Advances in Psychology (0> ZEHERE, 2025, 15(10), 237-247 Hans Xl
Published Online October 2025 in Hans. https://www.hanspub.org/journal/ap
https://doi.org/10.12677/ap.2025.1510565

4
d
<

-

A ERSD

£T#H!, AR
FAARAE Y BOR 2 B B Al 8O0 PRI 2, #TLL AT
UL AAERR Y BOAR 2 e 4 B 5 R 2Bt , WL o

A RERR Z B8 X R

i

b
<

Weks Hi: 202549150 FHER: 20254F10H13H; KA HBA: 20254F10H24H

wm B

ABRA T HREREMBHREFZ AR A8 5K ET GameFlow I i 45 i 1R H RPN
B PIEIHERER BN 6458 P EEMT T MEBRE, SRRIANEEHS ML BESHNEREEF
EEA. SR HiRe. & KR IBMHSXERE LRBSHFAERERZR(p<0.01). RS
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VIR (p < 0.01)FMHEZH (p < 0.01) 5REWHRERRE S Z AR BEREMARRKR, Hing MW
ARG Z MG REWMAR. HESTERE R, #BH. RIBFMFTEREAEBTE. D EERHH
HhE. . REBFIPIR AR IE M T W 4 W RS K 4, MRS I R AN REE .

X iin)

W LEWRERS, WEREE, GameFlowH 1R

Research on the Relationship between
Gaming Factors and Internet Gaming
Disorder

Ningjing Jiang!, Yuna Mao?

1psychology Office, Basic Courses Department, Zhejiang Changzheng Vocational & Technical College,
Hangzhou Zhejiang
2School of Nursing and Health, Zhejiang Changzheng Vocational & Technical College, Hangzhou Zhejiang

Received: September 15, 2025; accepted: October 13, 2025; published: October 24, 2025
Abstract
This paper explores the relationship between game factors and Internet gaming disorder. In this
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study, a game factor evaluation questionnaire developed based on the GameFlow theory and an In-
ternet gaming disorder questionnaire were used to conduct a questionnaire survey among 645 mid-
dle school students. The results showed that there were significant differences (p < 0.01) in the
scores of concentration, challenge, skill, control, feedback, immersion, and social interaction factors
between the normal group and the Internet gaming disorder group. The results of the correlation
analysis showed that there were significant positive correlations between concentration (p < 0.01),
challenge (p < 0.01), skill (p < 0.05), control (p < 0.01), feedback (p < 0.01), immersion (p < 0.01), social
interaction (p < 0.01) and the scores of Internet gaming disorder, while there was no significant cor-
relation between goals and the scores of Internet gaming disorder. The results of the regression anal-
ysis showed that skill, control, feedback, and immersion entered the regression equation. The above
results indicate that skill, control, feedback, and immersion can positively predict the occurrence
of Internet gaming disorder and are high-risk game factors for Internet gaming disorder.
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1. 53|

AR, BEERHE P ATIRRE, AR AE A — P WK IR 1 55 7 sk 82 2 RN
FEBERIIE 5%, Rl D ERER . ARYE P [ BRI 2815 B A O (CNNIC) R AR A 51 % (Hp [ Bk 4%
RIERA RS ) HE Eor, #E 2022 4E 12 A, 10~19 SRR G 14.3%, FRE W23 A
52212, (HMIRIEIAR 48.9%. () EoR, BE 2024 4F 6 F RUTRE MLk TS 2 O HL A
V) R 5K BE T L DA R [l R B AN, 51 1 AROK R Gy (b B ELIEE A5 S e, 2020). BAFERFFEE
ZRFET M G IR R SRS 2 AR, AEEAN R AN R AMAIR 51 AN R, DRt
A W ENT R R AT TE, TR 25 5 3 3500 28 e aR i 1) e S i xR R 26 o XA B T FRAT T A IR 5% U X )
FSCTRE A FED g FEE Rt 8 S A 2R8I 43 1 B, AT R 1) 2 A e e A 5 3 A 8 TR T R N 25, TR AN R s,
PRy OIERE, R AR EEN KK, WBE D EELR R T IT RS MRS . 10X T I 2837 2%
I 5 R TE T Rk y, HESIN QIR (REAT I aT RRSE R et .

