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Abstract

In the information age, video games have become one of the most popular forms of entertainment.
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However, the debate over whether violent video games increase the risk of aggressive behavior in real
life continues. This study explores the mechanism of violent video games on aggression from the dual
perspectives of mood improvement and aggression catharsis. A total of 183 college students from a
university in Western China were recruited to participate in an ecological momentary assessment
(EMA) study, which lasted for 16 days, including six rest days and ten working days. Data were collected
three times a day regarding exposure to video games and aggressive behaviors. The results show that
violent video game exposure leads to improved emotions, which in turn reduces aggressive behavior;
however, it also increases aggressive emotions, thereby causing an increase in aggressive behavior.
This study refutes the catharsis theory and provides new evidence and theoretical insights into the re-
lationship between violent video games and aggressive behavior.
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1. 51§

BEEE BRARIEAL, Bk AR 264 Bk T R oR A Rk U K . Newzoo ) (2023 4>
BRI MRS ) S, EERIER IR A SO 33 12 A(Newzoo, 2024); (2024 £F Hh B8k 2= Wb AR 75«
1 H~6 H) Wfa, A EM LA Em i 6.74 14, P EARMZSH 1) 61.7%. XRS5 TE
—EFRRE bR T H IR R R S G T B S AT R o B AR R P A PR S I [ A AT AE R,
HRRTBIJE IR 2 FEON A G BU 0 0 RS, 22 AR KA DA LE 43 B

AR B IT R IAZ fik 2 77 W Ui 3R 2 5 B0 S AR v A Bk P I 39 I (Anderson & Carnagey, 2009; An-
derson et al., 2017; Greitemeyer, Agthe, Turner, & Gschwendtner, 2012; Li, Du, & Gao, 2020); 2R, tH2—
R4 T BRI R R I Fh B & (Ferguson, Copenhaver, & Markey, 2020; Hilgard, Engelhardt, & Rouder,
2017)0 FFH., 78 HL IRk A it B 1t W] DAY D Bt P 1 28 AT A B ARE AR B 1T 2 A AR SRR (Gen-
tile, 2013), VFZ IR ITEAMR#E St EE1e, A5 Tk T gD B MG 25

SEbR_E, B BT TR BB B SR 11 46 B A BRI 52 (Bowman & Tamborini, 2015; Fleming
& Rick Wood, 2001). B, FuaA nl Ge 218 46 i i R B vEAE 46 b . 8T, B2 faimid
KRR UG g, TR D BEEYEAT s IS 2GR IEANERE TR R T E R T RE
52 XN, B AR RS AT IE TS 45 (Gentile, 2013). Bt AHF 7R B PR B 77 B TR,
FELE Dok BG4 L S B M S I 4 XA, — 20 B A 77 F 1 ot TS 1t 7 A S e P A7
AL, O RS H R R AL SRR

L1. RNBFHERESHEETH

V2T TR 17 8IS AT MK R . Greitemeyer and Mugge (2014) %1% 4
B SEES A SSRGS HEAT 1 o070 A, S5 SRR, Befd B ) v 1 Rk N Mok 1% « Prescott, Sargent,
and Hull (2018) [ —IH [ B 78 70 M IR, BRI 5, 807 7k 5 B 47 A 2 IEAH G . Mathur and
VanderWeele (2019)7848 i, i BHT 7347 70 70 BSOS S bE, RN T 28 07 i sont o PR 1R /)
[IRTEA kIR
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B2, XISt —BAARS:, UWIHIFARITA B R 7R3 RN . b5 AR DT 5T RS
558, W GO LLAT I J0 0 AT 1 478 58T, 250 I I FL Ul jRO U P 155 48 A A Y 3
T B VEAT A 45 AT AR AFEAE BB 4 7 J& (Ferguson et al., 2020; Hilgard et al., 2017). XAE—EREE LA
HH 22 77 U RO TG P IR 2 TR S M AN BE RS o« AR — ISR IR SR Fu b B, Bl MRS 46 2 2 07 1l
T B AT s (R 2R A, RO H IR S 8 T MR AR IR BT . BRSNS, X E
BOREN T B YEAT A (Greitemeyer et al., 2012). (R, 77 U AE H T Beh AT A ALHIR 7] fig 2 18
T o R TS VAR 2 R A 2 1

