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Abstract

This study aimed to investigate the mechanisms of Internet Gaming Disorder (IGD), examining its
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associations with social comparison and the Risky Loot Box Index (RLI). Data collection was con-
ducted online. All participants reported their demographic characteristics and underwent stand-
ardized assessments for social comparison, IGD and RLI. SPSS Process 4.1 was used to analyze the
mediating effects. A total of 711 participants completed our online survey, from which 634 eligible
datasets (211 female) were retained for subsequent analysis. The mean age was 21.31 + 2.07 years,
and 63.1% were college students. The results suggest that both social comparison and RLI signifi-
cantly predict the risk of IGD among players. Additionally, RLI serves as a partial mediator in the
relationship between social comparison and IGD, demonstrating its intermediary role in this psy-
chological process. These findings offer valuable insights for future regulatory frameworks con-
cerning loot boxes in online gaming environments.
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1. 5|

A2, AR C 2 o — MER T A S R . X 2 k2 — X T) §I[1],
I FE IR AT DA SO O B R, S AMA O BESEAR IR [2]-[4], RIRE S N D) BE L EIE R IFRER R
R [F) 4128 S5 7 T R FE AR F[5] [6]. SRTH, — HLBCMIZ8 ekl 7i& BRI IR, 45l RAME—
FRAN PN BB AR 0 0] [ 7], 3ok PR I % Ui e o B0 Ao o S KT 0 7 T S R [8], G BRI PR . A2
DiReltg (Bl ol ABRKCRE) . THAREASFENES. RS, VIR EnHES. TIEICIZ5E)
2:19]-[12].

2013 4F, Rt IZWT S Gk FM) (DSM-5)2E FLAR G T W 45 i 4% [ 45 (Internet gaming disorder,
IGD) I U b5 [13] o Bifi i, R 2 BB FCUESE [ H AR S SR . 2018 47, [ bRy 73 28 (1ICD-11) IE X H#
Xl p Ik B Y 2 S | R I R N L . e RTIIE LR, EAERTEREZ N, 1GD IR R KL 4 +F
7F 3.05%, JFHAFEEE X 257 [14]. £ E, 2023 SR PB4 6.68 12, JLT-#R 7 4 [
SNEH—¥. BT RERPERH S, IGD Fri R FHERERM. ik, B I1GD LHIBENLH] B3
BREL, XA TRANEF IR IGD 1 51 & AR

N T RS 1GD B RIw AL IE BF R AN 9697 777, R LRI, 1IGD MKERES %2
PO AR A OG, WL R Mol R AL A, 152515 K45 [15]-[18]. Brand %5 A[19]%
T LIRS I AH OGRS A H T 1-PACE A2, BURaAT NI K FE 2 2 AR B (I ARG« B X RE s il
(5] e X 2 22 ) AR SRR AT 001 Sz A B ARAT Ty R (Aar 470 ) 42 #1) R ke 35) 22 [B) AH ELAE R R 45 2R [20]

T 1-PACE BRI DLASEHTHIBEFL, B, S NFRBA G AR R Bz, e BahE. &
GeVE55) 2 IGD X R 3 2 —[7] [21]-[23]. Seni B Fidan 7 K TLAKE S 1IGD Z (A OCHK, m e
JRAMILTTAE0 5 IGD AHK[24]. Carlisle 55 A [25] A 5T 2 B I1GD 1 B S50 8] 2% G4 P 48 J5 AT A 1) 19 N
HE . IR H, IGD 595 ff FHBEASFIE AASRAE B R FEILAE[26], P, #]. 2R AP, sRia
)y AL A ) R AE 55 AR AH GBI R R [RIRE S5 IGD #H2K[27] [28].

bR 7 SRR, AT e tr i), FREyikA G &2 IGD I AE DTk ¥ [16]. LBtk
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Y, Yk ) AR i 4 (Lootboxes, LBs) L2 T 464 P Rl AN 5] 1 o) @il 47 K AR ARk, B IGD AN SR (%
f%(Online Gambling Disorder) [29]. Xk F i &AL 4 52 0L ATL 2 Bl IR0 1T g 2= 5] 1 26 A B0 I B2
[30], &/ 1GD f XU .