2. fi5RaEiR

DAAE S T 0 245 Ui X% 55 I 28 i kB i 2 1] #8028 DT . PR #R 0 0 M R AT R AL . AR
Csikszentmihalyi [F)5€ X, “UUIR” TRV MRTTURAE TR G ) o AT CHALFYEAE I —FoIRES,
BERRA O IRAS(Csikszentmihalyi, 1997). YUREWAFIET HEEEH, HELBRMIERE, AMIK
DL AR . 28 R TG B 2 S BUMA I ITRARIN (A%, FITE T, 2010). JEId & EEY0R 1R A LS
REME AL TE K I I B ISt 5, AR I FEUTIR T R 2 S EUn K BB AE, YOk T MRt 5L, 3t i 1
T 265 it R A P AR o (HAR AT Se i AR BRI IS5 18 . & V8 — TR0 /0 4 0 265 it P i 1) o 1 4 14T
(1728 i i A3 BT 58 B, UTIR 55 TN 28 i xR B s PRI B3 ) A7 E BRE DG, 9 LGV 280000 T4 2% e XK e 1 P
Al (Wan & Chiou, 2006). FHILTFT WL, YR 48 JiE Xk B AS ) 5% RRIEAFAE — & [ 413

Poik R Fa U R IS . BARBE MR, EREEIOR LR RIS F1, AF A AT T 2 (e [R] AN

DOI: 10.12677/ap.2025.1510565 238 LB


https://doi.org/10.12677/ap.2025.1510565
http://creativecommons.org/licenses/by/4.0/

LT H BRI

FE AR S, 2023)0 XFT ZNTE, I my Pk nT B T B IS AR S, B O FE TR U AT e S B
T3 3K B s LRI . King S8 AN —TIWF S48 H, R Bk ER Ut R G R IR FF L2 51
BN, (H B PR SOt g 0B SR T R 2 S EI K Od BN, EE 2 5 BN 2% xR B AS  k
Ao BHUETET L, Pt 3 190 2 Ui e B A X XU, (H 2 R RIE IR 159 3 — B e e, 1l Btk — PR
e

AR R TR R TR R B AT N, WIS B — B R R RN A A 4%
(Csikszentmihalyi, 1997). %28 3R 5 241k 2 Fhik £ A0 5 2 SCRET,  BIF 7 A A s il ) A e 5K s it
B RRARLS BN, 2 = AR A A AN IR B (Ryan et al., 2006) 0 T RILWEA B 2454, 1o
VEAT LR TE A i el xR PRI I TAT B, e ] i ) B P9 265 D0 R, T LA i) 184 0 ) 45 e i o o JX
[SERYENSIPSE da

GameFlow B Sweetser 7ETIR BE (1Al F A B X TR AR 56 FR) A 76 R4 BRI 3R K ) 5T A
SRR IR SR VP B A, AU BT R Bl R A% O TR AR R . AR AR T BRiR
Fofe #Hl W ER ]G TURAREZ B8 M TCRAE S — AN IR R AR AE(Sweetser
& Wyeth, 2005). GameFlow 58 [ 55 4 (/)3 F A PR T~ B SRmE ek, L& S5 i s o R 2 g ST IR VP A
B, 2020 4 Sweetser [H]/l | GameFlow #8Y[F K, BIFF0 R AR A 8 F 3 AN [5] f iiie #R A4 56
SUREE R BRIRTESIMIE S REZIRIT), P& @ sl RIS EE) 52 O (T R R IT RN 51
KA PLEJLEE . b N L2545k ABE) (Sweetser, 2020). IR WL, GameFlow FEif i {1 K & A bA
FRVPAE AR TE AR R A (AR SS, BFEPIR, W, I T RIS IR 2 75 1T e 5 B0 4 Ui P
AT BT e

R ERTR, DARWTFERUE T U0 Phil. 3280 55 5 — 0 DR 3% BB A2 R 51 B ¢ A) S B 9, 2 9 2% e i P
TG XS R 25 o 1T GameFlow A5 T g B i o] 26 Jife e B i 1R R AR B it 1 B R A 1T 1K) R G PR BRI HESE .

