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Abstract

Objective: From a developmental-stage perspective, this study examines the structural characteristics
of game motivation and game control, including external control and autonomous regulation, among
respondents at different educational stages. It further explores how these characteristics shift with
age, aiming to reveal the formation of both “common structures” and “stage-specific differences”.
Methods: A qualitative research approach was adopted. Semi-structured interviews were conducted
with respondents from primary school, secondary school, and university. Narrative materials were
collected around gaming experiences, usage contexts, and control practices. Thematic analysis was
used to compare and summarize cross-stage similarities and differences, leading to the construction
of a developmental explanatory framework based on the dual dimensions of “motivation-control”. Re-
sults: Across the three educational stages, game motivations showed a general pattern of “consistent
categories with shifting expressions”. First, intrinsic satisfaction emerged as the most stable core mo-
tivation across stages, with respondents commonly describing gaming as a process that is “fun”, “en-
joyable”, and “interesting”. Second, the functional use of games for emotional regulation was widely
present across all stages. Games were often used for relaxation and emotional buffering, although the
triggering contexts and psychological mechanisms became more complex as educational stage in-
creased. Third, social connection, achievement, and competence were observed in all three groups,
with differences mainly reflected in modes of narration and prominent situational contexts. In terms
of control, a stable “dual-track structure” was identified: external control, such as parental regulation
and rules, coexisted with autonomous regulation, often accompanied by a tension between “being
able to control” and “being unable to control”. However, the locus and stability of control shifted
across stages. The primary school group was mainly characterized by external control, which was
more readily accepted. The secondary school group showed the most prominent coexistence of exter-
nal and self-control, along with greater experiential differentiation. In the university group, control
became further internalized, with more diverse and reflective self-regulation strategies, although
temporary regression could still occur under stressful conditions. Conclusion: Game use across differ-
ent educational stages does not reflect a simple difference in the presence or absence of motivation
or control. Rather, it represents a developmental process in which the same underlying structure un-
dergoes shifts in emphasis and narrative reorganization. Understanding adolescents’ gaming behav-
ior requires attention to both stable motivational and control frameworks and the influence of stage-
specific contextual pressures on self-regulation. These findings provide stage-sensitive implications
for family rule-setting, school guidance, and individual self-management support.
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1. Ry

FEFRIE, 2% IR BE RN T A4 H A0S, R BB AR 5 AT . Bk 2020 45, FRERRAE
W ECHIAEIA 1.83 12, BRI S 3R1K 94.9%, 62.5% M)A B I B b M BeilE i (HL 75 [4] rh e i 4035 /D AR R 2R
S B 2545 oy, 2021). WIS R FEAS (Internet Gaming Disorder, IGD) A2 3 E DSM-5 (Diagnostic
and Statistical Manual of Mental Disorders, 5th revision)fl{H 5t T AEZH 21 ICD-11 (International Classification of
Diseases, 11th Revision)Z§ N2 Wi 47 NGRS 2 —(APA, 2013; WHO, 2024), A] DAHFRAE O3 {d FE A4t
SUREMFERE, IR EIRIE . IARESE 2 MmO EnG, HLA 5 & B AR KR (Petry et al., 2014).
DRI, R ZR R IR S L5 AT R i S5 O BRI X T A I R T B B S

