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Abstract

Objective: To explore the relationship between social anxiety and internet gaming disorder (IGD)
among secondary vocational school students, and the roles of escapism motivation and avatar iden-
tification in this relationship. Methods: Using a cluster sampling method, data were collected from
720 students via the Social Anxiety Scale, Escapism Motivation Scale, Avatar Identification Scale, and
Internet Gaming Disorder Questionnaire. The chain mediation model was tested using the PROCESS
macro for SPSS. Results: Social anxiety was significantly positively associated with IGD (8 = 0.10, p <
0.001). Social anxiety was not only directly associated with IGD but also indirectly linked through
three pathways: the separate mediating role of escapism motivation, the separate mediating role of
avatar identification, and the chain mediation of escapism motivation — avatar identification. Con-
clusion: Social anxiety shows a significant association with IGD among secondary vocational stu-
dents, with escapism motivation and avatar identification serving as chain mediators. This suggests
that intervention practices could focus on alleviating escapism motivation and guiding individuals
to establish a healthy self-identity to reduce the risk of addiction.
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1. 531§

R S R R K, S ZS R O T D AR E S RN I AR T TNz —, (EL R A A R 2%
TR IR PR XU o 199 £ 17 4% iR (Internet Gaming Disorder, faiFR 1GD) BRI A& k4 Y HLIBE RN 22 553k
B S HAMBIR i, SRS Z 3 3B E (American Psychiatric Association, 2013). 4ERFT4T97 A0
HEWH, FOERAE IGD Mm A NEE, BRWRLAN 3%, 5355 THAMEREB(Kim et al., 2022; Stevens et
al., 2021 o K ESERIF FUUE 52 W02 7 Rk R o) 7 /0 4 B o R RIS 325 S » 5 BRI 5 2 P (Mlacur & Pontes,
2021). HERRERINE (Peng et al., 2025) LA K b %5t T F(Alzahrani & Griffiths, 2024)5 A R 5 & VIAH G
AR, PR B R i, HAE SR AE 20 xR A 18] v T At 22 DI B AR B N (T X, 2022)
BRI, R NER FE HH HR A B v [ 28 el RS i PR IR DT 3R S L N EEAE R, R S ) B A S S

TEAZ R 2, #E22 £ 28 (Social Anxiety) ) V2 A g A& T X 25 Jie & s e P O Bzt v PR 32 2 —
(E#RM5, 2021 JHERESE, 2021). AbT#EAZFEREMAMART B CRHE S RE I FFMBERS L, IRl T3
B HFIE G (Schlenker & Leary, 1982). Bl &tk A8 £ & 1AMATLE N B3l i 44T [l - AT A, B
A A\ AT e AR ) A PEAY (Rinck et al., 2010).

(EARE R R, A S A0 HE R AT e [l I S A8, {H R 22 B A5 1 7 SR Ak SR 58 1 (Wang & Zhao,
2022). M B 4 S AR EIP SRR, Ao R AR AT A BB I 58 1) gUP AN /17K (Arnold et all.,
2025), fEHBCAEAAASE R TR ST R) Ol RHE” , HETIRG I T AR 2% LB I A e
28X U (Ruiz-Olivares et al., 2025). 2 WUt —$0R I, #+158 £E B 7K RE0E 2. 25 1 [ S0 D) 288 i X st
Ja(Huang etal., 2022; 0 )54, 2020). Tk, ABFFRIEE M FRERBR HL: 138 RE IE W B
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HP A= [P 245 i K TR

BRI M 1 fak A AR (K ardefelt-Winther, 2014)5& 1, CaBRIE B (4014458 H ) Xof 19X 28 i xR e A A
T4 B S LS. b, YEIESNHL(Escapism Motivation) 4 i A Ay BB AT 9 B b A B L (Kim,
2017) o FEBEBIALHE A4 A RIRE IS AR 175 o 14 77 A7 TR 175 28 BSOAN I AR 6 1T 2 ) D) 8% 3% 230 (4046 ] (Kim, 2017)
AR AN — PR (R L2 TR IR, 2B AR IRRE T R (K €55, 2024) . LR IR (G Ho
FEVTRAE S RIS RI I 25 S ARe A, MR A T B B I S A N R A3 12 (Giardina et al., 2024).
O SSUERT A SRR 7 IX— A2, RN LA AE B 18 S5 Rk Bl (Marino et al., 2020) 2 ]34 R 4% 2 & 1)
AR o BRI, A U8R HH A AN H2: REIBEBILE 4150 A5 18 5 R AR I 28430 e iR TRl e 1R