KLt ABEFUAE 1-PACE A5 BUNE S P R 1o 4 2 LU IR AR S T X R SO R S AR X IGD B REIA o 3X 4N
AR T TR AR IBUR kS it LA

11. #HER

EHHEAER T, AMEAREHL A 5Tl N & WLAEE 71045 EORVEAE B & WAEE /), X2t
B2 O RES[31] . 18T 5 At N A B, AN AT DR REAS e FHHERA 1) B 3R PEAT, 4Ry 5 2R 5 RANME[32]
[33]. TEALACHARRIMER , Ao W L, FoAS WA RRE BB, PPit) 2RI B 23 1,
AN AT RABRSE (S 58 (1 3R [34] [35]. REA LA iR, s BORA a1, KoAE T BUEOR RV Y (6@
XA T IR B kg, ETEOR B B BN, BT EC ), T R AR A 1
BoRt), B EREAEIE, B RS B SCRE, D AU [35] [36]. (H KSR R, o tbBodEH
DERATE R B, +h2x BT Re 2 G N4 A8 A RO i mT e [36] [37], /b SE4E IR [38], FEMKH
B[39], FEHWIN B K [H[39] [401ANHMAR[41] [42]. =B ([43]& TR %, 414 it 24 [ A
FR 2 e T MU A T (R 28 22— [44] o FEAEAS IS, 1) b fR A 2 Bl e AT LI i) T 7 28 55 36 1 0 S AT
N[45]. EEAREE T #E o LU i) VA8 B0 2 U Z BB e+ &, (g, H RIS
IGD IR FASRIE 2, AUH R AR R RTT T IR B R AR s RN R 2 T A 2 R pp e A B 2
725 [46]0 % T #E 2 UM b 2 A g BRIV f s e, FRAT T L BV AR R AL 2 RS 1GD 2 W (1 G B .

1.2. BFISMEER

il 1l i 4 (Lootboxes, LBs)2& [ 2 Ji xk i ) — FliE R, w] DL L REAL R T X 0 i 2R D[4 7] - 3T Tk
HEHFIS , R RGP R BEHUE R, KT8 B A R o (Bl il . #6A  f2id), HIE
AT, M A R R FOSRAS IR die /N o Do 7 BEAEE X P SO — 58 1 52 1 (XA REAUL B 10 3 o ]
PAME 3 h B R AT, B A DAL B T St ) LS e b i A o XM I 2L 3R s A LARAF AL 2 R AL
AL T R AR 2 AR SO BE P AR LE A, IXMAST E 1 2250 ] e 2 302 G R 445 B AT 55 AUl
AL RE[48] . I H 5B (14022 PRAL) FARALLYE 7T e T B0 22 RS, R dh A R AR, i 2
A e XIS ) B3R R ARG AT 9, ELAINEE 1IGD XU [49] -

N ABUF AW B SR iR 2 XTSI TER B, A P AR i A 1R A AT RE S 2 Hh 52 17 xR
TR R AZEF AL BB [50] . BRAh, AZZhHL. SRMEANIRE it i tht 25 o] dh AR I JRIA [51] . F 7T
T, SRS AS A 1GD A71E B35 i IE A58 R [52] [53], M 55— LLtff 70 5013 A P Z (IR S A &5 35 [54]
[55], g AN P il ) vt 8 SE A 5 A A (¥ 7 e I 1) BE 22, 5 EL T i B e ) 1GD XUz [56] [57], IX R 7= i )
A A AT AESE 1IGD XURS: FTEAE TN K 3R [50] - 5 LRI, A2 W SEANGE AT SR s AR I, 1IGD 3y 52 551
A BRI AR (0 B R L T AL ) AR [58], SRk T Z IR AR