3. gt
3. IRTERNETA

AT FUNG v A R I 28 R P AR Y R AR &, R FH 19X 4% 3 %K P50 7] %5 (Nine-Item Internet Gaming Dis-
order Scale, IGD-9) K & . %745 2 HRHE DSM-5 Hiil 52 (17 9 SR 12 Wb 14 S ] 149 DX 4 Jie 8 e A A ) 2 3K
PEAL B 100 X 28 i AR B (143 43 o 7E IGD-9 1, Bl 7R ZEARE B S 7Eid 25 12 AN H s L0t 9 /2% B kAT
W, kR R I ar, dEEE R R0, 9 MEHBIH S XA IGD B RS . 1IGD-9 IS
XN 0 2 9 4, kRS o E, R IGD U™ E, Sa07E S5 o &V L, BIfFS IGD 12
W itE(Pontes & Griffiths, 2015). ABFFCHX I GEIIEEN: 0.616, ZWEHR 0.745,

AT EH AR NSRRI R, RAET GameFlow PR 4m i (IR K R IFN RGN & . &L
BE 8 ANYERE, rali: SEryEE . Bk, Bieg. B, Bis. KRB JURARE S H, BAYEER
TVEFIN AR MR E AE], RS 34 NEH . R 6 RUIEE0 = AEHL 5 = dEEE). BANEERNS
SRS % BAS A 0 o AREFRTEE N: 0.904, REH: 0.626.

HWAMER BT R — R IE AR, A TRERANZENAEE, %S il Fid. 5
K R BT LA BESE USRS o AT BAT BT E I I 2 A G DL A 3%, TSR A Fxt
GRS ARG FRE AR R R 2 2 AT DL R Il s i) 5 A E S

3.2. BIERIRFARS E
ARSERR ] o3 R BRI 7 i, AESE T I T A s R SR AR S — B, AT — B = SR N NME L,
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REANELL BEN R DN PE AT IR A . L3RR 35 673 14, BIBR TR 3, &5 3H U3 645 4.
WA T AN LR G PRGN A briE: 1IGD-9 &5 >5; IEWANARHE: 1GD-9
HERT <5,

3.3. LIRE[EN)

L AR A AR B R W AR, AEAS A d e i R R R 2 B A I R 15, s TR =
BEZ 5. RFER. WTREN SR, EREIPAIERE T, SRR RO MBS, ik
AU SRR 24182 5, JF A2 BUEMT 5T

4. R
4.1. RS 4T

SR CTZ2 R R A AR AT IGD-9 1935 (7535085 i AT HOR TE 04T, £85I
%.

Table 1. Demographic data of the participants
F 1L HANWAOFEER

Bl R BT 43 H(%) M+SD
5 394 61.085
4 51
& 251 38.915
12~15 350 54.263
FERB(A D) 15.360 + 1.664
16~19 295 45.737
Yk 339 52.558
FER
= 306 47.442
= 455 70.543
REMAE T4
g 190 29.457
[y 519 80.465
SRR G URAR L [ 96 14.884
A 30 4.651

B 1Al ARYORE S BB E 2 otk fEERTH, R0 MmE 12~19 %, FIERN
15.360, FRitEZE R 1.664. FEELLTT T, Wl 542 5 b 2 AR SO AR 22 A K AEIAE 2ot o b, A 70.543%
SEMA T, A 29.457%ARMAE T4, WAE TR 2 TARM AT 2 7ECRF S AR 7 THT, H 80.465%
O, 14.884%E5 7, 4.651%ME, KM FKEERSCBHSIRC R IEH .

WRAE 2 2 AT, WP RACTE IR LR RIFE 0~240 23%f, “FIRFKR 40.841 435l ruEZzN
30.743. “FYJE A AR 7 AE S8 A 4E 0~1000 JC, “FEIMEN 71.603 76, FruEZEN 108.231. XFiif
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IR =2, BRI, “EWRIn, HiE%
7 o A, A 8 BRI, A 1.240%.
S, AT 41.860% B U Do B O A B GE I,
M. FEATEERTTH, A 19.85%M 8 KA R BriiE ko B ORI A IS 1E S5 A i,
W(EAE S A R, 24.186% 52 I W &M, HREE . 7k 7 L,
36.589% IS T-HL,  17.209% I8 i (5 FH P AR FRUI, - 7.752% P K 25 I HE o

Table 2. The participants’ online game usage

3 2. BB E R RN

W “ERo, EAERE T fCARER
A 19.844% BN, Dol B 22 2 a
26.822% BRI AT H B2 H B3
54.729%% F 2%
A 37.209% 18 i A0 F L, A

A P LI H 45 (%) M+ SD
PR R IR (43 ) 0~240 40.841 +30.743
Y4 AR R R 1 4B O) 0~1000 71.603 + 108.231
ANERIE 131 20.310
PRI AR I, HEZ 340 52.713
HXWHL, EAMEB T 174 26.977
o 128 19.844
B 270 41.860
B M AR PR 27 =)
TR 173 26.822
RS ii959 8 1.240
S, RUEER 128 19.845
B, E R A 353 54729
Bl skt B R AR i A S5
Em, HREE 156 24.186
ATl 8 1.240
HL i 240 37.209
FHL 236 36.589
FERIERTT 2 SR HAL P 111 17.209
R I 50 7.752
ATl 8 1.240