IGD MAERE L RERT LA AW T T . — 72 h /g, BRI & 5] 7y, Hhmat 5t RN
FEHERRANAR . H JJREAREE IR I RE, 3 B R A S 752 IGD F A SZ I3 K7 (Liu et al., 2021)e 5—7J7
THHE T, RIS AR N G2 A 4 SRR D & A2 . filan, 22N n it 78 R B AR °] R N L2
FH/DAEHE B IGD BRI (LI et al., 2026; Liu et al., 2021; Zhang et al., 2025). SJHFAT A AT# il R B2 IGD
()58 MEREIR Z —(APA, 2013; WHO, 2024). JiFXRAT A4 0] LAy P 42 (B B Fedzs i) F oMz (R XK Bl
LM HNANTTTH . KREM A —BER I AH LU R i, 1GD MARR) B3RS hlme ) N5, HER
5 ) BE 711 59 5 BRBERE IR A 8 A 1) 24 0% BB A 58 (Jeong et al., 2020; Tian et al., 2023; Yu et al., 2021),
PE v B 3AE R R RTE ] 2 —, it (Impulsivity) 8 & 7E IGD Hr -+ 73 W(Lei et al., 2022; Salvarll &
Griffiths, 2019; Tian et al., 2023; #4725, 2021). Salvarh & Griffith [ RGP T, 33 DFEYINIR
AERIAIT T 32 MR 1 IGD SR 5 b S A IEAE G (Salvarh & Griffiths, 2019). $R1M, EALHT T BRI
BrRERE, HAMRZEEEERR, e RIZ SRR 5RO ), TR KRR BT
ARG

HL b, IGD HAMURAT IR &S, HOBILHIEW L. &% S imlE SiEdE 52
Y 45 K(Liao et al., 2022; Wang & Cheng, 2022; Wei et al., 2017). X E512 WAk 2557k B 1 B AL A e &
WS 7 ERIHESNER, HEWAk T —E Rk, ki, SAEETRKLET DSM-5 8 ICD-
11 Jr 7€ AR ZE 2R IGD HEATHIE 7T, IX L8Rt 78 = 2R AR T BRIAT ASRAE, JF H)™ SEARH T 2 fi ke
() AR 5 R R s 1 TR T R AIAT A PREVESN OB, B i kAT A 0 32 AR 6 4 2 1) U
NIRE o MHERAT A0 E AR S BLEE 0 IGD IR R I R 5 F IO H 2 O F 1) sl (Ayala-
Rojas et al., 2025; Sugaya et al., 2019). {H3 —#2H2Z, HET NN IGD T IHEA 2 1) 1E&Z L CBT Mk
SRR OB T ICY KARE, 2021). 3 T51H, BEE BORRE AN IR R B AR, MR
AT A B TS I 0 BRE) R T e 2 2028 AR IR B e OB A 2 R R BES, A RIZECE BB MR AE
OV TSR FNR JRAT 55 EAFAE B3 2 5 (015, 2010). X EERy BEERFEAMEIE T IGD HIOHEINLE], ik
JE T TS AARA . ik, EMEFRFERT S IGD Sibrdt, JLE. /D FERREE SO ] e R 8

ik
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WAL 3 F I B R AN [ Ty S AN [R) P ARG B, ANy pirids, XL PR 3560 A R Pl &5 &2
KEFE(Xuetal., 2021).

Har, EHNIZEIFRIE “HOE” HJ—NER(Torres-Rodriguez et al., 2018), 8L H HLEAR B F
NMREAE N (Gao et al., 2022), IEEAL/N R 22 B R IX AL 2 B N A B B RIS RGH TR E . D
A VIHRTETT OWTTE4A TN NETIMTEgnReER, KEEPERNNE, SO AFR B[ 51
AL, b NMRAERU A R BORA 1O 3HaE 7 A, k2 IGD 1zha Tk Bl (Richard et al.,
2020)0 A2, XF IGD AR WA LS 2 FE IR ANPRZE 0T LA 1IGD A T I G M E M 2% .

A FH BT T, RIEAFRBENB N F5 RF)H IGD MK, HPEEARETIR,
MNE B BE T AR T ARAT 1 S (R0 BB ) AL S SZ , #R 7 IGD AMBLE SN HL #61) E B Betk: 2 5
9 B xR S ATL B 0 B3R B AR A, ) 5 B 3 B N0 AR 100 00 FOURN P 577 S s (1t BEAR A 4 0 Sz
AN o

2. MREFHE
2.1. ARMR

VIRIT SN 2024 - 4 H & 2025 4F 8 e T i r BRI & B Belie sk 05 1 11275 & DSM-5 %)
EWEARFEIFE WM . UHRVE NSRBIV H G 7y, BT 258 LR NEZ MG FE .
28 A5, Hd 21 AUMES A, F%9 N, K% 7 NREBEEZEEMATIR. 21 20070
(IPNBELLRVYSTEPS & 32

