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Abstract

Aim: Exploring the influencing mechanisms of adolescents’ exposure to anime/manga culture and
severity of video game addiction on college entrance exam performance in the digital context.
Method: This study employed a questionnaire survey method, with 628 college students from China
as research subjects. The Self-Rating Depression Scale (SDS) and a self-developed demographic and
related information scale were used as research tools. Descriptive statistics and regression analysis
were performed using SPSS. Results: (1) The duration of exposure to anime/manga culture was
significantly positively correlated with college entrance exam performance (B = 26.59, t = 6.92, p
<.001); (2) The severity of Internet game addiction was significantly negatively correlated with
college entrance exam performance (B =-13.75, t =-5.24, p <.001). Conclusion: Moderate exposure
to anime/manga culture can significantly positively predict adolescents’ college entrance exam
performance, while the severity of Internet game addiction exerts a significant negative effect on
their exam outcomes. These findings suggest that moderate exposure to anime/manga may
stimulate learning motivation through positive narratives, whereas Internet game addiction
occupies cognitive resources, leading to academic decline. The results highlight the need for
families and educators to provide refined guidance on digital entertainment behaviors, balancing
their cognitive benefits with risk management to facilitate adolescents' academic development.
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1. ajEE
1. EOERFRRE SN TIE

BEE B AR e R g, UIREDEER K EAER” , HBAKIRE DR B AN B A
Mg, CRE T E AR (2022) %, HE IR H PO 4 12, Ho 1995~2019 4F H AR
() Z tHARERA & ik 90% L b, TERGLABHIE . 8. BN ORI SO T PR P8 2 . R I AT [ B
SRR, BE 2023 4 6 H, FREFELIENRH P EHE 5.5 12, 5 M RS 51.0%, HH 10~19
L ER O T 13.9%, R AR R 67.8%RF4: 5 SR LR (L 5 A1 e, op B LI 2545 B,
2023; HE B LA Ry, 2023). XFHEFEMEIB T 2R S EA R, M T DEMERER R -
A - H SRS, AR T S Hl R e iR BE YT

1.2. BERSIEAFLIERNZONMESTHRENX

AR IR E I HCE B B EE R TR AR, MR S ERE AR OKYE, RS D
TEAEFNREE S RIS . B RIS 2 4E68 1K K (Kumar et al, 2021). OEEZERFFERE, S0l
S5 /D O i B (Bradley & Greene, 2013).  BEAR 5 & (Musshafen et al., 2021) J A& SRR & F& & FEAH
FKeo SR, T IST RGO Rl 5 H IR A X 5 5 R s L, T AE AR B I R
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PH 77 BB HESR (B B RO E BRI | IS0 S ) A o [ 7 A SRR P K& R R B, HLBRZ TS
DR IATACSHER T Bk, AT SRR BT 5 R AT R SR BN B AR, N E D A
KR BRL AT HAR -

13, ZRRXUEBLFFUME: MOEIMEBIISSIERHNEIZE

1.3.1. ZRFTEXURIZIFHES B D 4F 0 ERS

ZURCEYET HA ACG (iHE Anime. 2 iE Comic. itk Game) XAk, HAZ CorfE 2 i Bl
RIS A, R H AR AR AR HE RIS (Hajek & Konig, 2024). X FSCALTERS
XD RO E N R IR E ) oot — 7 Ron SRR N E D RN O EIREE, DR R R
AIOE T DA R 1 50E D). WHRIR, X3 A O IE M A E REER A4 B 3R AL B (Hajek & Ko-
nig, 2024). Biltn, FAJIMSEBIBAEIE R KT PMESEME, FTREMIFEALHE S S S N (Kuo etal., 2024).
T3 IR TS T D A K I O RS s ik BE YRR T B S B S - RIS RYE, G
ZZiB4f . Harputlu Yamak & Isik &I, EPEZNEMEAT A SR KHE 2 BE EAX, HWRFDFE
SEAGRE 1) 38 S R BRI S ) R AR BT, 3R B S A & (Harputlu Yamak & Isik, 2024).