IR bnidE, IGD-9 84 = 5
R AR YE 6 3 /T 40, ABFFR

5 TSN B 4TRSS, 1IGD-9 194y < 5 WGP 25 i X It
LAY H BT R AR P AT AN 86 N, o4& RR R RS 1 MAE 559 N, 1t

SR ASAE SRR b ) 28 T AR P S B RAT R 13.33%, 31X — 45 5 5 24 1T 0 28 1 X P iSm AT R IO 7 465 R
N—E
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Table 3. The participants’ scores on the IGD-9 Questionnaire

5= 3. #iX7E IGD-9 )& LB NIER

AR e A H 4L (%) M+SD
0 105 16.279
1 101 15.659
2 106 16.434
3 79 12.248
4 168 26.047
IGD-9 154} 2.764 +2.040
5 20 3.101
6 35 5.426
7 14 2.171
8 12 1.860
9 5 0.775
42. ERM S
Xof T 20 5 DX 2 it R B A 2L TN T 22 BERE L DX 8 Ui AT FH AR5 00, 23 ) 3R AT 22 S 1 23 A 40 5 SR L

EE

Table 4. Test of differences in demographic data between the normal group and the internet gaming disorder group

4. EBESMEHUIEFEEAOZ TR LHER RN

4151
s B I\ )
R o R mabmgn S o r
(n=559) (n=286)
5 328 66 394 10.236 0.001
P55
g8 231 20 251
R 559 86 645 1.748 0.081
H— 98 8 106
¥l 108 11 119
Y= 97 17 114
371 o 12.882 0.025
- 84 24 108
B 87 15 102
= 85 11 96
= 386 69 455
AT 4.484 0.034
g 173 17 190
[y 444 75 519
YA SR B 86 10 9 3.864 0.145
A 29 1 30
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FH 4 ATRN, I 20 55 P 25 a2 7E 1 501 (X2 = 10.236, p < 0.01) SEZ% (X% = 12.882, p < 0.05)Fili
AT (X2 = 4.484, p < 0.05) KM FAAE R E M ER . MR RFEEAFALR) otk 5 A FIER 4, X34
X B, AT REEANE 5 R AE MR AT . W IR R AT R AR R LA R E M ER, DL
PR TR HTO R R I, R Foh 4 SR T B ROR AR IRFEAR R R R I ZE 5, & T REA ) i
TR IR PR AT A T A EE R R, XU A T A R] R R TR = A DR LU AR T e
B 5y IR R 25 AR R

265 WA, PRAORAE TR R BT R N K (1= 3.846, p < 0.01) X i I 25 B (X2 = 8.029, p < 0.05)
Bl R e 15 5 7 21 (X2 = 9.618, p < 0.05)F12 B MH/E R (X? = 10.126, p < 0.05) AFE R EMEZ 7. W%
Ui X P o 2L PR A 11 2 B R A 2 B 22 I TRIE Do I 288 Ui e b, R R PR 2458 B 22 o B AR H AN AR T
HH EG AR R 28 e R A ZH AR AN, 10X 248 0 i B A 2L 1) A\ D Bl aleont E L 1K) 2 SR A | 1R &
SRR AR OB Ry, IR AT RE A T I 2% Ui R R A PR A AN R T IR B £ i xR RS [ O AR ) B

SO, DR A 2 BECRR T 4 i r, I ) 28 i R P A (1 155 1O

Table 5. Analysis and test of differences in online game usage between the normal group and the internet gaming disorder group

5. [ERASMEIRIESFEEM SN ER LHER DG

H (M + SD)
5 /3% T . e .
/IR Fwa AR it Xt P
(n=559) (n=86) (n = 645)
SRR TR (48 39.007 +30.683 52.558 £28.623 40.814+30.743  3.846 0.000

S TR T REMESHOT)  68.767+106.535 90.035+117.67 71.603 +108.231  1.699 0.090

ANEII 106 25 131
RIS B, HEEZWE 293 47 340 8.029  0.018
HIE, AAFERE T 160 14 174
Al 158 36 194 9.618 0.022
LEX A 236 34 270
SRR =)
L R 159 14 173
ABUER 8 0 8
Tm, HERER 112 16 128 10.126  0.018
Bickm, {EEEAME 294 59 353
B WLE R
B, HBOm) 145 11 156
RS i537 8 0 8
FL 201 39 240 4.168 0.384
FHL 206 30 236
ek 77 = SP-AR HL 99 12 111
A I 45 5 50
RS i537 8 0 8
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4.3. HHXTHT
Xt IGD-9 N 1122 R A X 26 7 0 A5 FH 155 400 20 A BEAT AR S AT, 5 SR L% 6 Rk 7,