MERIVEAKE, BUb AT AP LAX 3 N F BB i S A Sty .t — 04000 B AT v B T4t
PEH BT A, A RN A [F R A B AT

1.2. 1E4ENE

Kardefelt-Winther (2014)52 th T #MEPER 8 AE A B 18, 45t AATIZ W b 19 DL 3E I S A= 37 1] i B 27 %
TR 26 o AR BRAG [FIREAE B, PRI BN AR IR B 1 S e ) IR IR Bl H I Y O R K
A BT 5K 48 i 18 I FE - AR PR SE AR A L T 1 2 (Deci & Ryan, 2000). Olson, Kutner, and Warner (2008)
RT3 F2 A% FH 2 ) U AROR RO R B ), R ARy —FifE g5 Bt . Olson (2010)iF — 24 J&
TIRXAEE®, FEREWT T R ORI 62%1) 5 £ A 44% 0 e 3R s At A T 2 ad i B U R R 7 B B O
T2, M 45% 55 720 29% 1) 2 £ 38 s A AT 28 5 e FL Ui R R I 0 ARE A8 S A TRT B 45 o 76 AE AFAR A
Reinecke (2009) K M2 5 # 1) TAENE 55 12 FEAT H 50U 5 IR A8 2 IEAH G . 16% LRI I M5
SR B B B 7 U — A G A 1T AR 15 2 A Atk 47 1 1 48 1) 75 U (Bourgonjon, Vandermeersche, De
Wever, Soctaert, & Valcke, 2016).

TS A ECE I E R T 2 k. fESLi =i, i RIFEEN L= LLEE 4T,
HETT - E T2 7 U (T A A2 At Ui 2 28 28 ) o) 49 4 1 W 51 79 9 | F+(Whitaker, Melzer, Steffgen, &
Bushman, 2013), EMELE T 1) HFES FBIER IR Bkl BT

KERFAUE T Do ) IR 15 A ERA A E . — TS5 S i 0 R I,  Boad & ) Hi 1k
B )L B A RRAR 175 48 B 2 18 N (Fleming & Rick Wood, 2001). Greitemeyer, Weiss, and Heuberger (2019)tH & 31l
T BT RIS B OGN IR B, H R B 1 Do g WL R ) 1 4 A RN TR A
E 5 25 AH R

Douglas A. Gentile (2013)I\R, Budk /7 Lk AT BEIE T SGE DL K 1S 26k S 8 K m A H O
T Tt VE A AR T 8 ) U R R 158 28 DO RS AN RE DD B MEAT 9, A, X R RR AR A% 26 W]
e it — DI IEGHYEIT M. WKIAKE, XG4 SEE 2 B EHn Tiesa ik, 25
e 1 WL F IR B AT s i T SOV L & A2 (Allen, Anderson, & Bushman, 2018; Anderson & Bushman,
2002). AT, Budk 7)1 BTG 25 D085 2 13 /2 5600 FL il kS BUEPEAT 2 [ IS 25 R A Bl 2
—, X LA SCUR R, R PR R

1.3. BEEM

B FEAS BRAERE TS e BT IR, B IRS BHERR Y, AR A RURE RO R ) 57 T 1 2
A DA f O BRI IRER o X —1H 48 RETBOS FERIFR 2 A E . Geen, Stonner, and Shope (1975)%2 H T &
M EM S, P SO — M BRI R BRI 2 5, JF AR S b .
Douglas A. Gentile (2013 R S Bt 3 O “ —Fh8 a8 45 &, BIDu 2/ MAmiE sk s & 2 77 il
[HFEAT PLAE AT Rt AR B, R e e 2 5 RIS A BB o fERSJHT
TR AU, Mo B PG I SCRFE AN, FEDUR TR, Bl EE g LRIk, Rtk G2
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XITEME, Douglas A. Gentile (2013)iAA, L&A b4 SCRF UG BB . FrA Z 1 i o4y
PraB R I, B BB 2w e e JEAR L RS IEANAT , HLBON RN /N B s, RSk, B R
WIEM R 2 EASR R NBGR BRI 7 o IEWHh TS, V2 50 PRI A i 2B,
Greitemeyer (2014)— TR AR, ST B 07 B I 0 1) 23 BRI 5% LU AN B 2 0 RRAE sk i) N BE A ]
REAHG DL B T TR S R R Bk tE . st b, i DBk )E, BUh AT AT A AT REtH B
(Gentile, 2013).

