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Questionnaire * fJfEMPOGQ) ; fl " # [ 3F Bk EI#% 45 (The Motives for Online Gaming
Questionnaire * fiFEMOGQ) ; » HEE—HTIVESR - AU ERLIBIESIE 25T » #a
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AR EE A BEMEES A O 2017 1Y T SE RS 08 R R
& H e B 12 BREL LR R I — B T A T Rt S0 I LR iz 58.5%
WERIBFTEIRH - MRS LS EL A BR R R 2 AR B S tHR - HAH R E At A R T R B
HE TH HI 4 1% Ry 25 4 (Wu, Lee, Liao, & Chang, 2015; Lee, Ko, & Chou, 2015; Van
Rooij, Schoenmakers, Van de Eijnden, & Van de Mheen, 2010) ° kL Gl SIS N e
7 - ANMEFCBE AR RRF R B SRR ISY b - R85 ~ TR Bt X AR BN
Ty A ERTRE - B3 Brad B B B BRI E OB AYIEIR (Kuss & Griffiths,
2012) °

T #8 & B¢ B8 . (internet addiction disorder) — &d] * [ & f& i & 22 Hfi Ivan
Goldberg(1996) FH LAfiill B IR IKI D CRHAMERS AOBE I =5 » o H B Ay A TAFShRes2 28
EHAYRTE © Young(1998b) fEHFPRMEZE 3 ET » 3826 A Eyfiiydh H A0 st b I AR -
DS ARERARR ~ BR2E ~ 3 L BRI - H B — 2 R A % iR B EL At SRR TR
G - BRI — (S RO R BT R T R filsE TR o g0 50 ale R 2 i £
Fras 5 EERHTE - DSM-5 Rl S 85 s B Rl — D W 7ERvaRE - Mg 9 15
B2 ETTEIE (American Psychiatric Association, 2013) o tH AU A4 fHFRAE 2018 F£75H
BEATIHY ICD-11 H1 » R RIRSEER GRS A T R T R B i, ATy T30k
#& B (Gaming Disorder) 5 » IEZUANACLEEBSRAVRZET R -

Griffiths ~ Kirdly * Pontes ¢ Demetrovics(2015) FEH % B % 5 BRI R B 738 43
AITHR 0.2% 2 34% » FBIRATRZAZRIFIRER TARABRERRAE - In_Esth 2K B
BN Al B B2 B B i 2 5 - BB RS SR A K - [HERBATRIN S » e
NI R EIAE R B R R TR R R LAt s B 5K

S B EORE R R TRE R KN —& - NOBITEE 8 T il R R A
EEERRRE ) S PREYT RS B o BCHI B Ay 300 25 i (HUE AR S ISR R 22 0 2R S Y
AN[E] (Billieux et al., 2015; Faulkner, Irving, Adlaf, & Turner, 2015; Hussain, Williams, &
Griffiths, 2015; Van Rooij, Schoenmakers, Vermulst, Van Den Eijnden, & Van De Mheen,
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2011) » JREHERSEE SR ROREE TR A I - T T - iR AR BRI -
It » 35 2B AR MR R M B 02 BN Do S AE A B S BN ORE B R SRR W 0 A A Y
eV

55 o R Re B B B B SRR B R ANE] - R S ROREET 7= A - 55E
SE A AR RE A 73 - R R R FE 2 A — 2y © BIA0 » Van Rooij T A (2011) HY
T 28 B % 2 IS SRR Y R T Wt 0 /S AT PR R R A 558 P AR IS 58 P 0 By
- AEZAE 1 Al O ELIR RE A 70 BN R B8 25 6 P RF RT3 i s o 5 58 Ao 2 A R
B TR FEBE SR T » ABAE R REAR FER BRI 5 557 SRH RIS A f S 150 R [ B 5
VRS O R R RS o A A AL BHIRRERY V39 70 B th L H e R B
15 © Faulkner 57 A (2015) B 8 6 302 8K e 5 O A% B o HH DO 3 AS [B] P AE 280« B B
PR ISR B ol ~ P REE B Br R A ~ (R S B e 5 L Bl [ © Hussain 58 A
(2015) LLKEIZ A f¢ b ta iz gk (Massively multiplayer online role-playing game,
MMORPG) B Ry 552 - 43 i LRIV AE AR » Billieux S5 A (2015) AW 3 e FUAEAH] ©

BTS2 S5 RS 2 A FE A [R] Y BRG » {HU2 Faulkner % A (2015) #8 %
T 6 A I S0 ISR R AT R R I > — T e AR RS - 4018 Y 9 RE B 1 (pathological
gambling) FUEE - DUHER MBS EE R IEAR 2 (5 1 S ag AR - 2R Ty P T %
BESNRHI A 5 55— RUZThREEIRS - SRR Do IS EE SR 75 i B s B B e e Ry F
LIHEELZEHS (Desai, Krishnan-Sarin, Cavallo, & Potenza, 2010; Van Rooij et al., 2010) °