b Bl IRl (Avatar Identification) RI 48 Bt 5 £ M (ot ilieak b, BT HHb & 5 B R ARLE. W51 )
S U BTG SRR FERIVPOY, AIMAE B REE . H S I B S5 b AR R AR I O B A2 (K limmt
etal., 2009). R [H 3% % 7B 8 (Self-Discrepancy Theory) (Higgins, 1987), 4AMAIELSE [ 3% 5 BAH [ 3%
JRAIAAAE 38 HE R, S AR OHEAE . BT RN, W IR L B B B MO EE AR 1 R
(Gabarnet et al., 2025). % T#EACEEREAMATT S, IS A A AP B 0 B s | 3R 5 AR 5 ) 22
R (OZani¢ & Kamenov, 2024). it G 3 & BN Rl —ANE R s g5 A MEerIE, 4>
PRI 2R BH = AR R TR . BEALR B, S AL A AR R S AR A B 5 AR B i X 46 B WA [ (Sioni
etal., 2017), T Fri 5] S5 B0 R P PRl el A N B B e PR i AU AE G o DRI, ARHIF S04 HE 38 =AM 1AL H3:
A0 BN RN E A A8 A2 FE 5 mP LA 9 4 5 3R e 2 TRl ri A

Angelini % N\ (2024) RI, W27 Ja 1) 25 ZE S B2 A8 20 I8 E S A2 36 A 1) 0 R0 B T 15 28
15 5 i 2 BE 18 (Uses and Gratifications Theory)$a t /N At T S 555 W4 (147 R 3R1G 136 2 AT AR
W2 e %% o AL S O MR IE B R SO R R AR 5 TH 8, T U IR R ) A g 26 . 341,
CA B R s R S ML MR AT 22 R I =4 B A [ (Fraser et al., 2023), AT ER @A B k3R 15
W, DLORANILSE R SR 26 R0 . AN FE IR AR 2R L P 1o

WEHHL | —> B IAF

QLT

Figure 1. The hypothesized model
1. FRBRER

2. tRMREF*®
2.1 MR

KRR AR, EBULRE RN & T 800 424 NHAN %, JLECH RS 720 4
(90.00%). H:r#E 322 N(44.72%), 54 398 A(55.28%), “FHJER N(16.5+2.31)% .

22. ARG ZE

221 #3ZEEE
KH LaGreca fll Lopez (1998)4 i, FH [ Py 235 6 B 2 1 b SChi (B D AE SRR R) « B3R
AE 5 BT,  “IREARBIREAE NI 2B %5k ” ), R Likert 5 st (1 = “IBAFFE” , 5
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“CIERFTET ), AR AR IEKTE. ABTTTH, EARA) Cronbach’s o Z%09 0.85.

2.2.2. BEEEEhHL

KA Kim (2017)gmil (1) GREESIHNLRER) « ERILEE 6 NGB,  « MLk T DUEBESEA
HAHAR” ), KH Likert5 sitt7r(l= “5E&A K", 5= *éﬁ 7)), 135 AR B kR S AL R GER 2
AWFFErh, 83K Cronbach’s a Z%H 0.85.
2.2.3. LHAR

K H van Looy %5 (2010) 4w il it (fL & lRIER) « ERILEE 17 MEIIBIW, “FRIOTRADZ—

ANEEFER” ), KA Likert5 St a(1= “dEWARZE” , 5= “dewHEE” ), BoBEERPLHINFH
K . AWIR T, ERA Cronbach’s a 2304 0.95,