1.3. HaEIER

JERERE TR, thay UBUR T B A A28 (SNS) 1 0l 5] 3 2 —[36] [59] [60], 1H A2 LLHfE IGD
S BARAE LTI SR AN o 50, A2 B o oy EL B2 BRI BRSO &t 1GD BB, B A
M T AR BRON B2, &2 PRRAINL. RIENGRER, KZHIET 1GD KIS HIHT ST AR
HTAMEREER, GIARE . 2. AR, HERT. LERERE61][62], MG TTMNIGE
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PN IR 2R (LR R A, R S A AR AR IR A ) — AN e 3R, H S AT NI R 2 5] 1 [63]-[66] -
SR, SR FE1E 5 1GD Z [ DI G R W], anmy SCRTIR, 00 Bk e R B W 2 2 [RIAFAE IEM G K R,
T —SEBI SO, DR U 5 3k — 2 07F 0 5 R ot A a0 £ 532 00 A A o U 3 P A M R 1D R JE

e (s 1):

H1: Fhox EEAnT PLFI B 51 1IGD KU

H2: RLI AT AR A4k LUK IGD 54

M
RLI
H2
HEEE IGD
H1
X Y

Figure 1. Mediation model
B 1 RN RERIR

2. F&
2.1 BHARE

2024 £ 10 A= 12 J, BATRA &R QT8 KA. T2 5H WA TTRER, I
e A P AL A R AR R B RE AR . 10 42 5T T IRATN RS, 8 2 TE R R
BRGER R, WEFEAFTE” « CRBAIMNRTTTHE, EIEFER " )HERR 62 0 AN A A Z wol i 8, Al
WA T R DU 3 Ak, HEER T 15 A4 AR RBTS (0 H Bl R R S AR IR T WA
SATE WUEESE, BUEE IR T 24 NIR). B2, RET 634 A A E .

22. )&

221 HLHR

F e — a7 2% LR B A & (The lowa-Netherlands Comparison Orientation Measure, INCOM) H -l &
2 AR EUR F AR 22 5 [67]. A 5 55 Likert & B 14y, JEx 11 ANIHBHTYRS, A M 11 403 55
SIANGE, e, RABCEM G BAER NS B SRR RS . 4 ETHEFTH Cronbach o
=0.79.

2.2.2. MR FER

A5 ) 19 8% 3 4% P 5B 2% (The Internet Gaming Disorder Scale, IGD-20test) [68] 1A A5 i) 31 it I} % Jiff %k 1)
FEEFRRE, %8 RIET DSM-5 K FLANFRIE R VT AL W0 2607 AR B 5 (R, CLHE v L 1 4 T L T 2 4
FWTRERSE . A Likert5 73-1F50i%, L% 20 NIUH #EATIFr, 1F/r Tl M 20 3 100. 73 #oBkis, R
o 285 it K B A 1) T e PRk 4 T 78R 1K) Cronbach o = 0.93.

2.2.3. R F| AR
RIS 5 i A6 45 25 (Risky Loot Box Index, RLI)# A Sty & i) i 48 48 Y 2 L AR T J5 2R [69]. 5 FEAT
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B BUSAE TR FOuh R A A S Bl A Likert 5 20003, 3633 5 NI H BEAT RSy, WM 5
320, - HoEE, T DUF IR SR RO . RLL B2 A8 A R R ORI 53] [70] [71].
FERTRIBT T, RLIBR AR P S, IR &R i T 421 (Cronbach o = 0.87).
2.3. Giit A

ARG IBM SPSS Statistics 26.0 I T it RATE otk 7 %u0& M DGt 2245
fiE, GFEEA. Fle REAKRSE. REEATHR BRI, SRS L RLIATIGD Z (A
KF. WG, FAVEA IBM SPSS Processd.1 H1 (1 Model 4 34T H AN 4387, S AR FH T 2 00 i
GERIRR. R T EERE S, B RE A a = 0.05 (UE).
3. R
31 HEFAOST