BRI, A FHA SRR — Wi o £1XF 2000 4244 56 H 5 D E A A A 45 R Bow, B0 TR
A8 6 BU SR 1) B PR B i A0 5 08 SO A7 AR S0 S5 RS, ELREAAR (13t At FH BN BRI T B R (Lee, Kim,
& Choi, 2021)s 55 —TUSEEG A FEIL R I, B FAE I ST 1K1 58 77 FL Tl xR 8 56 mT DATROI 78 #7155
JE BOR ARG 28 10D, DAIRGSR Ui BA 2 77 FE TR D T Bu R M B PR 1S 48 (Ferguson & Rueda, 2010).

BT IR 7S RAFEA—S0 I HAb o A S 2 ) i ek nT R B B M E £ B BT
TiE T T Vs i R B, DO FUE 2 TR AL 70 58 2 SOk M I 2 B L & A i IS 28 0, [EAS I —
RV

1.4. KR

X THUAIF 50 R B AE 25 B PP A5 (Ecological Momentary Assessment, EMA) AR Bt 77 B I w6t 2 itk
B 1 28 A R S 26 2B PR R, DL S BEEEAT AR R ASBR PFAE L B RS b R 2
f%) 7 B30 B SR 3E AT BT 5 (Shiffman, Stone, & Hufford, 2008). H1T EMA 7EAT N KL JG L BIBHT AL, B35
B T B2 W2, 2% 7T H 25 vER P (Bradburn, Rips, & Shevell, 1987; Shiffman et al., 2008).
Kl EMA SCRRS HI H ARG A, BERIIESAE A 2k G4l i, w DUA R it
BHMNE, BTS2 =M TR R R M (Russell & Odgers, 2020; Shiffman et al., 2008). LLEAESL ) H IR
B TR RIS AT &, T RIS H 4 I Hh 2 ) FR T RS T IR SE AR R I B MERE I , EMA 2
A E TR T, i M Rik:

(1) By T Akl S B AT o BT

(2) 1H4 SRR T i TR Al S B AT N R IE R T AR, BDER ) TR T B 4 K
5, WS BSEEAT N BT

(3) BrahiMi A 4 16 B 70 W ik il 5 Mot VAT 2 R s i PE R, B B ik 3 B K
I I e R B A 1 15 g (M PR 4 N ), T B AT e

2. ik
2.1, #ik

M PG AR SR A TN R . S 5 E BRI — TP R R A, BFEARA1m)
NGt Eds . A i rE sl 2158, DL IPS . B RGN RE o B tix = TR B A 6 1)
K5 a4 . B8 T Gentile, Lynch, Linder, & Walsh (2004) M\ Anderson & Dill (2000) 252 ) B 37 %% ) %5
SR 2 ) HL IR B A . [DSCA RO A 301 A CE I ), HERR T X H I BURERR /NS RO 2 Th B
KU PN R BRI S 58 5, BIRAAG 232 4. o, 203 LI & EEZ T 55 EMA
WS 81 -

FEREZAT, A S 55 M X U 7 B 2 30T, MA1RE B2 IRE . Xl 7
W FTE R F MR B R 2 F .
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22. B

FEEES 16 K EMA WA, Z5# 0 EREERXS 3 NI ER A (AR 12 5 MR 5 R L 10 537)
f SN BN, 2 53EE 1 /NS IR R SRR 8, DR AR 2

2.3. EMA [9]%

EMA = EAH S & B s e Do s 738 i Ja R BGEPE R DL L AR 4003, bR EMA #5300 X 2
Drid BT TR BAA N UL RS 9 T IR TR BRI 22 B A 1R R AS [ i
WL, AEZJEVLEC T SRABAA Al AL 25

2.3.1. BFiER

TERA EMA H, S 5E B RIZIXFE—A . <N ERIRE DR, e Bbuid Bk ? 7 i
ST, AT ) B AR H R B RR . BRI WIERS, AR Bk e S A 28 TE R R LR ]
A HATEARIT R B IR AR A 2 KRR e B BT B A AR (1~100) 6

FRYE I SR 8 A9 2 2% 51 2> (Entertainment Software Rating Board, ESRB)#ffi i€ T &/ Ik K 8B 45
P(1~5, DEVFH BRI 3 ALIERAT I N FHE BT PER IR ) IR T 5 h 31 ECA S he
TERA EMA W, B U Al = B 150 < ki

2.3.2. RN

TERA EMA Y, R4 23,1 B R, S5 8R%:  “ WDod Bk Bk Bk, 75678
Uiz Z A (5 ) IHE RIS ERE LR TR ? 7 o AARITE 2% 1 IR MG 95 &R (Watson, Clark, & Tel-
legen, 1988), L3 “OERIN” “MATH” CPURM” “HIEIIM7 OB SIS RGBT <A
SR, S mE oy WERETE R R L R NE A SRR .