NbRHE: O FWe 6 B UL b, T/ RREEUREERME: @ 74 (DSM-5) ' IGD 2
P, BUid 2 —4F 9 BUEIRh 22/ 5 TR @ FFEHikIT =1 4 @ MiEFEEAES S . HikrbaiE:
Fi6 ICD-11 Kt ZOME S RS Wr, OO BB i B FEHIAE, SO MR MR (&5 240,
YEEAT R ZRELIEIR) B PE AN

2.2. BERLSAR

2.2.1. FFikERSy

AWK B 7a, DL FLS (grounded theory) N 5 HEHELE, XF AN [HZE B B IGD B A I
WERAT A I OB M ESEEZ AT IR R . MG — ik R )5, BFidt— B =HA R AR
o R R IES IR 250 A0 5 B AT LU A, A SO [RI B AR AE i Xk s WL AT 4%
fil B RE . ZER B ER AR RE M ESR, A TR = X ERE kL.

2.2.2. WEHR

VIRR ] —Xt—L 45T, B9 4 45 MR 70 5501 100 B 24 72 A F2 4, B K 20~50 238 (P35
28 43Py, EESR “BhbL - HAT RN - &7 ST R R TR, R AN W R (PR LR SR . iR
TE78 o5 E AR VPl B hAUA, DERSRAIE G “CURREEAFER? 7)), FrAVIRIZRE
BERE R
223. ERIGHIA

WEFUAEF Nvivo 12 TE NGB T TR, T CAEE, w5 EM. BAUENHEAR IR, 4
5 B R AT A R 5 .

2.24. wWEBSSRE
GRS MG S LR S I 2 = RS AE, JRE VORI 50 M Z IR R s b 5 e % AX.
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Table 1. Demographic and gaming behavior characteristics of participants across different educational stages (N = 28)

® 1. TRHEMBRZHE—RADF ST HEHEN = 28)

ZE /MM =5) FZ(n = 14) R¥m=9) GitE P
() 4 (80%) 9 (64.3%) 5 (55.6%)
(%) 1 (20%) 5 (35.7%) 4 (44.4%) 0.8714
FR A ) 11[11,12] 15[13.25, 16] 22 [19, 23] H=22272 <001
IGDS 4[3,6] 5[4.25, 6] 6 [4, 6] H=0374 0.8296
R 6[5,7] 6 [4.25, 8] 6[4,7] H=0.953 0.6208
HEME 41[3,7] 6[5.25,7] 6 [5, 6] H=1.336 0.5127
HEMRE 8 [6,9] 817,9] 8[8,9] H=10.413 0.8136
HAR BT 817,9] 715, 7] 717, 8] H=13.939 0.1396
RE A (TR 21[1,3] 3.5[0.5, 5] 31[1,3] H=0317 0.8533
TR R 412,7] 5[2.5,7] 713,7] H=1.504 0.4715
TR A 7] 411,5] 2.5[2,4] 1.7[1, 3] H=1.254 0.5343
MOGQ 75 [73, 84] 75.5[60.75, 97.75] 75 [70, 92] H=0.059 0.9711

W ETEU (%)FoR; I EY ) 2 F K Fisher-Freeman-Halton #5 i ¥ (Monte Carlo #4L), 5] x 43
H p=0.8714; HEFAZEUPLE(QI~Q3)ER; KM Kruskal-Wallis H #5546, “WER”, “HEEM”, “ZZfEE”,
“HOARBVE”, “RURBIINFRE” YR 0~10 5 HIPERR, BUEME RS IGDS: H SRR £ i Xk f i =
#: MOGQ: ML AIHL(H SChR) -