3 25 TR P A B S0 R R RE RN Bk A T W B R I B2 (Internet Addiction
Test - f&f% IAT) ; (Young, 1998a, 1998b) » F L DSM-IV ¥k RE 1 i RS B Fa A2y 2k
i BN S - 2R (salience) ~ L FH (excessive use) ~ ZM& T1F (neglect
work) ~ A7 (anticipation) ~ it Z #l (loss of control) » Mt 58 42 7% (neglect social
life)(Widyanto & McMurran, 2004)  {EJ2E LN IAT BYKISARSHE 3 ATt o2 A —EK
1y - HRZIRARRMERZR T - KIREEHE R 2 2] 6 Z[H (Chang & Law, 2008;
Jelenchick, Becker, & Moreno, 2012; Khazaal et al., 2008; Korkeila, Kaarlas, Jdidskeldinen,
Vahlberg, & Taiminen, 2010; Widyanto & McMurran, 2004; Widyanto, Griffiths, &
Brunsden, 2011) ° Faulkner £ A (2015) HI[£%F] Tejeiro Salguero £ Mordn(2002) Fft#m #4
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HYEEB5E7ER L E 7% (Problem Video Game Playing, PVP) » M@ ERAEARERES -

EE A R BB A RE RS » 2 DL T BRIGHEER EORE &= 3R (Chen Internet
Addiction Scale * f&jf§ CIAS) ; ( BRISUE ~ SfEnd ~ @R A ~ A ~ BhnlEL - 2003)
B EEERE T H (Ko et al., 2014, 2009a, 2009b, 2009¢; Wu et al., 2015) » L EFEHREN
B AR AR OEAR B BE B D REEIERL o ML RIKIE DSM-1V H % BUBIE & 22 B A e
B PRERSE ~ BRI B R P A AR BSR4 Rk T AR R AL CEAR o B T A
PR CRERHRARRE | WIS » & RS T iRaE B L~ TS BRI S o

"R ORI S )~ T ABRELE R | B TR RE IR, o CIAS T Ak
il A B R AR E R - B RPER IR - FLEiSeiaH: CIAS RIEEA
VUflE (Mak et al., 2014) » L5235 Ff R &5 HA A {EXIZE (Ramezani, Namiranian, &
Salehi, 2012) °

TR Ry 3t 25 DUE IR BB i A S A B S IER ORE 2 23972 DL DSM-TV #3508
iE 2 ZEMEHE RS - 2145 B2 DSM-5 » [KIFL AR FEEE Ry Bl 202 SR S B 2
M7 B AR DSM-5 (e Bk a2 B FE AR P 28 freny T M BRaLE IS5 < 8 5 3% (Internet
Gaming Disorder-20 * f&j## IGD-20) ; (Pontes, Kiraly, Demetrovics, & Griffiths, 2014) °
IGD-20 £ Pontes % A (2014) f5&r Griffiths(2005) FTHEH AT R R 44 - B DSM-5
I 9 HZETERIFT R - MR ARSI Ek R 2 TH - #RIM IGD-20 /&t EHE
B W S R OB R iR D Bl E T H -

AR ATt SRR » R0 A % B & S (RIS T e 510 B S TR L e B o
TG R B G R DIRE /TR - HLAS [R) 1 e e 2 Tk B G 22 52+ R AT X
GriH - T35 0 FEBARFSCKR ZERH IAT » HERGIE & iy R 2 K3 DSM-1V JERETE:
HE 2B E AT Ry BRI AR Y - KRB B REB BEIRET IS B BRORE - [RItL - AW 9E %
JPA 0 % 55 JEX 1SR 3 B DA TAT B REIE By B S - B A A CIAS J IGD-20 EIEH -
TAT AHEERYIHIA] 5 %5 =0y SERAVEIE P AR S AL - FIER ] TAT RYEH -
IRIBANIEEERE T = AR SR B R — I BB M B B R R 2R - Ry RFT A &
FZIE ~ B KRR A 7 IR A B AR B A Bl A1 TR R
(EESE AT 7 ZNCUIPE g i T S A ot e VS E AR NI S S E S
TR AT » DU Ry 2T ~ L] B A 38 i AT e B B IR R o2 T )
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Kardefelt-Winther(2014a, 2014b) 58 5y - g B0 S — 1 3 Bl 38 2209 (K E DRI
FARAIE B B A TG PR RE I R 7R oK » B R K & G RE B AT R )y - HAfseHa
L I BN A% Jry o LT T L ROV A RSB ISR A T R T B B o KT 1 o B B A I B
T BRAG T A BLAERF (Y B XK F (Billieux et al., 2013 ; Yee, 2006a, 2006b) * 15 [ %
WEERHIEIBEERES » B HH Yee(2006a, 2006b) FYNfF5E » B HY T B ZEHY—4 (critical step)
(Billieux et al., 2013) * Yee(2006a, 2006b) £ MMORPG #dEIFISET5 » ZMBHKIE
#r BRI - AR CUE MRS E R e PR - SRR e =
HEHE RS> @ BUEE (achievement) ~ il 38 (social) B1J(IE (immersion) 5 {E R K132 HIl 6
10 FEF B ¢ JHHk (advancement) ~ HFEEES (mechanics) ~ 555+ (competition)  jit:
A8 (socializing) ~ [ f# (relationship) ~ [E B & 1E (teamwork) ~ $EZE ZE I (discovery)
A (role-play) ~ 141t (customization) Bl ¥E58E (escapism) o {H 15 48562 % B #%
I IEAH A HE R BRI - Wk I B R dn 44 i 7 S B #% #:3% (The Motivation to Play
Online Games Questionnaire * f&f% MPOGQ) ° Yee * Ducheneaut 5z Nelson(2012) HY5&Ee
PERIZR 7 s SR SR MPOGQ BARGEE ~ it A BLY (IR = [KI32HiHE - (HIEZEAR L
FHANBEAYRIZE#5HE (Widyanto & McMurran, 2004; Lai et al., 2013) © Yee(2016) RifE 1
5 AL B S ISR A A R IR A ST T Be B ISR B AH R 5 FHIBCEE — Rty Bl B2
s ZETER 0 B dn 4 BLUE 22 - IR EERE AT I L BB S I 22 A - I ERE RS
—EEERE - ARy - PR —F#RERE (immersion-exploration) ~ BiEE—FEF#X (achievement-
mastery) ELEH{E—iit 5 (action-social) © 35 —fEEERFEL H I E R (self-determination
theory, SDT) Y iR ERF&HY » JREI A& 38 KA F H AR BB 4% » DA 2 B AR
FOLHEEK © B EM (autonomy) ~ (T K (competence) Bl 38 5 J& (relatedness)(Reis,
Sheldon, Gable, Roscoe, & Ryan, 2000) © Ryan * Rigby /& Przybylski(2006) % Fs 1N &
(EATER R AR R 8K - LS [ T ERR 2K B A AR ERAR AR L BEFR 3K+ HLWFSEAS
REZFFE DR R A B S AL TR KR SRR BB = A SEiE R (well-
being) * (R A T SRR -

