Advances in Social Sciences #-&F2£H{ ¥, 2026, 15(4), 300-307 HKans X
Published Online April 2026 in Hans. https://www.hanspub.org/journal/ass
https://doi.org/10.12677/ass.2026.154310

LRI S ML PERR X R ENREZ
SRR TMER

£33
PR D, K

Woks H . 20264F3H13H; FHEM: 20264F4H15H; KA HI: 20264F4H24H

HE

BIRETEA SR MR EER, FREBSIYTNERRERGEE, HREE B2 5 R EEEE
R g M. RAMSEET A 425 ZRRHTHE, BT REIYL. MERPORER. K&
RESEFE NN ZRPMER. SRRN: (1) B@ESIHENEBRER . EHERZ R AEEE
EEFIEMR; (2) @YY EE ERTNMBIRER: (3) EABREAEBEELRHNE
PR IR NS 2 (8] RAF B E X T MER, TTRMKTNMERARE. IRRA, BAERRL@EI
KIMEER B ERBIBRRKT R, FFE— AR L AR AT 10 P9 283 3R RRERS ) KUK «
BEFLHR T RSBRS84S RS B DB, D EEAR I 4530k RS ) T RO A DA B A SR BB 5
R TS H R

XK ia
WYL, WBWRER, EHBR, EE%E, FaER

The Relationship between Escape
Motivation and Internet Gaming
Disorder: The Mediating Role

of Stress Perception and

Negative Emotions

Yanyan Li

Faculty of Psychology, Southwestern University, Chongqing

Received: March 13, 2026; accepted: April 15, 2026; published: April 24, 2026

NEF|IH: BZE. RS MRS IISC R R M GRS K P A ERIDL A S FRHERTH, 2026, 15(4):
300-307. DOI: 10.12677/as5.2026.154310


https://www.hanspub.org/journal/ass
https://doi.org/10.12677/ass.2026.154310
https://doi.org/10.12677/ass.2026.154310
https://www.hanspub.org/

4t
W
Jafl3

Abstract

This study, based on the interaction theory of stress and coping, investigates the impact of escape
motivation on internet gaming disorder and examines the mediating role of stress perception and
negative emotions. A survey was conducted with 425 participants using an online questionnaire,
and a mediation model involving four variables—escape motivation, internet gaming disorder,
stress perception, and negative emotions—was established. The results show that: (1) escape mo-
tivation is significantly positively correlated with internet gaming disorder, stress perception, and
negative emotions; (2) escape motivation can significantly predict internet gaming disorder in a
positive direction; (3) stress perception and negative emotions play a significant chain-mediating
role between escape motivation and internet gaming disorder, while the separate mediating effects
are not significant. The study suggests that individuals with stronger escape motivation are more
likely to experience higher levels of stress perception, which further leads to more negative emo-
tions, thereby increasing the risk of internet gaming disorder. This research reveals the psycholog-
ical mechanisms by which escape motivation affects internet gaming disorder, providing a refer-
ence for understanding the formation process of internet gaming disorder and related prevention
and intervention strategies.
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Figure 1. Chain mediation theoretical model
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Table 1. Descriptive statistics and correlation analysis of all variables

1. FLEMB MG FEXDN

A FEIE AR /ME - IN:1 1 2 3 4 5
1. Gender 1 2
2. Age 21.39 3.21 18 38 -0.17"
3.1GD 52.89 16.40 20 95 -0.23™ 0.05
4. EC 11.46 4.14 4 20 -0.28™ 0.05 0.62"
5.PS 13.91 4.98 7 28 —0.08 —0.04 0.46™ 0.36™
6. NP 22.20 8.80 10 48 0.02 -0.02  045™ 0.27" 0.75*

W: N=425, Gender= MERI(L N 1= T4, 2= &), Age= &, IGD= MZHkiEs, EC= KishHl, PS
= R /3%, NP= ftERE%: *p<0.05, “p<0.01, **p<0.001, F[H.

4.3. NP

18] Hayes 4mffil () SPSS Z:#2/7 PROCESS [15], TEFEMIVER . FFW I 2 N b 6 1852 5 5 k15
SARIGAE RSN ML IGD FEma s s A B o 32 2 ITR1A 40 A7 3 B 306 38 S MLk % 528 1 1) T e g sz
(B=0.44,p<0.01); HEBESIALXS TS 28 1 FIAE A 235 (8= 0.06, p > 0.05), /7852 I 35 1F 1) il 471
MBS = 1.32,p<0.01); HJa, BEBESIHLIRFERE B3 3% IR B IGD (8 = 1.95, p < 0.05), 7Tk
IR 2 IE F T IGD (8= 0.48, p < 0.01). HA RS AT Ran sk 3 516 2 From. 45 KR Bkl pLnt
IGD HH&REWEBETMER, MMEN 1.95, BB E 1EZ— A HEE%—IGD X —&BE N
Bootstrap 95% & 15 X B ANELE 0, RUAR] T WE K, HANAEA 0.28. 1 H A7 % [ Bk 15 kg sl —
JE 1852 —1GD GUNAR 0.12) FIkEE Sl — T PEE 25 —1GD (BUMNAE 0.03)11) Bootstrap 95% {5 X [H L7
T 0, YA AN R R Ik B K
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Table 2. Regression analysis of variable relationships in the chain mediation model