1.3.2. ZRFTXUFmE L R SRR FIY

AT T G SCA IR S SN AFAE B R S A . o, ARSI, S5 Bandura th4&s%
ST, B IR IOAE S ) 1) R AR A (0 3 A e IR R R ) FTREIE B RIS ) R, T E D
I B AR FE (Bandura, 1986). TR HE 3 ik € B 1B (Ryan & Deci, 2000) i (a4 R &R, TRV
PRUOTSCA S B T ST, R B 3 - BT - AR RO R T, AVSHIX AT SR, ACG BUfE
H LG B 130 A, W] g I B TR KR B S S U AL 58 BB FTIR AL A G (Kuo et al., 2024).

133 XUERSFLUMRRZ

VAT 702 JE AR T SCAG R Co B A RREAIONE, i o ] 7 /D4 T i R ) iR % S e I 7 FLBRARAT N
52V R B RG] BEAEE SR . B, HAS “SEMEE” R, “UUTUB R DR
BRI EEDEARAETH AR, K R E R g B kT B, I A T RE e
AAtisE . FAT, [ A ICE O A S SRR T, DI ER VBB 1. RO S 5 75 DA i ST
IR,
L4, BFHRERSFURS: NARHES A BRNEE

1.4.1. EBFHFRAAREA : WL EBEIRETE

HL IR T A AR AR D s IR E R 2 . ARG TR, RS IR B K
(R ARU e 2 BRSNS 98 i il TR SR g B VARG (KUhn et al., 2014) . X RET AL E AT
S5 b () 2 SO JE S5 LTI RE S T AE B B (Green & Bavelier, 2003). Mg 258 6 A 1 BE S AEAE 1E
N,  (SCHAY CRFRGH) SRR TR EFEAE R flE KR SHEf R dER, B
Z 5w E 0 F, HTAECZEE. SRR /) W& $EF+(Green & Bavelier, 2012). Adachi %6 A\
PPN TR I, AR By T U AR A P A 5 40 1 U TR e ) R IEAE DG, HIXFhae J13e A il i fe 2%
ARAE45(Adachi & Willoughby, 2012).

142 SEEANGEBN: AAHEFELHRA
SRTI,  HE TR R T AR S M (R REAS B SR SCHF o iR N RS 22D R I AR S M A7 — R ) BRI B RO
Wakil BIBVAEL,  H i Kol 3 /M i A4, H GPA BUE I 4(<1 )% 0.82, HA Lid%
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BB #a B hn(wakil et al., 2017). BSEAF 5278 (Gomez-Gonzalvo et al., 2020), JiExkBT KA1 0 1
AN, BEE SRR RS R 1.2 ANMREZE,  BIUE 7R B BRI (Sweller, 1994)——id FEJiE R T B TARID
2R, B rR AR I . RN, ARE Erikson HIRFE—VERRG, BRI N L
BN S A5, ] e SISk B AR . Brunborg 25 AR B, ek Ra T D4R K 2l B B RE
T BT AR, R G NI - BB ST - YTk BB MR (Brunborg et al., 2014). gLt
TP 2. IR BRI 5 =2 it I G

2. AR FGF*
2.1, #iRiEE

PR ok A E S R 629 4k —. KR RZEAE, BT HERR AR E S R R 2 REA S
2T R 628 17 (A 3% 99.84%) . Hr, 534 394 N (62.70%), A4 234 N(37.30%); #ilid
JEFEITE 17~21 % 2 [F](19.30 + 0.88 %/); 25041 K— 254 A(40.40%). K 374 N(59.6%). FrA#ik
BIHEZ 5 R s R .

22. TH

22.1. IEREITER

K H Zung 2 AR B 175 % (Self-Rating Depression Scale, SDS)%} 32 iR & HHAT HIARAEIR 3PS . 1%
BRAES 20 MNMH, WAES. BEIR. K. SEERESA T “FRIRBNELHE, M7 “IRAK
[EHERR AN ” 45). KA 4 P00 (0= MWEEAMB/K, 3= Ei2intt), B8R R imasE e ™ E., EA
W 7¢ HiZ 22 1) Cronbach’s o Z%4.91.