R LRIR T Z5ARMT) 634 Nk N Geit- 8, 4 2 3246 TR B Iy iR vEge i Hode -
REHZ 52 T (65.1%), FRHAEPIE 18~21 % 2 [1](62.5%), KZHE K#4:(63.1%). FiF S 54l
Z 5ilRAT NN A (e RN A B, S 2 BT IlEk), TFHE RS R S A RN
Ao WA ERARR I, R TR R4k, AHIT ST T R AR R AR A IR S A [72] o

Table 1. Socio-demographic characteristics
# 1 H2FAO%T

RHE AN EL 2R (%)
5 413 65.1%
4 5]

g’y 221 34.9%

18~21 396 62.5%

FS 22~25 220 34.7%

>25 18 2.8%

& 400 63.1%

TR
& 234 36.9%
Table 2. Descriptive statistics
= 2. WiRget
WG
TE

i{E (Mean) FrifEZ2(SD) Skew. Kurt.
A H IR ] 3.09 1.90 1.96 6.40
e TAE H ik a] 5.02 2.42 0.82 1.00
e 37.98 6.96 -0.72 0.93
IGD 66.14 15.85 -0.50 -0.52
RLI 17.34 471 -0.82 -0.06
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3.2. B/REMEXRSHT

XPrtas . IGD il RLI =AM R T B RMEMH S T R I (FE 3), =& Z [AIAFTE R EMH KK R,
H S S Hi5 I 1GD R B E M E(r = 0.46, p < 0.01), &S RLI B EHE(r = 0.39, p <
0.01). M4k, IGD 5 RLI fEEERAIM =S 2 (r = 0.71, p < 0.01). 4HEEEPeAFA], 2550 R it
TAE B A& AE TAEH, #5 RLI A IGD fRE B E MK KR, MEHSHBETLXx.

Table 3. Correlation analysis

3. AL
TAE AW a JEAE H kA tho bR RLI IGD
AR H R ) 1
EI MR (HEb o] 0.58™ 1
thos b 0.07 0.08" 1
RLI 017" 0.23" 0.39" 1
IGD 0.22" 0.29" 0.46™ 0.71" 1

FE: "p<0.05; “p<0.01.

3.3. @3S

PLIGD MR, DAMEAl. #hax b, RLI DV EBREFATRERIACK 4). 4R EH, BIHTERA
B (F = 243.56, p < 0.001). H:H1, RLI (8 =0.62, p <0.001)F1#:2x Lb# (8 = 0.21, p = 0.061) 5.3 1E 7] 15
MIGD. 4R, TEHI(B=-0.81, p=0.37)AAEFMI IGD K. B4k, JHEEJE R?=0.535, KUK R
fiftRt 7 AR B 53.5%01 7 % . 1% B A 5 FE ) Durbin-Waterson v 1.9, i & B0 o MR W . B AT
AR REB(VIF) /N T 10, R\EIEhAAED LA, Wk E a7’ P-P BRI Z R,
5 1 S AN R 7 22 B

Table 4. Regression analysis

F 4. EYVASHR
(K3 TS & B B t F Adjusted R2
P -0.81 -0.02 -0.90 243.56™" 0.535
IGD fansd=a:q 0.48 0.21 717
RLI 2.10 0.62 21.08™

Note: *p < 0.001.

34, PAYRAE

BOGBATESN. T — LSt B A R (W% 5), 1IGD NRAE, RLI T ER A AEER, B
TRk S EUEKT IGD Y R 52 S22 (8 = 1.04, 95%CI [0.89, 1.20]). 44> ELECXT IGD ) BRI 5.2 (B =
0.48,95%CI [0.36,0.62]), E#Esma R . RN, #hoxboiasd RLL 47 A0 IGD [FIFE & B (8=
0.56, 95%Cl [0.43,0.70]). XK, RLI 1HA RS A E5 0
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Table 5. Mediated effect (N = 634)
5. HNME

95%Cl
4 —RLI—1GD Effect BOOtSE t
BootLLCI BootULCI
RN 1.04 0.08 0.89 1.20 12.97"
BHERN 0.48 0.07 0.36 0.62 7.27™
[B]BERL L 0.56 0.07 0.43 0.70

Note: Effect = non standardized coefficient; BootSE = Bootstrap Standard Error; BootLLCI = Bootstrap Lower Limit Confi-
dence Interval; BootULCI = Bootstrap Upper Limit Confidence Interval.