Table 6. Correlation analysis between IGD-9 scores and demographic data

6. 1GD-9 50 5 AOZEHERHEX I

531 e TR REMA T RHSERIL

IGD-9 -0.113" 0.094 0.062 -0.098" 0.001

L " alEE p<0.01. p<0.05,

% 6 [ &1, IGD-9 154> SHE IR (- =—0.113, p < 0.0 A A= T 22 (r = —0.098, p < 0.05) I i 2 &
EVEE G B BB ERAAE IGD-9 ERIR S T Aotk AT L AE IGD-9 44 bs TR MAE T4,
UL, G F 75 R AE T o 2 S X 5 i AR RIS 1R AR B R A A BE 28 5 A IR 4% U R B A

Table 7. Correlation analysis between IGD-9 scores and online game usage

= 7. 1GD-9 150 5 L& £ A 1R SRR X 534

A H“ggﬁﬁ WA RERWMES RERMEL R
IGD-9 0.071 0.053 0.090" —-0.066 —0.043 —0.063

VE: A% p<0.05.

HRHE R 7 050, AMERHIER IS (- = 0.090, p < 0.05)5 IGD-9 154y 2 B E M IEMK KR, AMEXTH
R . RN ARR TP DU R, R T BE R Y 25 i K R A

4.4. B3I 4T

HT 55 IGD-9 35 Z [AIAFAERZE AR, B EFEE T Phbk. Hae. M. ki,
VURAH A H 7 MERERE N AR, BMEHERERO0 = 1%, 1 = MZUERESERNHE R E,
HEAT 70 Logistic R34, 455K W3 8.

Table 8. Binary Logistic regression analysis between game factors and internet gaming disorder

3 8. K E RS ML IERS Z BB ZTT Logistic Y354

OR 18 95% B {5 X [A]
SEUAAH = X " -
ey FUNREC WRRE Wald » OR
- i R TR
A -13.131 2.348 31.277 0.000 0.000 0.000 0.000
LR 0.360 0.297 1.470 0.225 1.433 0.801 2.563
Beik 0.275 0.233 1.394 0.238 1.317 0.834 2.080
HikE 0.709 0.313 5.131 0.024 2.032 1.100 3.752
il 0.846 0.305 7.709 0.005 2.330 1.282 4.233
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S 0.753 0.242 9.679 0.002 2.124 1.322 3.415
ViR 0.673 0.307 4.805 0.028 1.961 1.074 3.581
T H 0.362 0.253 2.045 0.153 1.436 0.875 2.356

[RAS B [ 2% IR XK B A

BRI BSA LR R g gt R R, B3N p<0.01, BHHZBALA R FHE 8 A T &, Hike
<0.05). #Efill(p <0.01). KBip < 0.0D)MPLZ(p < 0.05)FEN 1 [HIVATTRE, 5 235 1 1 [ 000 19X 288w ot
TRRRAE o UGS T — kR FRE . # SRBTMITTIR S5 7 T P8R kil st B 5
FEANR R A 28R PR o DIULEERE . Fi S BRI A2 0 25 e e B 1 P s 1 e R PR 3%

5. R 5EW

AT R TR EAN AR PG AR PR R ) R, PR, Bl R DIRARE S H E
fEEREZESR, FEHIE EMAFERZEZR, S£hEEdy. Pk, Hee. Bl )bt RS ES
IR 28 e R PRS2 (B AAAE B IEAH G R R, H RS M2 IR AT 2 Al ANFAE B A SR R o XAH S IR I Rk
R Z 347 7T Logistic [FIHZM 8T, 25 R80RE . =], PORARGHEANBET7FE, X 3B L EDUANERR R 3=
BE M S 25 THUIN ) 5% T x5 g