222. AO¥ERHERDE

RNAET T RO S L SRR B R R, AR TR 39 MNIH IR IEAE B
L. MBNEFRENODGIHAER. FET . S RILEZ RS, OFEN SHERE. Rt
S . FEAZ NS BT AT T 2 4R FE (S R
2.3. IREFSHIELE

KGR T PE R KRS F P (IRB NO.: H25173) 5, 834k -7 & 1A &8 4 s A ok 4
RAT G (AR 52 ENEREE, 7. MalFs:2) 20 8. mllgs R g, @il L e
B, AT RS VeI, S SPSS 27.0 SHEUE TR MG . AR SCHI R4 .
3. ARGR
3.1. £EGFZERENES SKE

H T A 7 B R 2ok B A i B 3Rk, R AT e A2 B3L R v R ZE e . AEBHE AT 20T, K
FH Harman B[R 2R B0 706 SE 8] vk m ZE AT R B0 (s, JBar s, 2004), S5REZRFER AT 1 W TF
3, EAHF IR 42.94% (/T 50% NG FARAE) . FHULTT AL, B AU ™ B L R 7 i 22
3.2. IR MEXGIT SR

XHER . RS OB EITRHIA SRS T, SR ILE 1. R ExR, Hhls SDS 4
I IR RIBRE T . SDS* HL TR A g R E MG RS SDS 15 K IRt Ak B
(B TE R S, RULTE G LR, R B AR RS A i ZF AL # . SDS 154 HL F IRk e fE
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JE. SDS* —IKkJt e SDS™* HiLFif ks 55 7 Bt 3 UG, HOX AR B B 5 MG, T 0t
S S 8] 5 7825 70 BTG5

Table 1. Means, standard deviations, and correlation results among variables (n = 628)

F 1 MRTLENTHE. EEMTREMEXLERN = 628)
1 2 3 4 5 6 7
1 P 1
2 ERE - 1
3SDS -10" -.04 1
4 Z IR TG SCAL R EE Sl [a] .02 .07 A1 1
5 HLFUFR U 18" .04 29 21 1
6 SDS* It -.05 .04 65" a7 36" 1
7SDS ™ HLFFRR 09" .05 53 25" 90" 577 1
8 &g LRy 17" .00 -29™  -00 -29" -23" 36" 1
M - 19.29 1.22 1.66 058  2.07 0.80  544.96
SD - 0.89 0.48 082 063 151 1.07 66.58

7E: SDS (Self-Rating Depression Scale): Il EHPE-AS5r; SDS™* HLTixk: &5 M T xk U AE B A 951 SDS 1545
SDS* iRut: #8'5 S IRITSCAHESR [HAE G SDS 134y BB, "p<.05, "p<.01, "p<.001, F[FE. 5
i, 1= 58, 0= &.

3.3. EAERRIE

FIH SPSS 27.0 ViR b Fr g A B T AR B S . 8 RGO IR ] . SDS Rt LA
HL TR R A N B AR &, T 5 G E N AR AT Rt A #r, &5 R0k 2,

B2 2 TN, B R2 A 0.17, BEWRFE IRCSCA IR ARET (5], SDS kG LItk AR A FE vl
DUSRRE 20 2% G LT% AL R IR . SRR EEAT FASIGHI K I F=42.03, p<.001, FHIRLRIE RN 525 ik
RTINS A, & TAR 0t 5 BRI BE& TE F B35 . 594h, BEXIBEEY ) 2 B SRR PTG
ORI, BRI R AREN VIF E35/NT 5, BRE AL Hf H D-W >y 1.92, [ i B A
FURAELE EAHOCE, FEAREURE 2 IR I A RO R, BRI .