2.3.3. Wi

A EMA W, 1RYE 231 MER, 55 SM%E0%.  “ WNBod i/ B Lok, fRfid
FAT TG FHIVEAIIREEZ&? 7, BARMIIH 2% T The Aggression-es-a (Murray, Eisner, Ribeaud, &
Booth, 2022), f$f “FEFRAES” “HWEMKT” “WBANT” “HIFHAKHAN” “RI/ERT
DLAMRS” “BITANT 7, H S st Hhaimimon B S48, H=. W8S iERES S,
PFH. NG ERBEEE
2.4. BiEsHr

ST BE, A SPSS 28.0 #HATEIEFALFE UL SR TEG . b6 ik 2% i 1) By B ik 1
K, 28 o Hb A B DLIRE G v] RE ) 22 LR W) S, 7E SPSS 28.0 HEAT T ZR MR 43 T - BB JE K Hayes
gm i) SPSS %41+ PROCESS #1471 3472 E i Ah 1f.
3. 58
3.1. HEARER ML

16203 42 5% %, 16 AP@RiIBH LR, H 4 NKIEHEF NIE 16 KNI 48 > EMA ji) 3 thr
TR BIRBUL T 5 WIS N TR B E, L&A A E 183 N, [BIURTE EMA Rt ik ia
RO HEIL 4380 1. EMAs Y58 I (8] 55.3 s, “FHINE R 89.1%, FF& 44N EMA [N % (Russell

& Gajos, 2020). 5t i FIREAALHE 98 44 BVE(53.6%) 1 85 44 Lk (46.4%), WF 7T X4 B AFE RS 18~30 % (M =20.68;
SD=1.93), % 1 HIH TGN EF, S5FHEHNDZRE. R R ARSI
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Table 1. Descriptive statistics

1. fER Mgt

A RKME e/ MA FHME Nl
RS 18.000 30.000 20.672 1.919
MEhTE 1.000 3.875 2232 0.718
et il 1.000 5.000 2.923 0.903
5 PR 1.000 4767 2.328 0.920
B} 1) 8.000 100.000 29.757 16.139

TEe WA, s, P IREE AL AR DT I TR (VN .

3.2. XS

2B TS B AR O S b . B AR Ak S M 1 24 S IR AR O (r = 0.143, p < 0.01),
HEG M2 IEMRE =0.122, p <0.01), 5HEBGEEEIEMRE=0.063, p<0.01), FiEHd2EHAEC
=0.080, p <0.01). 1HZE S U TS 2 0AHIE @ =-0.092, p <0.01), FAEKE 2 AT =-0.049, p
<0.01), 5FIBERTHEAMIKE=-0.128,p<0.01). KdHIEES GELE 2 IEHR(=0.484,p<0.01),
SiEYGE 2 1EASE(r=0.708, p < 0.01).

Table 2. Correlation between violent video games exposure and aggression

® 2. RNB TIPS H MBS

A 2 1 F T U H FELeH Bk PErG 44 Elvan EliGn
2 7 HL U R 1
14 0.122" 1
Btk 4 0.143™ —0.092"" 1
FibWd 0.080™ -0.128" 0.708" 1
56T 0.063™ -0.049" 0.484™ 0.612" 1

E: "p<0.01.

Table 3. Regression analysis of the parallel multiple mediation model between violent video games exposure and aggressive

behavior

3. WHMHTASRABFIGEMZ BH T2 EP MR EIF D

P s T Az & R R2 F B t
T UE 0.277 0.077 90.590™*
B 7 HL TR ik 0.044 5.260***
Yo PEth 0.428 0.183 244712
77 LTIl B 0.019 4.623***
Bk 0.716 0.513 766.087"
B 77 VLTI R A —0.004 -1.542
EEPE —0.036 —7.456™*
Yo M 1E % 0.548 56.102***
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SRt 0.503 0.253 246.865"
5 BT R e ik -0.003 —1.480
IEEPG -0.010 -2.835"
Yottt 2 0.211 28.586™

FE: "p<0.05."p <0.001.