224, MW

SRR 25 (0LS) I (F50 IS RIS - BASEELE 11 N, A 4
AR T ), T VRIS 6 A R IBLIOHIR, R 3 AAMIL= “IR”, 2= A,
3= G ). MOTRTEIMG IR . ABEIET, R Cronbach's @ RHCK 081,

2.3. GiitAbiE

i SPSS 26.0 X Hdf AT HEIAYE G T AT« AT SE R T v ZE AR 36 . f# FH SPSS Z2F2 /i PRO-
CESS 3.3 i 6 #EATREZ AP A 56 o

3. /R
1. £FEFERERE

KM Harman B 7R 07%, Rt SR g BERERNHL . A S A [RIRII 2% T 0 BSIRe X T A3 T H [ IS k4T
HT b, FHEE KT 1 RBETIA 124, BT AR R 30.00%, /T 40%F ik AR HE -
PR AT ST AN AE ™ H R 3R] i 22
3.2. ARG REX S

f8 % AR R 20 70 24T Pearson AHR AT, G5 RE R 1), #HAZFEE. BESIHL. L EIAF
oA 28 i 0 PR B 22 B A A K

Table 1. Correlations among variables (r)

=1 BTLEZERIHEX®)

B3 M SD 1 2 3
1) HAFEE 2.94 0.94
2) LN 2.81 0.90 0.29"
3) HEIAH 222 0.87 0.23" 0.43"
4) RE& iR R 1.38 0.31 0.19™ 0.46™ 0.30™

##¥: "p<0.05, "p<0.01, ™p<0.001; TFEIF.

3.3. #APFMERKRR
TG, R AL A A R X 4% T AR R B F o 5 RRIIL, A AE AR R I I T 9 4 i ke RO (B =
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0.10, p < 0.001).

FR, i SPSS #fFH PROCESS (155 6 Xl Fu B v Hh e X AR AT o0 AT o T35 T 1
25, RSB B\ [RITE A58 £ FE AT 28 Ui AR O 2 8] () HR AR FEAT A5G, 25 R A6 2.0 (&) 2.
FEAZ £ FE 0 3 1 TE 1) IO S EBIIATL A B\ [ DA B X Ui R BSR4 5 5 R e I [ T £ B\ R R 2803
R, A BN T B I ) T I0 0) 28% T AR P o

0.40™

—> [

0.30" 0.11" 0.35""\0-12""

> [ PSR |

0.10™

Figure 2. The chain mediation model
B 2. gErhriRa

Table 2. Regression analysis among variables

2. BELEEEVAXRNPDN

R RN B RSN IO 28 )t X% SR
Vi t Vi t Vi t
e -0.12 -3.42 0.03 0.80"" -0.33 -10.43"
R FEE 0.30 8.45 0.11 3.25" 0.10 317"
HEBESHL 0.40 11.48™ 0.35 10.01™
RSNG| 0.12 3.58™"
R 0.31 0.45 0.57
R2 0.10 0.20 0.33
F 38.32" 60.38" 87.35"

T BRI TR A RN 2 M, R Bootstrap i E S A 5000 K, THE 95%(1 EAS X ).
R 3 PR, PARNGREIR, BRI B A R FE A 58 A RS 2% T i B R 2 [ E2 AT 2 A
RSB 0.045, (5 RN 56.700%. Hh AN B BR AR 1. B4R 2 ANBRAR 3 SEBL, 70l o S RN AR A
44.43%. 5.88%. 6.23%.

Table 3. Analysis of mediation effects

® 3 PNYEEN

95% & 15 [X [f]

T i RN AE o SRR LE 51
TR R
AT A L& — R L — P 28 i 0 R 0.036 44.43% 0.024  0.049
FEATAE J& — 1 B A 7] — P 2 i R R 0.005 5.88% 0.001  0.010
FEAZ A L — W BN — 1k B DA [R] — D) 25 i 3 v 0.005 6.23% 0.002 0.009
SAETE 2 A 0.045 56.70% 0.032 0.060
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4. W1ig

