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Abstract

The negative impact of online game addiction on the real life of players has attracted more atten-
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tion. All sectors of society have taken various ways to prevent online game addiction. From the
perspective of psychology, exploring the motivations of players with different personality traits to
play games plays an important role in preventing and treating online gaming addiction. Therefore,
this study measured 573 college students’ personality traits, game motivation and online game
addiction by questionnaire. SPSS was used to analyze the mediating effect of the questionnaire
results. The results show that achievement motivation and immersion motivation play an inter-
mediary role in neuroticism and online game addiction; social motivation plays a mediating role
in the relationship between comfort and online game addiction; achievement motivation, immer-
sion motivation and social motivation play an intermediary role between openness and online
game addiction. The results show that neuroticism, agreeableness and openness may make
players indulge in online games for different motives.
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Table 1. Correlation analysis and mean and standard deviation of main variables
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Moosp BT e mmeowa om0 B TRy
PRk 2423 779 1
HHE T 27.55 7.85 0.47" 1.00
A 34.41 5.90 —0.01 -0.22"" 1.00
HAM 34.88 5.65 -0.26" -0.38" 0.40" 1.00
FERCE 35.05 6.20 0.18" —0.08 0.53" 0.38" 1.00
Sh 31.26 6.88 0.05 -0.28" 0.43" 0.30" 0.58" 1.00
R EHL 43.38 10.45 0.56" 0.11" 0.33” 0.06 0392 035" 1.00
LA BN 35.08 7.57 0.49" 0.03 0.35" 0.18" 0.42" 0.36™ 0.78" 1.00
TURBIL 42.75 10.68 0.58" 0.23" 0.25" -0.02  0349" 021" 0.78" 0.77" 1.00
451 -0.20" 0.09" -0.12" 0.02 -0.16"  -0.18"  -0.35" -0.25 -0.18"  1.00
Table 2. Regression analysis of game motivation mediation
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0.27 107.96™"
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BRI PE5I -0.73 935" (—0.88,—0.57)
U ZYr 0.14 3.73"" (0.07,0.22)
0.06 19.09"
HAZFIHL 51 -0.50 -6.13"" (-0.66, —0.34)
FUEZYr 0.05 1.31 (—0.03, 0.13)
0.09 29.38"
YUR B P51 -0.40 —4.94™ (-0.55, —0.24)
I i 0.25 6.26"" (0.17,0.33)
0.48 174.02""
- \fré%u -0.13 —1.91* (-0.26, —0.00)
P2y 0.42 13.50 (0.35, 0.48)
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TP \fré%u -0.30 —4.79*** (-0.42, —0.18)
P2 0.37 11.68 (0.31, 0.43)
bIREEHILiIN 0.47 14.79™ (0.41, 0.53)
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Table 3. The direct effect of neuroticism on online game addiction and the intermediary effect of game motivation
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YUZ B 0.56 17.19" (0.50, 0.63)
DOI: 10.12677/ass.2023.123194 1405 FES R ERTH


https://doi.org/10.12677/ass.2023.123194

Table 5. The direct effect of agreeableness on online game addiction and the intermediary effect of game motivation
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Table 6. Regression analysis of game motivation mediation
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. I A TabR R B EN
@Rl E T AL & 5
R*fH F{& B1E tfH 95% CI
0.06 18.69%**
4] £ i X B T P51 -0.18 —4.32%%% (-0.52,-0.19)
FriE 0.15 3.58%k (0.07,0.23)
0.24 89.61%**
Bt AL 4531 -0.30 —8.00,*** (-0.74, —0.45)
FEs 0.34 9.3 %% (0.27, 0.42)
0.21 74.20% %%
B P51 —0.18 —4 8kk (-0.51,0.22)
FEst 0.39 10.26%** (0.31, 0.46)
0.14 45.10%%*
JURENHL 4531 -0.12 —3.13%* (-0.40, —0.09)
TR 0.33 .34k (0.25,0.41)
0.31 86.72%**
. P51 -0.01 -0.19 (-0.16, 0.13)
IRR] 284 it R s )
FEs -0.05 -1.36 (-0.13, 0.02)
BB 0.58 14.46%%* (0.50, 0.65)
0.25 62.51%%*
N P51 -0.09 —2.37* (-0.33,-0.03)
XA 5% i XK P B )
FriE -0.04 -1.02 (-0.12, 0.04)
B 0.48 11.87%%* (0.40, 0.56)
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VR 285 Vit ke i ]
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Table 7. The direct effect of openness on online game addiction and the intermediary effect of game motivation
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o IER 2 —0.04 0.04 -0.12 0.03 /
VLR EHL o
(BB 0.19 0.03 0.13 0.25 129.86%
AREEL
. 0“{9*¥
,.\»t
Vel T e N
AR 049 S W ALE
1%
.06‘ bf{gﬁ
oX
HREHL

Figure 1. The mediating effect of game motivation on neuroticism and online game addiction
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Figure 2. The mediation effect of game motivation in agreeableness and online game addiction
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Figure 3. The mediation effect of game motivation in openness and online game addiction
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