3.3. TS ERNBH I

N B 2 LS RN U P 17 4 T 2 0 HEL I AR L AT v [l R AR A A 58K H Hayes
il (1) SPSS ZEfifF PROCESS, &M 4 SHAY, HEHMAE 5000 X, 115 95%BEE XA RN
JEA B R MRS R, WP s, BRI RSN . BRI B
TR, GRIGHEMEIELGEENEE R, HESE MBS & E NN L.

SERUNE 3 PR, SIRSGERIEVA TR, B 7 i IR R A 2 2 1 n) B 28 5 (B = 0.044, p
<0.001), 335 IE A FMIGE RSP =0.019, p <0.001); F /7 H - PR TN S ESGH S RAREE,
2% Pt S 2 B R TN 1B B (B = —0.036, p < 0.001), Fearhifes i3 I P S 8B = 0.548, p <
0.001). BRI EIE BT R, 577 BT U T B R o 45 AN 3, 1 46 ol 838 S m) Tl &5
BB =—0.010, p < 0.05), Feali PN 26 2 IE 17 7 B A B0 (B = 0.211, p < 0.001).

N T RE D AT 4 B RN T 1 o T 1R B DA B R BUE IR A E R, ARBFFUCRH T R
R IE ) Bootstrap V23T A RURE R SG, 45 SR il sk 4 fise 5 B

Table 4. Mediation analysis of verbal aggression

® 4. FIERHH RN

A% RN AE 95% B A5 X [A] AFE H A 208 5 B
N 7T HL TR B fih—
AN Y _ — _ _ %
A RO Bl 3y = i 0.0016 [-0.0026, —0.0008] 33.33%
0 R A — .
A D et M S = 5 T 0.0105 [0.0060, 0.0153] 218.8%
HAY BB 2 AN 0.0089 [0.0041, 0.0139] 185.4%
IR B F B BT -0.0041 [—0.0092, 0.0011] —85.42%
BERN
FER A 0.0048

LELE S

BT HET W REM

HiEYE

LGk

Figure 1. A parallel multiple mediation model of violent video games and verbal aggression

1. RABFIRSSIERENHITEETNREE
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T EUEEUN, 2 4 BONAE BA RS EEIMREE 4 An. 3¢ 4 BoR, FHABE 0.0089, i SN
185.4%. HAT /RN (57 MR A — 155 28 0408 — 5 15 B0 ) (R TR 808 o 5808 1 -33.33%,
B EXH[-0.0026, —0.0008]. H/M3AR@) (F 7 HL Uit R& A% s — BUk 11 18 26 — 5 8 By ) (1 T 43 308
USR] 218.8%, EAF X [A124[0.0060, 0.0153]. BEEANAEA-0.0041, {5 X[EA[-0.0092, 0.0011], £
0, YRR THERN S IBSGE N EEANA R . D SR SRS S, BETE, BEScE
AV G 28 R A ROBLE 3, T8 7 PN S B BUE M BN AR E, B 1 FIH T s i .

Table 5. Mediation analysis of physical aggression

5. B EHEHH TN

AR BUNAR 95% & 15 [X A FEXF H A RN o B
N 7R i —
AT — | — %
HA RN D e Y 0.0005 [—0.0010, 0.0000] 71.43%
IR B — .
A ST 4 B Tt 0.0041 [0.0022, 0.0059] 585.7%
AR 2 0.0036 [0.0016, 0.0055] 514.3%
TR B —
-0.0029 —0.0068, 0.0010 —414.3%
BT ik : :
PRSI 0.0007

T EUER N, 72 5 RBUNAE B ROSE  EEI AR 4 1. 36 5 BoR, S A RUNAE N 0.0036, (U
RUNEH) 514.3% 0 A a2 @ (5 7 HL Ui 8 4 ik — 17 28 20 — By R B0k ) PR TR 422 380 5 e AR )
—~100%, E{5 X[ N[-0.0010,0.0000]. HA-3NQ) (F 7Tk fil— Boeh VRIS 25— 5 08 Xy ) i [l 42
AN o SN ) 585.7%, ELAS X 1] 2[0.0022, 0.0059] . ELEE RN AE N—0.0029, B A X 8] 4[—0.0068, 0.0010],
50, VLRI IR S B BGE N BN AR . LA RSB HA S, BRI E, B
SRV 6 0 N USRI 3 S T 2 ) F IO B AR TG I BN AN B3, 4] 2 B T BT AL