4, it
41. #LEBS IGD

WHARA T 45 5, FRATAOBIE T2 B VE SEAE 2 B S 1GD 2 [AIFFAE R 5m BE (A K 2R, IR 34D
TH2 RS 1GD Z A E, FR R e EEET A2 1GD B 2RI, 722 5 BB 40 A
o, TSR B S B AT AT IGD [ E AR . X SR T HL.

WIHT TR, iR 1IGD REM IS, 1GD 1EA—MIT BRI T2, R IE A48 Xk i) 5k 2
UK, DL T gm BAMAR H AR . PO AR DIRE8]. ST HATHE A2, AL 7EH A
A BB AT A 8, Kim, Schlicht, Schardt and Florack [SO1FIRT 5T 2B, #1238 AR BURE 5 4 43 EL A 52 1)
OIERBEYIADE, [ b R SRR B 8, 1mn A AR [73], BRibz 4, Hestbiiae
Renl Rk, S8, AR MIE S [74]-[77]. — D ATREMIIEREIE, 75 BRI ISR RS R, #E& b
Pl A AT R 546 G AL S A P A ], (R A R BT AR IE A . Dok ml e o LU B LRIk
FRE ek SOk 5O Y & 5 HABTL SR VIS B ORI AL AR I 78] M Bu R EAA T/
MRIA 2 LA HAD LA LU, AT RE 2 B IUR, 51 R & 4 [79]. X Rl LB AT BE 2 S 8—Fhim gl
(1 5% 4 R 7 AU R AR B3 B DG, AT — 235 M e e sk 11 T R R

4.2. RLI B9E 9 R 1ER

e S RLL Z AAFTEBGRIA S C R, H HIEEA AR B, R AT LU 2 1E 13 FiMA 1) 1GD.
X BRI P AR ARG PR = Mk IGD MR, X5 2 BT A —2[53] [56] [57]. [F
W5 H2 —8, HASHra RERH RLI FB Rt S IGD. ik, #h4 B S 5 R i 46
MR, HEI P RESG IN IGD R .

M) ot A R L BEATL KU AR AN [80], IX AR L AN IR 2 il 2 3 BUAMALE W #R BE 5 B bR [54]
[81], 4/MAEA MR S A FP R AF O B I, — 7T, X8 Ws & XS RIS 4 R [82],
T B 9 X T A B0 50 B 61 T 7 44 1) R it 7 2 —[83]-[85] 0 57— T, AT T2 A Ui 3R 16 2 5 £ (1)
FIF ] A x5 H (14 B 1T B34 FH 0 S 0% 10 R S 3 R A (861, DAISRIR 1 /2 12, X [RIRE S 1 Ak
IGD M =E LT . AR MR S A SR A O A 38 L, Sl B2 B f R PR 0TS 2 XL i &
gt, SRR EE[87].

B oW
FESE, REZLOEBHER NI SCS R R &4 TN AN, B, BEHIRN 3
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N, S AR RS TR OESNESE W BRI EEARS MG A AR 3R
BT EEN R, JEAERE B N 2RI 25T 7 R B H R R S A AT, AR R T T
FEFRP IR VP2 RSN, B R AR R ERTHE, ERAEAFPRROMSR, #ikk
WK . &5, BETES 5K A2 RE M, IERIEITNS 5N, A TaeY

WTRIEAT
TEUL, TR 4 TSR0 RS (0 A B DAL i !
S5 3k
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