3.0. FE B ER RS

M T LA, ANEESINLLL N TER R SR E A 3, BN AEE (/5. ZUiE 2 A
RIS HEIE SRR “iFe. FR0” 5 “Bi—2)) LA 7, W “RRSRg s, RAFO. 7 (P2) “OBA
it —a )L, B — . 7 PHMEZ T, B SR S EHE B BN 4/5), HEZ R
PN ZE U R RS 505 BN R BT (R, Flan: <] DAARIGFT MO N ST - R AR, “19
K—iZIt” (P3)
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Figure 1. Motivation coverage across different educational stages (N/n)
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Figure 2. Gaming control coverage across different educational stages (N/n)
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MWL r: KIRZESEZARBUN “ it abn” Mg Siame, maEshplagEm . “HEREw”
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WS AL A, T AR R A R T ARREE St RS, R R S KOR BB R, 1R
ANTHEAR LA BT 50 ) B AN I B P B AR Ui iR IR LA I At N 4 BT
a5 RE R T7 L, P ENE 71X — R

MRS, ERSAMESFIEREA: 15 IGD IZWiFEA NS, ENBRER EERIW NGNS
FEHIARIG AN, T AR B AR S K I E R
4.2. IGD R BN HY & R ME4FE

CEE VIR ., 1GD TLUERAMIFAE R — 1) “f K7 B0 “ BoRiikzh” , S A AR E I H
AT AR OB S S D) RR AR . BAATT S, BRI, Ui sl B R TR R 1 A
FEN 2 SELEhREACE I “dF B R IR0 PRIRT ), BIMRFERIIN S 151 5 AR B 17 48 1A 6 3R A5 bR
(A IE ) [l 5t s X — 45 R 5 5T A FR e B (SDT) RS 72— 8, BRI 51 )R 5 L e fit
F e D AR B8 K% 7 s S 5% (Przybylski et al., 2010; Ryan et al., 2006).

Bl NBRIE 1 SRR RIIE %, b B v s pLaCE 58 B 2 5 1 75/ o SR AR 45
€, THADNREAE R F R RmtE e . RO PRI # A B &, AN+ H DL “ 5N
FBL” 7B, (ENR SR RYE RIS, R DUSIR, WM “Irie” dt—S8 BT R E
WHESE N O SR/, XS MBI MAMEE, BIAMERRTREEILSE NS 5 1
SEEE T S ) T IE T 2R g B3R G i (Kardefelt-Winther, 2014) .

BE—20Hh, FEREEM B, 000 5 U8 KRR A AR N A 58 A A0t BV Bs o8, T o e L BT AR R P
RS E U CIEM CRBT CREET ), TERUEXIRRE IS RIS B, AR - 1EZE T RE
1 - BUSANRE T - #RASER:” A F SN RIIEAT B AEA BB AR, BT, ASHE T WA B
R, BHETHNRSTH “EFUERMITE” , MALELINMHEL. &EERSGRNPLa =M
P )T BE— D HENT: IGD M AR A AR AN B — B B, (HIL ORI R SR RIS S
ARV R A5 AR AT R AR R A I R AR W] SR A A 2 R e 5 17 T T I IR ST L) TR T
[ (Hemenover & Bowman, 2018).

4.3. IGD TR IFHAITH X B IS RRE

LREORAE, IGD Buzk “Ffi]” FFARARE I KR, 110 S A5 B A Fe e B 55 15 B s 70 s (s B Ak
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FERUR T MU S S M2 R SiE . AN E BUR, $RHARSE R b Rk 5 Rk AR —T7
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PIERMME, BHZRSFERBUES A0 8 ST, JFt—b FEO SRR ST
J1E X BER(Dillard & Shen, 2005). FIRZ2FTBL 26 2 P08 “m B EARE” MEERT: %
VIFAEAERENERIE “ Nz Br. 5 Zz 7, AHE DR BB e e N RFERAT N2, JEHLAE TS 45k
Mo T8 A B A 3 S5 A R Bl I B8 5 4 PR B0

ST S, P U SEAE A SR B At AL 1R RIS, (H A BT RE ) S HUTREEAR L [
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Figure 3. Maintenance model of gaming motivation
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