2. WP ARG TEXRNE AT

EVE Yy ARG e EVEES eSS
SR s TS & R R? F B ¢
Gender 0.37 0.13 21.59 0.14 0.29
PS Age —0.08 -1.18
EC 0.44 7.78"*
Gender 0.75 0.57 137.35 1.53 245"
Age 0.05 0.52
NP
EC 0.06 0.73
PS 1.32 21.63™
Gender 0.69 0.48 77.31 -3.05 -2.38"
Age 0.09 0.49
IGD EC 1.95 12.52"
PS 0.28 1.54
NP 0.48 481"

Table 3. Mediation effect analysis of escape motivation and internet gaming disorder

= 3. BTN S AR PR A TR Y R S A

95% B 15 X7

A AR BNAH FrifEi A
TRR R
EC—PS—IGD 0.12 0.10 —-0.06 0.33
EC—NP—IGD 0.03 0.04 —-0.05 0.12
EC—PS—NP—IGD 0.28 0.08? 0.14 0.44 12%
EC—IGD 1.95 0.16% 1.64 2.25 82%
1.32%*
PS » NP
0.44%* « _____ 0.48%**
006 0.28 .
™ . N
EC » 1GD
1.95%*

Figure 2. Chain mediation effect of escape motivation and internet gaming disorder

B 2. HEEEENHL S L RS A S 2 oh £ 38 R R
5. Vit
5.1. EHREZMAMIEEE LB SMEFRERXRPNHNHER
TG R RS IR ) 35 3, 7E 2 Mk S S 4R JE ST 7 WEBEShHL . IGD. FE 7R R VERE 25 DU A5

DOI: 10.12677/ass.2026.154310 304 FESRERTH


https://doi.org/10.12677/ass.2026.154310

3
Jafl3

BE

EMFE AL, A 25 R BRI B HLAT IGD B B3 I B I E HGRRAE =1.95, 95%
BIEXIA[1.64,2.25]), [FISAE7E— 2% 035 A4k =X /i B8 A% el ik ik 2 L — Tk ) IS — 5 1 1 265 —1GD (R
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PEAE 25 —IGD) RIS B2 K, X —&5 Rk — B i ] 1 REESH LT IGD 1) 5200 I 3 faf 5t i i 1 /) Bk
SPGB — S8 BARORTE, U MR BB LR SR, IS ARV T AR R TR AR
BN B P T B8 2 B2 5 A4 50 Sy e DA sz B0x DA TR 1 119 T 70 IR s2 (1 8 ok . ME DU - 553, TIX
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1E U0 Kardefelt-Winther $& H ## M4 B R {3 F # i&(Compensatory Internet Use) T 55 I8 FOARAE, Mk
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e, H 22X FhT 2B A T Z M B RO BB N, AT Re R SO e RIFTE AL IGD [18]. A4
IRAETHN IS J7 s R B TR G @ NI, T BB I 2 35 S Ay — PR AP B e 77 e TR
BEGRBBSPLAME S, BRI EAERIRIIAE, E0 R TR MG . R e A i 2
SEIE B O BRI EE o X R S 77 A A AT B [ AT, (5 5 R RE S ) B R AT AR ORER, B
H IGD W T AWML RS Blasi 88 ANUCHT A FLEs R — 80 AN I B8 A i kR B &
JIFIELE N, I FEIGD MK A[19]. RN AR, 75K 7 ks LI K R I H 5
SR BN PEAUE B &0 [20] [21], W ESRE S0 H B S B IR KK RS 2 S 2 R [22]
(23], W7~ AR RE S L0 5K 1) B 3R 75 oK 5 AE LAAF 203 2, Rt AE H 8 A i vh G 3 3 s R DR s2 K,
T = A B i ) B PR A 25 A5, fh s B =1 IGD XU

5.2. ARARBEROME

B, A TUONBRE R 2 RS B SR O T B R RS . AR AT T B AR i A D e )
L5 0 2% T e P i 2 TR A 2 28 OQIG, (R b () ELARA R LR QEE AR R AN A2 o ASHIT FE A2 00 0E — 3 L%
KAMEER b, BE— BB T ISR AR s rh . 45 RRH, B EhHLA L RENS FL#%
T R 245 T A PR, R RENB IS i K SZ - SRR ISR AR [A] R M X 2% U R R o X B
Y, DEREBIHLIF AR AT A X e R R 4> 5T B8 S 1A T B 5 s g 60 7 T 4 56 P46 g -
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Rk, SRERE PN RBNVTTALL, AUTFORBL, AN FNER 25 5 1 A1 A
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HEREZIHN, MEZNOLHEEEMEAE. B2 R2RIER . %2485 IR 5 HIE TN 5 2 G7E2R
B M MR JE 30 R AR ARAE AT AE, AU B A 3 — DR AR L, X7 B TS AR SCAT ST A
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