B =0. 044™*

| R Tk |

B=0.019** B=0.211"*

ESTITH

Figure 2. A parallel multiple mediation model of violent video games and physical aggression

E 2. RHBF NS SHRKENHTSE DN ERE
4. WHig
4.1. FRHBEFFERNEEEITANNEFEP N
TF 50 45 AN SRR B 7 B T B O AT B B B, AT ASHIF 0 R B T T 4 S22 1 v
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N EAE AR AR S 7718, e T RSN AFAE, IXAE— e R BE b nT ARt 4 28 0 v 1l el
il 5 B EAT R R ARSI FCAR AFAE S . BERBUSHF 1 Prescottetal. (2018)HIyCrHr4hie, RIZHE
FARFE M E A AR, By HLFRon Bt VEAT J9 I B 0N 5 S A AR AR A 158 D5 35 1 1 i &2
AT E IR o

BARIM S, 770G 00E B B W IR, X —RZIMAET A8, e 2708
TR LR G G EAAEH . 7EE LRk E b, B UCE ST BEEEIT AR, AEESIE
Yrahiif & SR #R Rt . X6 T Douglas A. Gentile (2013)0ER, P43 E ISR /1 H
TR IR 26 GG N 2 A B AT . S8 b, R SO M B 58 (Bertsch, Florange, & Herpertz,
2020), B AT ARET B AR T AL S R B U S, X LeAE S LR 22 s ) A B
WG AT e S B AEAT AR . B, FEAHE T, 500 R AT B AR 1B AT AR
AL S A 4 BRAR T B AT R R A

T 7 IR e PG 48 BT I IE R R, X AE R BRI T E M. E RN
27 U AR Al B 6 LE N AE RS R B RS A, TR AR R S P oK B B PR S PR,
B3BBG AT AR, B EBRAE b, b rEs 4 S 8GE AT N BT, AE R FIBNEEIL 2 5
WG AR It . WEFCEE RAT & — BBGERA, —RIGERR Y, B TIERIE M mAR R, @i
HEMBGEEE S . GRS S BBt MR ES R, I EGE . SRS (Allen et al.,
2018; Anderson & Bushman, 2002).

W ESCRTIR, FEARRTITH, B i Tk i 2 1 I A B AR I R B ARAE T ) AR 1 AR
P, RUERRAS AR, TR 1R 35 1 48 GE A R 1 RN G 15 AE R AR T
SR, MRLER RN KT, 07 BT R oot 5B S A S2 I 58K, SRR 0.0048,  TX SR BT
RS A 0.0007; & B AN B L) N AR ) 6.86 o X TiX AR, —J5 Al PAE R AMAT)
T 78 ] PR AR A (Zlatev, Kupor, Laurin, & Miller, 2020) KM, MEIEAMEIT AR L2 8 17 AR HIE
BIRR A, AMAXT B AT AT A AEAN R R B R s S8 Sk i T IR AR MR AS, AT e EAS B e
AMERE R IR ITERE . 55— 05, WA IEIRNE, BUb AT A 5 2 Skt vtk g sgme, B
SAEEEH, B R T B SR K A S REANE AR A, TR B AR e AR B D

42. BRSBT

AW FATAE—EHRIRYE. 555, BIAREARRIRT RAAER R, 055 D5 BEE iR AL 3 LTk
M ARG R 2 T AR R 22, X AT RE S B0 5 B AT A RIUANF . 5 Semt e piidt— b
W RGORAE R, R R A LU B . FLK, Ol AT AR R T A AR, AR
SRVEYER ZHIAFAE, TSN ECE HERA T . PRI, SRR IHIE TE 82 FEAE S S PR 58 v it — D IS IR
SEZER, DA i 2 VR A 22 520

5. &

AT UL T 48 DA MG PR 48 B i AU AL Ay IR 17 58 77 R 3l RO Tt PR AT R 1) 15 2
AL . GERAIL, B LTI RON B VAT D9 B BB RO DR B2 HE T AN R 2 o B ) LTIl A 1
HUEER AN T T FIEBGE S S RBGE, B BEEEE S RN S T SRR S SR IGE . XK
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