AT LA AT ARG RSN b BN [F] S R i R e AR B, IR T kS LS A4k B A R E TR
HRVAE #5418 5 X 24 e e pci 2 B) PR e s A E o SR PE STt AH OG0 AT B A UNAR 36 4 RS T
AW FBIREFARBE . SR EIR, Ha0HE 8 Fp AR 48 055 xR R 2 B 3 IE A oG, R 1 530508, X —
RO DRI T 45 3 — 8 (Huang et al., 2022; #0545, 2020), —Fr] GEAIMARE R, XT38 MR /K T
MRS, B ABR A AT e R 2 R G5 OA 2, 11 2% A8 BB 44 1 5 R U R LR it
T AN A AL AE G, AN AT A L B A ) T BN 4 iR (T 155, 2025). BEIESHHLIE AL FERE 5
25U AR IR B R AE AR, SR TR 20 A ERAE A AT BB RS AP AL m Iy, B RES AL m] REAH 21
o WZUER R AR R 5 S R, 5 BRI S R e . BEFUARH, Mt
RTINS R AR SRR SR, TR — 2P D IS4 A 2 B (Valkenburg & Peter, 2007), Kt BAfE AT
BB T ) 268 i xR R AR AG A  A E IA [RIFE AL A R R 5 I i sk e 2 I 78 A A B, Bk 3 3k 13
SORR. AT e R R T A [ IR PR (Bautista & Hope, 2015), X AT BEAE M L SE H A, #EM
I I I R P R AR A B SR TR AR AR IS 5 iR (1 PO 45, 2018). UbAh,  “REEEBIHL 1k B AR FEAE
SRR S M g e e 2 T ) BE R A R AR 3, R 4 S BIB0IE. BRI S ) S ORAT AR K
(Zakariaetal., 2023), ki £ B0 518 FH MR L 7 —FpikEig4% (Craveirinha et al., 2016). =k
BN R B8 5 A0 ) 38 I DA [ R DL, B SRR 2 2 5 kS R h (HET 555, 2020), X F s 2 i m] e
kAL R REA T A AE X (Fraser et al., 2023).

BT LRI, SWE H BR S A o Sl e M T i, AT AL A e S A 4 R, i
RS 2 0 Bh S A R T IS A A (5 0, D IR ) s RIS AT AR B IR RIS iR E . 2R,
FeRe Te R4, $RALIISE b R BORIE: 0T O IR RS H L ik BN R 2, AT sh LU iR S
ANHLCEE S, BV AR SR B BN thAh, IR RS MK K RAE, @
W FEYES . KA UREL SRR G X 28 R LR AR, 51 A A A 4% .

KR ANAFAE—ERR . B, FEASKRIEBCNES, ZieHE RS, AR KEEEHE D&
AR o FLUR, BT U T JC 2 T A e R () DR DG 2R, 5 9 56 v SR FH A 1) BRSEB0 Be v b i — 2D B0 IE
e A, AR TGN B 22V AE TR B (n A SRR 0T SCBE PR B 55) LB 4 T 3L At ) 4% T X5 R P 52 M AT L

5. &g

AHFFCEIRKN], A A S oA R 483 A e A7 A8 2 25 O K, IERE BN 1 B A (R L T 4 7
FEA T BRAT . BT, AR A KPR 0 Hh A TR S 1) T3 o R SRE I S 1 ) (GRS BIL) I BN
REAL S N R (P BN AL, KT 5 X 4 T R e RS AR ORIk o L A B, AR PV D BB R 51T T
Firb, NORIEHAL RGNS SR A B, I 2R SRR SR P TR A AR R

SE 0w

43(4), 943-949.

WS, ¥y, TWERIE, FH2ZE(2020). MR R RERAL B 6 RS IR, O PR s, 28(5), 810-823.
HME, FEo2ZE, FERAY, FEM(2018). HSZ-BEAR H R 2 T AR R R 1k B\ R AT OR B A1
MER. OHES7T 517, 16(2), 253-260.

B (2022). THERA FALAS IR B 0 SR 5t —— £ T~ € 2019 454 [ 5 e N H 06 0 A IS ORI 4R 55 ) 10 P 25 43 b
Fle44, (16), 173-175

PRI, FHE, ZER0E, U (2021). KEEAEAL AT FERE N AL AT A B IS R v B AR RN, A A
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