H RTEERT A% 0SB - KZERA Yee(2006a, 2006b) Hi#H MPOGQ © 25
ERE S SUEI T s A ITENN 51 I 1N 7 == €3y WLk 2 I Nl SR 18 s 3 el 70 W w1

=g 2
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Demetrovics £ A (2011) 325 MPOGQ(Yee, 2016) H1 A 4% T B A% 41 [t [ 1 AR A
Jx » HARBESE &5 & F| Bartle(1996) i P42 I AN [RIEHM Y BT o A0 B R Ry Bt -
H 2 HR#E Csikszentmihalyi(1990) Fir 2L (flow) BB - JREI DT #1707 BRI
By [A] i 5 A% B IR RE (state of optimal experience) * [ DT Z UL IZ AL LB H - @ %
T 5t i H B % I8 Bre R IR o A 3% I HH 1S TR BE B =32 A M R UL IR T s
If & (Griffiths, Davies, & Chappell, 2004a, 2004b; Rau, Peng, & Yang, 2006) ° Hsu Ei
Lu(2007) B e RAEMEEEE S ] DU 2 1R 58 ~ Aillls ~ iFar SRR~ sl s e
(seeking the experience of flow) * ETFETHR B AJOEERKF o Al 215 LL BBk EhHE Il AR
A Yee(2016) FrEé IV ERH 2 » Kt Demetrovics F£ A (2011) BREUZRRIE1HEL 5
FERHRRAG R - ARIAR BB B - WOETTRGE C E U - B RRIR T i
HEEEIFEKIER @ ihA< (social) ~ JEi## (escape) ~ i (competition) ~ K| (coping)
FeI 2% (skill development) » XJ4H (fantasy) E2{R[H] (recreation) » MG ZEFERY 27 dEiR
W ELEIFERT S (The Motives for Online Gaming Questionnaire * f&f# MOGQ) °

(Rl - A B 52 7 S8 RE 9 4 T 1 St R i B 2 M RS 0 ISR B A D 1 - B AL
MPOGQ(Yee, 2016) HJEEAN A ALK » F122%5 Demetrovics %A (2011) #J MOGQ
AN SR RETE PR A R AR - FILL Yee(2016) FUREIEN A Tyt 5 415R MOGQ HYREIESZE
Yee(2016) HIEFRFTIZ AR » RIGURHESK - B H— 0 Hra i sk E i 5% - Fy
THRET R R RN R R (B~ RUE - ARBIFSEIR R RE S A 0 AN ok B A
BakiA » AiE ST PRI R T » 1 R DUBE 38 1 20 B 2K B 38 i S 1S o TRI 4
G e -

% P BT R A0 5 307 1B 8 ] B £ e T 2 SR ASHIFSE i A - S8 R R PRET BB ER
MPOGQ Zic I F 4 % G BREN B - [RIEL DL N A 2eRG SR 2B - 2 DIt ~ ik A By iR
=S L R B SR ERET o B AREEIA SRR - B R B R R M R EL A
SE = AHRA  ELRETHMIEREREIR (Billieux et al., 2013; Yee, 2006b) K& Gk (K &
AlfE 5 (Hellstrom, Nilsson, Leppert, & A slund, 2012; Kuss, Louws, & Wiers, 2012) ©
DI B R 2 DUE BB A B BRBE AR (Billieux et al., 2013; Yee, 2006b) ¥ &[]
PR SE e B B R TEI ) (Kwon, Chung, & Lee, 2011; Hellstrom et al., 2012; Kuss et
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al., 2012; Nagygyorgy et al., 2013; Yee, 2006a, 2006b; Dauriat et al., 2011; Zhong & Yao,
2013) ° AN - PUREE Ry O BESETR R (psychological well-being) B[ P A % 52 8% £
FArh /4815 (Kirby, Jones, & Copello, 2014) » [fii Kardefelt-Winther(2014a, 2014b) #53H
PR IR B PR BB ik AR ~ B B JRR A R 1 M I IS B (R R
FERAEY 5 ke 55 T+ B IR R FEiE IR (psychiatric symptoms) BH K 0 8% B RE Y
f1#8#7E (Kiraly, Griffiths, & Demetrovics, 2015) * 55— AT » $EEREHEATFIR M
#ERFA (Billieux et al., 2013; Yee, 2006a) 5 it 2 AH B BB R4 72 5 BE IR A HE B BE ISk I Fg
JEJE (Billieux et al., 2013; Hellstrom et al., 2012; Fuster et al., 2012) ©