Table 2. Regression model testing result
Fz 2. EAIRBUGLE

— JEFRHEL R AL PriEfl R AL . 95% & {7 [X [] ViF
B SE Beta TR FR
(H &) 544.96 2.43 - 224.36***  540.19 549.73 -
ZRTESAL I A TR 26.59 3.84 0.40 6.92%** 19.04 34.14 2.50
SDS* —IKJT -31.11 4.03 -0.47 —7.72%%*  -39.02 -2319 275
LTI AR R -13.75 2.62 -0.21 -5.24 -18.90 -8.60 1.17
R2 0.17
F 42.03™

T R RO SR 4
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BRI S, koo szl K 5 2% gt 5 00 H 835 10 1E W) OCHR(B = 26.59, t = 6.92, p < .001), Rf
e T S i — T SCA I TR R, = 2 S BRabk rs TT IR SCA OBAR BE(SDS * - IRt Fl L1
TR R B 45 5 i 2 s S B A . e, SDS* IR RIA R FUN-31.11 (t=—7.72, p<.001),
FHH AR 48 AN SR R IS AR AE IR, %) 28 g AR g W i e . Bk, B
5 PSR 28 0 EE RO R G ST AR R P IR, X R A ELAE F 28 gt N Fes T R IO AR R
IR R HCN-13.75 (t = -5.24, p <.001), Ko HLFUEXR R RE B R 3 n— /N S 6r, 25 SEBR e BTt v~
B R 13.75 43, B FUERR OB R RO Ry, 2 SRR A IR

4. g
BFFCIB I M 2 ORI, HRR T VT SO B 5 r e S R St 7/ 4 7 R G I 25 5

WAERIBR AR . BETEACEL, & RS — R SCAL AT REFRETT2Ab R B, (HHARKASAT J9 5 LTItk R 25 %) B
Z5UN PR 35 P -

41 BOFRTXHEMAESHESEREHRFR

BT I, IR G AT (7] 5 525 RS 2 30 35 1E 1) SR IG, SCRF T ARk 1. 1IX—45 R 5 Bandura
(4L 222 > BRI A 325 (Bandura, 1986), BN R TAE it 14 1E ) AU (A afi 3 98 v 3= (41 R 1% 755) AT
REE I N AT AL R AR 2T /D 4 1) % T BAR A2 1Bl AT HL T — Fh 2 D0 o —Fp 2 2) 1)
SO, B U A BB 8 A 2] 5 IR e AR R RE R, B AR AR B RS e (LIS ) M B RE e (11
%), HADEN R —RoolEd E MBS R T =)z, WA 7l kst. i, A
W AR, B/ @i 308 M O BARATE FH A B FRER I, TG s S R 2k 3N (Hajek &
Konig, 2024). A, WA SEUERT AR, P RE) I8 A% 35 1 B e 5 SRR DU AT 8] 48 AL D 2 2T SR
X WLt AT R AR 3 ek — IR T SR S AR B AR HEAE F (Kuo et al., 2024). AR, ZRonsofede
fik P 1) 5 457 ) LE AR 93X — 45 ST 55 | Rk s B8 (Ryan & Deci, 2000) R ) 855 (5 R i AR . 2B %R
N EDUE e B B IR, B E B - BT - BRES O BT SRS, AT RS i D
R RS SRTI, A FE T A AR T R T R R R] LT i AR B0 BTk, WA IR IGIE S
(NZ Nz &) RENS i X =K F K, MBI ERE /1. IR—TH G5 s 1 5 RIEE, A2 fE A3z 3]
ISF T 7 R AR T E A (Nix et al., 1999): 4D EAE H 530 2o B AT 585 0TI,
ARG F AR 2 1 B DB s R, B CIEAISG” AR “AHSC” (Miserandino, 1996). X I S 7E AT
ETEEE T, ROTHRA T BE IR IR I G 7 oI ES), A REARAE FL A B R L 7R B R R
W5

ERERERE, BRI SDS 5 IRt SCAFE A ] (1) 58 FLIUN 1575 B A i 3 1) G m) T E A
XS5 R R T ZIRT N A (W2 2 R s ) o7 RE 51 A Rk, A7 A AR iCAZ SRR
(Kahneman, 1973). FIARAM A 3 5 0 Al ) 97145 S, (Aaron & Beck, 2008), &1 X JGik#UG, 2]
I FR)E 70 43 i) ] R L, T s A G
42. BLFBEFHENERSESERSGHN XA

