= 29.60, SD = 7.20), we found that aggressiveness, social dominance orientation, and territoriality
were positively correlated with sexist attitudes in online gaming. Based on these correlational re-
sults, we further conducted regression analysis, which revealed that aggressiveness, social domi-
nance orientation, and territoriality could positively predict sexist attitudes in online gaming. Our
study contributes to a deeper understanding of the causes of sexism and provides insights for de-
veloping more effective strategies to combat it.
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1. 5|

FEM IR, BALIMKEE CEPIEIT L, (HR e M R AR A A S SR, &
SEHVFZ s B CIEM SR IETEEZ B, 255, JF BB 9Tk s i —3 5, Bl 2 “ Bl
AP N7 (Fox & Tang, 2014). A7 2RI TLRI, TEMZHET, FX LB R 85 B O 4 ek
BN 1> 5 1 i) i (Kuznekoff & Rose, 2013) 0 5T~ 22 1t SR 5t 0 45 T Xk fe 78I U= Y R 2 Vel 2 it
NIRRT o AN Uit , 7635 X% HH 8 52 O SR 1 2o PR I 2 R e 4B 48 e ik, I HR 7 #k(Fox & Tang,
2017)o AKX FfE AR HH PRI ) IS AR A 0 20 25 5 ol S, TR R 3 A AL 5 VA A 2l S A Tk W U
AU — By . HET I, AHETE B ERER S Wi AR R I LA AR AR B, SRR SR AR B )
JEIR . (ELRAAIIE R AT IR T — AT L R R Hal. ATEM TSGR Kok [ 1 5% 1 B
FERRAE L, EWAR 78, Mm-S, S G reRs 7, REBEETRAE 17—
ANORSF B ARG 221 (1) 4 X (Poland, 2016). VF2 L Euxk i, MAIEDURIN G T ZIR TS Yk
FE ) B AR (Choe et al., 2020).

FAMEA BN B 2 N A B AR o — AR I B R Ui X S I e o 5 MG RIS AR 2 DA R A
RI(SIDE) K : FEFE 44 56 R, MM 23 S35 IR B 71 (Lea & Spears, 1991), W27 K 1 78 7 55 s 44 1%
e A4 VAR NASFERTEABAT T AMA S 7, TR A& S 00 AR, DRI B 2 st 2 IR A T At AT T Py A
e ANERZ, EVERZE, WERT SRR EA R S, BRI R SRR R A
Gk, Mk, B7), MEGE, XK BK T EAMBGEAT R, VERX LI B D B I Lol AR )
B 5 R B B AL B A5 (Fox & Tang, 2014).

WEFER B, X 55 1 RV P IR DA ek 2 S T B ] 08 A T P9 6% it 3 4 1) 5 400 1) L B2 4 A (Fox & Tang,
2014), 53—V EEAEWE AR AT SIS Sk T AR RS S, R K o
1 S5 B LY 5 1 7 B A, P S i S2 B BT VPR 2 B P AR 9 1 = £ (Kuznekoff & Rose, 2013). #F 5%
B, Do 2 e DR ) 55 1 bl A E HL i xR B S R I B s B A A 2 (Stermer & Burkley, 2015). 53—
WHIE R I (Jagayat & Choma, 2021), #h2x Sy fEEERT VR N 2 Mok e S0 . (Rl A
TR, MR RBaE S8ETaE W, 3 RSHES 0 E B, B A R RILIEE, M
BN D BRI AR RO AT & At 2 G40 1T O B B AR(Tang & Fox, 2016).