IR 5E 25 DUBE — S0 ISR B B B e 550 ISR R RET Y B R AEET THRET - A Al
R [R5 B AN [F] ik B B & 2 | B e 5 ISR R R & B R TR B PRI AN 2+ L
TArHIEREHZ © Billieux FEA (2015) 78 k308 X BRE W B& 07 1K E 1 B A e 0% ISR g e
FHE - BEIRFFER] P EEREAT - AT 53 S i Bl — v R Bl A B v e B S 8 e R A
71 (unregulated achievers) il {5 fEr B — /5368 B i B = i bt e 8 T REAH ' (unregulated
escapers) * DA BER%ZBT5E (hard-core gamers * 38 fHBT R AIHE RS L7 8L R REIS 0 =iy -
TENERE BT SR ENYE |- - et ~ FEEEE i & R EES S - HREEEME ) - 5=
AR B FREIMERBLE - A Billieux £ A (2015) BRI ST S 43 H R A
ELigs i BRI AR R - 43 e B HETTERIIREIBL S (regulated recreational gamers)
LA B A PG it & A i Br 5 (regulated social role-players) » Fij & B A5 (K
B~ mHEY » 5t MMORPG Wi FF e H H 1% - 5 R B A R A LB K 5
#H A A (K fE®) - {KH % > It MMORPG Y BB E By T ik 22 Bl At dp 3 - iR
JEBEEE R - ERE S EAREAYTE K o 38 W 2 A AR RG22 B
46% ° Hussain % A (2015) —#££H 5 MMORPG Bt5 Ryt 52 - I FHVBHE ST /347 (latent
profile analysis * f&iff§ LPA) J&3 HTBuZ 1E IAT B2 MPOGQ HY%EH » Z &L IE
HEEEHTE R (multinomial logistic regression) » $R5Y A [FING RS B EL OREAE B AR RIAER
[ B AR b - RS EAA R o R IR it & Bl it B B e AR T =
5 SHE R RS AR FE B AE A - T #HIE SR (novelty seeking) Bl TAC B R m] T {11 v i % 30 Rk e
FERE R A - RS =52 (enjoyment) ~ il A8 BLPE L 2 BEL ] (social & discovery-
oriented) FIHRRE THIHMECHE RS Bk HORE R FE R REA!
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AR Es X MMORPG Bra Uik Bl sk i JE LA B ——1& » 2[1[F] Hussain ZA
(2015) BUBFFERESR 5 FH MPOGQ » {H & T BB HUH & v & s -G EEE R - 38 -EEsE
A EL MPOGQ HY1lEl T BBk =G B [E o H kv 5 - MMORPG Bt 52 1352 Bk Bl B 411 [H]

LCA(latent class analysis) Bi& LPA $E5HEEEFERECREAY R R » HZ TR ESUERY
T KRR ESUE - nTREEA AR ERYEER] -

537% » HESR Hussain FEA (2015) BIBFZELL LPA JRFRG R 2 SR B A i 02 15K i e
W 73 A [T RER » EL R A DA [ RO A B S Bl A 5 ol e A T S TR 2 75 P T
G ven > AR S 0T R R AR B AR A o BLAE ST HAR B Billieux 55 A (2015) RYBFSEAR
[A] + KRy Billieux 55 A (2015) HIRFFERE Fe R #8585 SRR » EL A5 0 ot 34 I8 i o v
% » HIt MMORPG HYEIHE » i ] Bl s Bl sloJe BB A 5 - FLIF SRS RS FF
IR B R G v PSS Bl B v R G B T REREL A+ DA R v S e A A B v
R AR - ELE R E R AR B S E 1 - K2 S PR - A E
Y2 » Billieux % A (2015) HYffF 5% £% FHZEHE 73 47 » 10 FF LPA © Faulkner % A (2015)
Ry LPA BESREUERE T A HET T /028 - (HU2 LPA HRBERE S AT 3 v SRR A R
B DU RIS TIRE -

K1 » AWFFEE L Billieux A (2015) BRFZEEE S » ZRENFIFT LPA #8534 [H
FE et L IR B KR A B A (R U B BRSO R R L - B 2 - IRBERTY
WET - MBETES I BT MMORPG Bo 5 Y% 18R B b B BB R OB R & B S1ME
BATE R S B AR - #IE Billieux T A (2015) BHELERLAIMTE (RFEHIE) -
JEX TR D &6 SO B — SRR B RS » B v R B — o R B 2 BRI vE
WAERE A - fEFR R E MBS T A — BRI DR B Fy IR R EE - 53—
FEAIBLR L BB Fo it 22

AWFFC R AT ATANEL TR - M REHER R - RURyASHIF ST Ry T (o0 A 065 1% 185 AT 6 L e ¢
R BRI B AT i Ry 2 TH - DL MPOGQ ALK » FEHETED MOGQ IS8l 7St )
B o TEREIIFERERE AT - DUIAT RRLE - FFHERD CIAS Al IGD-20 HI & - E i
—f7 TGRSR R R | Bl TSI R EI R, - MR
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PEIRIZR 73 B B B 38 1 R 32 0 AT » T W 0 B Bl B 3R < IR R i - (242 > PR LPA
PEET AT 2 AR B A i E5iE Bk (MMORPG) BraR » 1A [FIHE IS 07 B i R R B A [F]
RS Uy Dl =l ISRl o] 5 05 % 222 SVl