W R RN, B SRRE R S &% g B3 U ¢, SCRHIRIE 2. SHIERFFi il — D R 9,
WA FH K S AR e 2 Fe bR (U0 GPAL SAT 4330 I fu 1l G B A 5 S04k — B (Boxer et al., 2015;
Gnambs et al., 2020; Isorna-Folgar et al., 2024). X — KI5\ E0 5 F 18 (Sweller, 1994)40—#, B it iy
RRIE I BRI AT 55 V)3 5 R e B 5 R 55 S BT ICAZHB AR, BE i 155 5 D S5 B 24 2 ST 55 1
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BASEEERBEGT), eI RPRSEE . b, KB R IUERIR(Ryan & Deci, 2000),
HREEPE AR AL AT BERBIA T D AR 3 - AT - FJE T SROPA, 51 R L 2R (Brunborg etal., 2014).
XA B A SRR LTI AL B KR 5 28 S T T X — B S R R . — . Bk, HA g
B B LU R OB R FE R R, DA P R T R R R 3

4.3. ARBUSRIR

W T AL 5 ST Bt . W RIET 5 B0 LA BN N G ar BB R 78— e ST R i 55 Fa - T X A L X
DERERGBIIRR, RAIR T BB RAT Joxt 5l R DL F B A2 B AH DGR 7S, (RIS R4 5 SR AT
FLITT ) R — 8 18 Ko W C I, IR G SCAR B i 5 v~ it e 3 P X v 25 B3 D S AT LA A A7 TE 19,
Horr, ZRoesCEE R 5 D A 2 R A FRRGRORE, T LU R A R 5 D A 2 S A A7 T
A R AT UARBCT A G SRAT (IRt S A 5 T A5 FH ) %o 225 i 5 PR 7] 80 R R 1t T 3
ARREAESL . SEER R S SR, BTN R KRBE TAEE W R —ENER: BEXH D ERBRRAT N
BTN, MG S oo, ShSEEBFIREH, BT R EEENT A OFENR
J AN R A B SRR T REEE BT

WA — S AN R o B0, AN SR R W T 70 M CAER B R SR DG &R, AR 7 mT DA — 25 R A
IBER BRI DL 00T TS 7 IR R I SR AR 70 LR, MO R AR5 VE W] B T Bk 2 B VR 4 v 22 (A IR A e 2k
R L), AKAIF 7t 0] 2% R R F HoAth 2 4R FE R AR (0 — ko6 T 6 B I | WERR 5 & 8 F 0 s%) AT it il
T B HERAE: BUA, R TCREAR BRGNS 45 AR — s IRAWIPE, AR K — KR (B H UK
FHIREAR), AT A B AR S AR AR AN B AR — e S, PRI R B A R s A
AR AT LG UK A4 UM RFEARIATI AL BJa, SCWZEF R )12 B, 51 5 i 78 (40 Chambers
etal., 2014) () SCACRE PR IR TR O L, 5 SRATF 78 n] AR 0085 SCAL 2 o X T koo SO, & mT Lo
AN G AR B (U ok Y A SR L A AR U HEA T RS, IRAGET s L X T R IR, R
SR AT DAV AR A5 (1 2R B AN BT 2 b 8N 1 EAAR 2 e, BRI Ay o [ 5 /0 4 2 e i s SR A T 428 B3
RO (EE M) 4EREACE) W] AR IE A4S S ke 47 N (Isorna-Folgar et al., 2024) .

5. &hig

(1) PSR — R T SO AT DA 35 IE 1) 3N 55 /045 B 8 ST
(2) HB TR AR BES 75 A 4R 1 2 IR ST S ) DA R

SE K

FHER R g, EH RN LEAE 0 (2023). F 7KL AR L ENEH T 2R 7.
https://gnzz.youth.cn/qcke/202312/P020231223672191910610.pdf

P E IR 4845 B 0 (2023). A7 LI R R I L 52 K1 IR A
https://www.cnnic.net.cn/NMediaFile/2023/0908/MAIN1694151810549M3LVOUWOAV .pdf
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