Wi P A A FH e PEAT I — R RS (R AR 4 5 (Busss & Perry, 1992) . S 2k R 250t 78 H 13 ke HH AR
WL, PUONVF 2 TELR LTIl e 2 I RISE S 1), X AT RE S SEEE MBE » Botte 51 BB 2 )
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KOG, bk om A AMA o 25 DY FE ik b R R T S W AT IR IRAT N, R R B, A BRI kot
FRT P 30 R 5 AT 3 )3 32 4 AR S (Fox & Potocki, 2016) . Bras P S 4IE B AT LA TR 53 5 b 25
MIRZIE, — TG T AL B IR I 70 R B, B v B B M 1) 2 5 38 T L T S AR 19 1 o) S A 5
(Ferguson & Colwell, 2020). V2 B A b A AR S 1) SJ 10, 1% EE 5T S A &2 Ui R SCAL ) —
0y TP S B A8 A S 3 Mo P B AR A SR, 5 SO S MR RE T B A RN ZE AR ED &, B«
“LHTTEREUE T, B BIIRMBAACR IR AR, YN CEE T, KRS R TR R
FARFOFHEASE o FF L, WS8R PN A AR AR RN 2 A ek S AN ] 4y, AR I o R SREUHR 35 R A
TP N AR T 28 R R RO, B2 B BB R M BGHESE n, ITT 5 BUR LR S ARAT J9(Seo
etal., 2022). [Fth, AWFFEHEHARE 1o Booh BRI 1E 1] FoIE X% HH 00 1 ) S A

FE2x SO ) 48 R A2 A A B SR AL iR B RE A PR A 2 55 g, AR PSRRI R, 4
SEM ) 2 FEMEIN S, BERRDEA PR, FRLe R ] DL SCRC SR AR S A HE S R 2 TR AN
ZEHNTT, SR WA —ANERA R T AR BEAR A4S & (Sidanius & Pratto, 1999). X447 %% H 4 71 1 22 Sl
GrR T BVERI LA, S MR A IR AT R R, DRI ARA A AT 2 R I — 26473, DAZES AT LR35 A
IR AL . Flhn, B J& s hn ) 53 s A v BETEMUATT I Geih Gk e 2 2 R BE T P 2o, b4 St
)2 e P B VAR AR 2 A Lo M B AR A T PR TR AT, 75 X80 R AN a0 53 1 o DRI AR T B i 2 #hss
SCHCA ] fe 8% T [ R0 e 8 PR S RS B

T ANFH I [ TR0 R 2 45U R IR . Brown 25 A (Brown, 2005)44 4% 5 R 5 SO A3 Bl At 2>
MR FTARIAT IRIE . — BAUHENAR, AT REUEOT A2 BE AT AR OR B H O Af . X i
AN BFEA TR, WsEyr=: e LIERARTE, Wik, Memsit. FEit, Sie] s
SRR, R AR A LSk — B AN S P AT, A AT AR A X PN P L P TR R . ) — T
FUHH T3 VRN B R 2] (10 400 1R X P Tl SRS PR R P BRI A v FEERRUR P T 4 FH (Seo et al., 2022)
R, AHF U AR 3. USRS 3 1 A0tk 2 VR A % 11 1 F00 7 o 1 2 S s A 2

2. ik
2.1 #iR

AV TS AE B LB X 36 Credamo (https://www.credamo.com/#/) E AT HE IS I . A A L4
N 440 ZAERSAE 18~63 % 2 A B TS 5%, Bk ETE . MA185E S — 56T W2 kIt
FAEM AR, EREIFHH, SMualsd et B, I DA EEaR . i a3
TRIE, MAIS 5K EELAR, FraBsERImEE RS TR R. ERRFARE, iAS5EHE
5T AHIE B A

TEM AW FR R, BRATHN T ZAEE MR, SRR &, EEIREREE RS
FEBE—ANREE FBETL, i X EBE IR H —BIRIR. 7 RAA AR, AR TR R R
Gbo RBLVER NS — BTN S 5 E W HRERIE T2 4b. dhah, B ENERET R T2/ N 1B
F AR ARTE LRI AR BT K A HEBRAE A1 o FEBR 5 » 54T 420 44 iR i a0 N B8l 207, 7E X e ik BL, 45 370/420
(88.10%) A KZEAFL L UL 57, S 5F WA R ITIEERE (EERME) (301). (SERi) (108)
1 {CSGO» (29).

22. fiRIE

221 BHMER
7] Buss 8 ANJT KX (Buss & Perry, 1992), HIZEBRz (Fik 255, 2013 AT EER, %8
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R 30 AN, KA 5 it T = AFFE, 5= BEMAR). S EEPEREZYBATA AR
FIRK FEREEE . plan: “SREEOLN, RaSERIAEMITAN” o £ART R, WS RE0N 0.94.