AFFERE LA ~ SR B (1S S8 B R S8 e - THHLE LG R -
CFTLGREREE A 9Ta ZREHL Billieux £ A (2015) BURFFEHE R EEE » KR H I
72 HAYELAHTSE S5 MR, - R Billieux 55 A (2015) RYRFFERAR Ry B2 - F§3 + Van
Rooij % A (2010) 78 ks 8 AMEESERRHIDLE (heavy gamers) » L EREEF A S
% » {HJ2 Faulkner % A (2015) HIRFSEAS R F5 Bk AU HEES BF SR & ik mn 28
BUFENR o 5 — et R thaE e B o me Bt & 0 B @ R 0 B R 2 S A e ey fi—
HGim (Lim, & Lee, 2009; Longman, O’Connor, & Obst, 2009) ° [EHHY » TE# AT
IERAH o A T B A BB BRI RE I B AR |+ IR — B EH S - SmEMSEiE T HAERy
S5 E 0 B R IR T B BEEE P IEAHRE (Bdnyai et al., 2017; Chen et al., 2020; Leung
et al., 2020) * (HEMHFTRRGRIIIR S ER ADTE BRI » SO A B E (Van
Rooij et al., 2011) ; HLEMFERIFE % BT EER - 2 5A Mg ek i s
PRI IERF .2 — (Billieux et al., 2015)  [KIEL - ARWFFEECRIA LPA &5 AN [ AUEiES
ISR IR R | B S SR AU S AU RE - MR B B I S S AT o
B LERH A HURE -

TEAN = IE /7 1H  Hussain 5 A (2015) FUWFZERE R I5HH B DR FL A Be %
B R PR A T AR AR ISR ORE R Ry IR S PR - 2 AL
AR E—PHET -

e A N et T = [ DR S P
LLERGT TR AR T B G R PR BB R AR B T RS IR R R E R, &
&~ W -
2. ILPATRET KA 2 A Aty Eisisi e s - FEA [RIHE RS G Bk B AN (R e
TR EN AR & v 43 B DR - DURGE SeH S ERIHE 22 ~ W AHR B A
1 ST A2 5
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ARMFFELLGE M 18 B A —F A - I m A 1T E A E e T
MMORPG ##j%Z Bt ad R ¥ 52 - FEBIA 3= B0 ke vk e ( RS ~ 5 Iak Bk bl il
Facebook - HYRMEREEF ISRt ) T EMERE R - DA A s 7 =0T - RS T
B R 2017 3 HES H » LUK 2018 4 11 A& 1 A - #83E[E1 637 3[4 -

PFFZERR A A T BB st (5 P A0 2 S0 3 1 - Kl BARER » e 2t
W& % (55.6%) » DAERAR JEHE By - (60.1%) » SR 25 Ky 30 BRLAT (83.6%) » AETHAURERE
REZH R (91.7%) » EEEEE ~ B - & - DUSGEDTRRE (/NEF) 8UR - [
WSERaEs T A RS A B B 2 R -
(DOWETH

ArE I HBR ERFREREEE TR - AT =0 &EK - 200k T BEK
WP RS, ~ T RGOSR EE ESR ) DUk TPHQ-9 W ARG, -
1. BEhRBIR R A REE R

AW "G BB R R S o JOIRE T BRIGHE RS kg & (Chen
Internet Addiction Scale - f&if# CIAS) ; ( BHEUEZE A > 2003) ~ " #EE& RS HIES (Internet
Addiction Test * fiif% IAT) ; (Young, 1998a, 1998b) ~ DA " &R & 58 (Internet
Gaming Disorder-20 » fif# IGD-20) ; (Pontes et al., 2014) 1T > HL51 46 @ /F
% TR Ry Likert VUBRIEFE - Hifw " HEEEEEORES | DL CIAS & 26 R ALHE - 5
BTN AT Bd IGD-20 R B2 CIAS H A& L H 11 8L 9 [ - [t CIAS B IAT L H
R R — MBS GO - e B AR E R - B TR GE A 5 ST R

"R o e

CIAS s BRIEE S A (2003) 38 DSM-IV 227 1 e 2 [ PR BT 755 S 3 R T it -
FH T HEiR R A% LEAR (Internet Addiction Symptoms) § B T 8% piFEAHREA LRE (Internet
Addiction Related Problems) ; fi4> s AR » 2226 @ 437 A RS SR RUETER (5
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R 1 AAKEIZAQSZEERAREIRE 2 5

HATH B4tk AT B4tk AT Bt
TER iz A
5 44 4 24 60.1 18-20 174
pegis 55.6 JEE4 39.9 20-30 66.2
30- 16.4
A ETIRE U T B
A 91.7 17N/ 55.7 MMO/MOBA 436
8= 8.3 TR 443 HE 56.4
W& R (SNBSS
(/INFF) GNED
0-5 28.9 0-1 39.2 0-7 292
5-10 35.6 1-2 22.0 7-15 30.1
11- 35.5 2-4 253 15-29 22.8
4-5 46 29-42 10.8
5- 9.0 42- 7.1

RE )~ HERE R 32 1 (4 7 ) ~ 5RE M ERETT R (5 ) ~ ABRELERRTE (7 &) MIRF
FIEEERE (5 ) » ERIS 0 EGE R s R E m s - &8RN a fRECR 93
FHMERE Ry 83 -

IAT %y Young(1998a, 1998b) Firaxkit & HEARHIZ » 3k 20 8 » #E08EmRR ok
FEEEBEE o IAT RSB RIS » W LB &7 - FREREERA
B (BRI R SRR ATEE (Widyanto & McMurran, 2004; Lai et al., 2013) °