i A P K 2 A I 2 i AR S ATL 1) 6« Flow 4256 5 R V6 < i 1) P K 2 A I 2 i e 1) o5 K24
HEAT RS, 45 F R I £ it R 3 P 1 23 2L AR o AR B R S 4 RSl . S e sty 4abiliak, SRy
I~ B EARERRAT N PAAEREE R, MR BoRPhik SHEREF AT K A TEIW E AR
& AR R TR TRAR RS 70 5 48 e R B A AFAE 2 2 IEAH IR R R (M0, 2017)0 IX—45 R 5 A0 5T
AR5, RAEE MG 8 XaRe2HA: (1) ZUH RS AR TR 3 T AR R EI R,
MR T HEWBAR, ARG siRzE: ) AAEASEERD AR ISEESRALE: 3) HirkMa
TR ARG 2 [R] 08 R 1] RE 32 B HAR R R U520 . 40 Charlton 58 NIAN, —S8y#kis it 17 8RR E H bR 2 )i
PR e R B iE T B B bR, AMUASAETT R BN TR LRI A, ST T B R b i 1) AU
(Charlton & Danforth, 2007). FHEERT W, ARRMIRANIRT B A5 -5 W0 28 Uik B AG 2 18] 1) 5 28 S HAE AL o

BRAEAE NK A Hsu 55 N g il 1R 9 28 e e AR B0 B R Pk . 28] 0 B3 X 28 e R TR I 26 R ) 2% )
SRR ERT 491 24 B R AERATHE, 2IRERPR. $H. TR S WL R B G A2 7 2 1R A5G R
ROELESE, 2012), X —FRGAUIF B BrRAESEHIIRAE DT D) 0T I3 H IR 237 A i A2 J
(Suler, 2004), [AJIFHEA B2 55 12 S AMARTE 5 AN EUE 45 281 8 500 103 R (B2 22, X553k, 2020),
T 5 AR A M A Br 534S 1 IEMERBRAL, TR AN Wb e N B3R P (Kim et al., 2021), 31
FETT 1A 25 e RS 4 AU o

PE AR S5 P 28 i X B g U7 1T, AT BRI BRI B F0AIE I =3 Z IAAFAE — @I &R, (HMN
GameFlow A A1 S5 PPN AR AE R] LU Hh, S5t 32 ZEER BRI R M 2 SN L B, V7 22 A0 5T R R i xR
A2 TR, Ik R SR G A A 1 BT, BEMSAEIu I FR RIS BN AL, AT AR IEPE R St
PR iR I (Finseras etal., 2019). Bl ST+ 2 5, i n] RE4E 2% 56 2 I [R)AE ek b, BT
8 T oA 2% e R B PR XK o

MAEAL A HITTH, CA BT, 2% iR R Rs A s 2 2 I HE B s i) IOBURR (VR e, ST AR,
2012)MIAE AR (RS, 2009) I L. BREEFIR SE OB IS IR BE VIR JG R I, /e, I 2 i Xk i
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WG BIFE AR . ATV MR SRR & A S SRACE, X T AT IR T R A& — b S A
A2 T3, IO A 52 78 B A AT B s s AT s 2D UM SR T AT I R A

i bRk, AN LR BRE. PR $Em). R DURANAE S5 B Sk bEeG 2
AR 25 IEAR OGO 2R, IR Sy i DR 2 #0308 o 3 A2 Do o 10 R M 7 B M M g pn M e i I A AT Dy, ik
DR R AR R AT I R . B RE . AR DUIR A U HE A 25 T o0 28 30 X RS ) A

BEXTGERSTL W MW E AR ST AT, NEE S| I T A S PSR, Wi
B A B KRN SR S S I . RN RME L Ts T AN R R R, USRS R BT
BRE/KT, G ad FEPR IS T I, A i 3 P 48 B S SR A xR F AR R e B, B 9B A R F AT
ke BEAMNAERE R PRI IOOHMEW, 51 SIE @R K. L Rx A E/ 551%, Sl HDE
BRI R, BT BETIR o R A A T R IR 2% 3 R AH R RV 0 i 2l 38 B S AR AR S I 1 T
KM FERBETTI, FRKMPZIN ZI R % T IBRAT A, X7 BT B 0 R T 515 &
Ju R BEACL I 25 Y R BB A AT SR RT3, BRSNS N R, AT REZ AORZANMA T B AT N 2%
TR PRGBSI B AT T 1, IXAEAMBENS 3 B ARG R g BRI TIOR8 Bh T MR T Ak
AEHIEE, MARES.

LR b P T 05 A0 T 1R £ 30 xR PR AG 7 EE 2 T 3R BS 0, A REA R 2 xR RS (A AR (2B

5 R
BOM

R T T 5 54 A SR
P

WREE, SKAEDT, TLRRAT, BURME2009). KEgA ML Bl ML S BE IR R, AR O, 17(2), 151-152.
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