222 HEXEMiEESR

{4 sidanius (Sidanius & Pratto, 1999)% N & 19, HMKE PRk T, 2018)5 AMETT 2 e )
R, 16 MRBA R, K5 st (1= BEARE: 5= MAIEE). 5o, RN B
kG TEARTRTCH, P —EE RECH 0.917.

2.2.3. MHEINER

ATEk 4w T (Seo et al., 2022) i XRATHL M B 3%, M 7 AR, [/ 5 2#HFE00= AR,
5= AR, Blln: BRI L HEBTR AR M N HRR, BEr 7. 7 S, Ut R .
TEARW T, W3S 0.88.

2.2.4. MEHH MR ER

i H Fox %5 N\ (Fox & Tang, 2014)JF & R X 28 Ui sk e A S f 38, H 16 AN e) @2, SRA 5 it 7377
KL= MPIAFZ; 5= smFFER). Bom, MBS, . < RKZH b s
AR —EEuiEk. ” AP, AHM—SEEE R 0.93.

3. R

] SPSS 26.0 X4 AT M. B, HHATHOCPES T, 2R LS T BTE TR R R ST E
BN IEFRATHUA R A, Bodite, dha SR, DS SR ER S 1 B S IEAR K (p <
0.05), [FLFRATE— B AT T RAERENE 0T, BIASERaE 2 fros. FEARREES S, B w2 &
(177 ZE R R T (VIFS) AN I 3, REIAWE FAAAAAE 2 B ILL M . 2B R 758 0.36, filRkE 1 M4 iE
R AL T 221 35.4% . MIEI 25 B AT DAAS ATt Wt X 28 e i i) S AR 4 FEE P T A P 2
(b=10.29,t=16.17, p < 0.001), 42 AT Xof [P 2% Jite ek 12 ) SR 245 FE 1 T A FH ¥ % (b = 0.20, t = 4.70, p
< 0.001), 45T R NF P9 28 e 3R A ) SRR A B2 ) Tt A ARS8 2 3 (b = 0.33, t = 7.84, p < 0.001), {i% 1.
2. 3T,

Table 1. The correlation between variables (N = 420)
F 1. SETEEMEXREFRN =420)

Bl M SD 1 2 3 4
Y 2.13 0.62 -
ARl Wi 2.82 0.94 0.43" -
A AR 1.63 0.63 0.32"" 0.20™" -
IRR) 28 i X5 14 ) SRR 2.63 0.80 0.47" 0.39" 0.46™

7E: "p<0.05, “p<0.01, ™p<0.001, {REEAPALNEL.

Table 2. The regression analysis of video game sexism (N = 420)
7z 2. FTPOLE R MR AR B [EYA LR R (N = 420)

By BARILATEEL REEEMN
s T AR £ R R F B t
Wtk 0.28 6.17"
b
M’%m:ﬁﬁ””ﬁ S i 0.60 0.36 77.42° 0.20 470"
AR R 0.33 7.84™
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WRFCUITE 7 B . RE 2 ST, ATTH R R P 6 0k A A U B
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B DO 5 W ORISR, A 2 AL TR, e LA 190 45 e et 5 e (1 0 A gl
PESE NI, I 2 1 35 R Ik P — 5 BT, TR 114 A SRBE R LR
TE T [ HE— B U, P04 e T o LM AT A S M BRI, B AV % A Pk — 538
T, B B R AR AT S AT AT . R Bk B R BT Rk TR N B b s b, AN Rt P %1
BCEN ok LA f e, GBS, BT A S AT M g M 3t 57 24 78 e P 28 IR I, KT e 1
WRENS, IR B
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TERRHBATSERAT T . B HE R R—ANEERE, ROOZE LK LR AR L L2
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P 9 o 5 S 1 5 A R B (R — B B B ESh, FRATT IR TE 0 2 18 BB R (0 Wk K
Rk KT A R S B T f— AN SRR R B, SR RO 9 T LKA A I TT, 5 3 R W 2K T
TE R I P BB P P R . SRATTI KU 58 RSt T TR RE GO P BB BE , (BRI % 4
PEA R Lo BT 5 T BB AS BE s XA DA S I SR B Sk . WNRTFTR, V5 % Lo VERESZ I T 4T
PRI, SRR R AR R E MR €, M1 CH A L S AT Tk, X2
— N R SIS, AR — SRR

5. &
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