IGD-20 Jy Pontes T A (2014) #5517 Ky BORE 5 AR B2 DSM-5 72 7 YE I AT i 3 -
R BEAL M RIS e e T H » B4t 20 - EREHEE S /ANERFE © 2t
(salience * 3 & ) ~ THFE I (mood modification » 3 & ) ~ i 521 (tolerance » 3 #H ) »
FETEAR (withdrawal symptoms » 3 @8 ) ~ 7#72€ (conflict » 5 &8 ) {5 ¥ (relapse * 3 %8 ) »
EER o RER 88 0 FRFRENLZ a REUTHY .63 B 80 L[] -
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HYE = ERAEE N AL RIS DSM R AR - KLAE2EE - A
RIFFEAE A A B A AT A RE I R U — R R AR - e = Bkt 86 1 - Mk
46 7 - FREFE T BRI O PURRT R -

2. BE kR iz BN E R

AWtk TGRSR BB R | - fRE T AR R B R R
Bl TR FIFERENIE & 3% (Motives for Online Gaming Questionnaire * f&f% MOGQ) ; Wi
EFEI TR » L5 45 & 0 fEE 70k Likert BT EN - diRERLL MK G5 E)
PEERPOCR ) R - A MOGQ H » [KIFE ~ o758 R Bl pR [HI R SEAHR 2 8
AR H o S e TEREE - RSSO — AR - SRAIRT S BB R BEC FHRE (40

"R ) BUCR T HEEEEER , ) F -

"R I ER BB R R SR ) SRR A (2013) ¥ Yee(2006) Al "
OB R ) T2k o 238 JE o TR ERERE R SRR L BLEE 3
TRERIFE ¢ R ~ ihA - DUR - BGRIRIR AL E 3 E PR TTKYE SR
Hl o~ BT AR 3 —FERE AR BfR ~ ERETE  DIREREE 4
fEl—FERIR—3 B~ Aty - L~ ST - 2ERME 10 [H—RERE
il — & X132 09 -8 H BT 3-6 88 1950805 R0 32 3 8 (R B B 505 SR IRF BL R Ik
FIEIRENEE RS o FRE T - BER o RER 94 0 BUR -~ iR~ YRR =l SR
RIZE a $RE53 TR 86 ~ .87 Bl 83 » (KFERIFR L a FREGHIS T .60 Bd 88 (L [H 3 &
BREMEET 88 -

MOGQ s Demetrovics A (2011) Al > =873 27 @ - MOGQ & 7
BREIKISR ¢ kA ~ R~ BT~ [KIE ~ B - SR ELRGIREE - R RS
3 E 4 EHEE @ BorlESRornZEEGR - ASCECRIFERIE % - oo
o LB LIS REEACER

[RIERHY - ASBHSEAE R 25 B 48 BT Y RE P U — R AR - SRR Btk
65 i » MRy 45 @ - REFE T BRI UBERT & -
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3. WMAREREZPHQ-9

W AMRER[T4 (Patient Health Questionnaire * f&j## PHQ) £y Spitzer £ A (1999) #
B EREERESR - Hip PHQ-9 R FEHEZ S B EIEE (Kroenke, Spitzer,
& Williams, 2001) » HAL 5 9 fH-EE » £% Likert VIR R RIEZ: - 8l - RonZF®
T R E

(=) #atartr

ARWFTERT T T 2 M3 0T » K8 AT o0 R R s B « & T 2SR5 By
FEEH 3T ©

TEAB SR EE ST AT EUER T » ANWFTEHF BRSSO Es ek o =R ) Bl T
SR KB R ) AR T EEITIRIZR T - DUB A 226 -
T VB SIS HT « (B3R M R 385 #17 (R Core Team, 2019) * £
W R iR AT RodlllRAR AR (N = 383) BARBREEAN (N = 254) Ry ' FllkieAH
TTERR MR 253 HT (exploratory factor analysis » &% EFA) » DIPkEE {# ke Bl B —
e EH o R AR TR T RIZ2 5387 (confirmatory factor analysis) B %
B EHE - DitsbapE R E H 2 65 2 AL (generalizability)

£ LPA BYHEL 73 ARBIFFEREE ] Bl — RS B AT TP i Z F8 4% » 358 LatentGold #K s
(Vermunt & Magidson, 2016) HETTELESIHI 54T » LU T g8 i S et fEE /A m]
PLG3 Fo 3R (EVEAC B » BLAh » ZRBFSEINE PHQ-9 33 ~ B AHR A T (GBFISREE &
YA~ R DUROBEBRF ) ~ DURA I 538808 (MR ~ BB3E ~ BTG AURE - %)
TANE R 38 8 RS HOE A5 v TR FHAE B o PR

s O o

%5

E
L

e

1 FAMRIRZRHSERIES - 140 6:4 ZLEBITR AR AR BLARBEAR A - FHECPRER M T AR
WARRE » TEEZER DIER LB E ZAER - MARR BRI P [ IRE RS -
TEERFPE A AR ARER LGS - (A PLEORHAT 400 SEEFT AT - By 7 HERZ RSO 0T
TR R > SR T BRI 1y 8 2 DR
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=~ WESERER

(—) & T BAZREE Hr

£ EFA 235> » ARWFFCE R 4 psych #IfT (Revelle, 2019) » 5t » IR#EF
174537 (parallel analysis) Z#55% ( BRI ML » H 0185 Ry 95) » IRE " BARHE
PREFERAORE R | B T RO RREROEREI R R ) ZRIFRT Ry 4 B T - B 0 BR
FH e A% {132 (maximum likelihood method) SEfSHEAG & ff BALE » BRI i
{81k (promax » FEEER fy 4) ESERITE .« B R - R HTZ HEY R Pk
RERIRE SR B & U - Rl - AW B 1T R EFA » RGBT ERE &
LR AR EAR 45 RINBIBAEERZR AR (TR 30) 0 DGEEERRE
M - A% 0 DRSO RS R T 16 3 0 T B ERERSEE)
tER, QIR T 278 -

MO IR B SR ) (IR AR IR B B RES RLER 2  ARWTSE G PUAE ]
Fornlatky TR, - TBIEEZR, ~ "BE, o DUk TIREERE , -

MO IR EI B R ) AR R A B RR 3 AR AE A
Forildanta Ry T IREREETHEH] .~ TRESIRCIMBKER . ~ TR ABREAGR L - TR
MR, ~ T REERIRER - T RCEEIEGIEE , - DUk T288k, - E CFA
IS4 - AR A R 1Y lavaan ELFHETT 50T (Rosseel, 2012) » R i A EFA
P B - RV S B — KRR (R TR SR R B R AT
1% (robust maximum likelihood) » #5ERMUR " B S GEM E B ESR | BRI
Z SEELE (RMSEA = 053 » CFI = 946, TLI = 934, SRMR = 051) » [fij " ¥&RMEES
TEEREE R | T AN B4R (RMSEA = 053, CFI = .886, TLI = .866, SRMR =
061) » KBt » AWFFEEREIEFRE (modification index) B AR RIGETI TS IE - Z 8%
AR - BRI T AR A R Ry A8 R T R 2 ST s R
R BLAIEE 2 o B T B 2 RS B P OE OR Rk B B R 2 5 0 T
S ST ISR T AR OB AT T 49 PR LB AR B (40 = A O ~ A e B Iy / BRI
%) 2 ) BT IRER R B T A/ B SE A R M B T / B R A R i KB I R

s

W

4
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K2 TEQRPBRESABER, CRRERRITHER

ARl F1 F2 F3 F4
BAEH — BRI A Do ey - s i S = 9 -07 -07 01
AEFAR -

PO ol - S UEd Vi SR i o 0% 77 AN S 3% ¢ = = K SRV A 49 06 -02 07
T 4o

HEE — BRI R A o s i sl & (B ke s g1 -14 28 -08
/\%27@ R MR ST Uiy A o A= Nt g 70 23 -09 -03
BB JEE -

EENEREE RV AETEM ZE TS - 68 02 08 01
BT ORI AR E B ORI 2 ) - 08 57 20 -06
oI S SUE A A E SV e = < A I () e = (151 ) o= 09 70 -02 -01
Kl ks EHEDCIFER YRR - AR AR BB T - 02 84 -01 -04

ks FPCEEIIRIR - RERANIEBIGIFL 06 83 04 -0l
DT -

DU Bk T B R B S R A AR s 2 - 00 50 05 .18
HIIZEEDUR - IR SR N AR - 08 03 61 .13
BB - RERESIE S RN S - BEIEHCIE 08 01 73 -01
1E EHEDCizEs -

IR - RgRIMOEER » SR EER 02 04 77 -04
{H—HEA] DUBTHERS ISR » SEEeB Mgk T -

AR e IR CRIMIEE AN EY NEF - 15 -03 -12 .66
R D i Bk LR R - 11 04 09 .67
&@l%ﬁfﬁbﬁfﬂﬁﬁﬁiﬁkﬂﬁéi&Eﬂﬁﬁﬁ? o o -05 -03 06 .87

PPl = [RKIZE— THoE, ;P2 = [RER" "HIEfEZE, SP3=[KHE="BE, (=K%

VY TR
BE? o TR ILIDRE - A 2 S EE P adal B R 2 ) B TR

HEECH ILIIRE - A 2 EWER EAHABTE IR 2 5 - BtE = HBUEAER T
I T R AR BN - EAE R AHRIEIRSR - SORIRSERE R A L S R S B
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x3 TEIQREBRESIHRER CRRERRITER

S it FIl F2 F3 F4 F5 F6 F7
HEINE - A AR LA TRGT At TEEE 86 -.12 00 -08 .06 -05 -.10

THEZEE?
TR TR A T R - IR ? .60 00 -04 08 .10 -.13 .12

WFEL A B R A - SIS EEE 2 71 17 05 06 -.13 01 -.11
INFSEEE IEIIRE - &2 H Ryt e s 53 -10 .06 -07 -07 .18 .10
BB A 2

HERIME - SRR ATT I EGRRRREEE 2 -07 63 00-01 01-01-.15
HEIME - {omtasm K/ AR EEE 2 06 .66 -06 04 05 .13 -02

TEFFER-P AR~ BER - YIS - HERIMSEER? 08 .76 -02 05 -01 -06 .08
HERMS - STRESCETBS RS AE = BFLE. -08 65 07 -01 .00 -04 .11
BEYMREE ?

ANERES A AR A REBR Y - A 2 SR AR A -04 -07 52 05 17 00 -04
FL[ERARR SE AT 2

gg%;ﬁ%ﬂzﬁ&twﬁ% S RS2 el e AR 07 -02 87 06-05-07 04
BLx 2

%D%ﬁi%ﬁﬁﬁtmﬁé » WH L ZEAERR EAHAD R 04 -011.01 -06 -.16 -03 .02
K 2

ANFSEET ILIRE - BA 2= BRI H A 8 e — -02 .11 J75-01 -.11 .12 -02
REBI A RS R T 3w 2

A SR DT B8 2 -05 07 .17 55 18 -10 04
WH L2 SRS EE R AL 2 07 07-13 61 01 01 00
A 2 10 RS0 B, P O R B B M B s 2 -05-09 .10 .60 -05 07 -02
FRETHE B A RS HE S AT 1 43 LU RK LA B 03 .16 04 -13 58 05 01
(an « AW ~ AR TR FEE) 2

P R iz Ek A B M S 0 R M B T B A 00 .15 03 -21 .60 01 .18
AKBEJIME R 2

?;gg%@&”X%E%ﬁﬁﬁaﬁéﬁiﬂéﬁﬁﬁbfﬁﬁﬁﬁﬂﬁlﬁﬂ’ﬂ 15-05 07 22 .60 09 -.11
BUES I

RELSEEEGEEES - 515 HEEERIIEL 2 -07 -09 -.15 .14 65 02 -03
RO RSB R Ry m] U IRy B B R - 03 02-03-05 .10 .74 -08
DR ] DU IR IR E S - 02 13-09 22-16 53 02
DR ] DAUGE R T - -06 -03 06 -05 06 .76 -03
e s T DURH R A EE R - -06 -08 00 .11 -04 .52 22
D EEs ] AMGE M R E B E ST - 03-02 04-10 .15 .77 -08
HRIME - MEIEELE — IR ErLE - -03 03 06-02 .03 00 .74
DU H Bk Ay B 325 hE Bk S - 02 -02-05 02 00-01 .57

sl @ F1=IRER— THREREGE ) 5 F2=[RIER TREJJRGHARE ) F3=IK3R= "t
SR 5 FA=RERIY TRIEAGERACR | 5 FS =R T R RISIER ) Fo=
I TRCEBIEmREE , 5 F71=[R3RE "5k, -
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A B R RN B4R B s - ROBRBREV B IR - B KRB A 52
(RMSEA = 054, CFI = 919, TLI = .904, SRMR = .057) °

R CFA HYSERCEE AR R R - AR - ARWHZERT IR A B 2k 5 CAGHR S
WL R B2 AR TR ZEE - eI R B2 R R A &
FHAY - HIRIRRAYEE i e - BSOS AHR R T RE M - K - ARHFSEER
Fy CFA Z A5 R ER] STHARAELL T B G N pR B SR R S 5% o PO {73 BBl T3 &
FiAE s SR BN S ) AY-EE S 3R - TR 11 (B 24T - BT Rt e &
B o 1F o fREOG T - TAKEE L > TEIEMEZE, - T|E L DUk TSR
Fy 83~ .80 ~ .74 ~ Bl 80 » " HRERERETEN] L ~ TREJ IO PRER ) ~ TE A ABREAGR )
TR SR, T RECERIRIEN , ~ T ROEEIEG AR~ DUk " EEER , I
By 76~ 78 ~ 88~ 71~ 74~ 80 ~ Hl 65 -

() TEAES R 7 B

ABIFFEE F i — P B AT IS 0y 11 fE454E - BIERSAY 11 80 B3RS BP0
B 1T LPA » 58 - AIFEIEEEIERIEIE C = 1 2] C = 8 AYET A EL (log-
likelihood » f&jff LL) » Bl 71 ff GRS F5 4% (information criteria) » DLEk 328 58 & #2801 118
B (HR4) - LL BEBARFOREAYBGEND » (HIHARF B A S < 228 » TER
SFRARLAZ B B R A B FEAS A T8 ET) - SR N - SRR LL AU
HE| C =521 > EFFRYEERELE - R EHEFEIE (Akaike information criterion » fi
i AIC) ~ AIC3 ~ FRAEFH#E H AN EFEHE (sample size adjusted Bayesian information
criterion * f&f# SABIC) AI/Z7E C = 8 I » iR (I BLET B RE » 1 2 KERE
fE A% (Bayesian information criterion » i 1§ BIC) B — Z 4 7Rk b ZHUE 5 A% (consistent
Akaike information criterion * f&#§ CAIC) HIIfE C = 6 3ZE(x/ - KL > C=5F C=38
B R REZ B B o BeAd - B KAV ] fEREE - DURGEESE At AR A oK A
(AUEEBIRHER/ N 10%) » AIFFEERRGE T C =5 BUR5ER -

PREESE BRI E R - AR IGETT C = 5 KEBAERH 2T » A T3
i o SPNTHRESREE AR 5 R 6~ BIR T » TS TEAEEIN 11 EFERE < I B A (f
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*4 FHEAHERHT  HEHECRBEASEEHE
FEHEER(C)
C=1 C=2 Cc=3 C=4 C=5 C=6 C=7 C=38

EIEE 848371 765199 -7443.71 -7227.48 -7080.70 -6987.12 -6921.88 -6831.12
(A3

AIC 1701141 1539397 1502342 1463697 1438941 1424825 14163.77 14028.24
AIC3 1703341 1543897 1509142 1472797 1450341 14385.25 1432377 14211.24
SABIC  17039.61 15451.66 15110.58 14753.62 14535.54 14423.86 14368.86 14262.82
BIC 1710946 15594.53 1532648 15042.53 1489748 14858.82 14876.85 14843.83
CAIC 1713146 15639.53 1539448 15133.53 15011.48 14995.82 15036.85 15026.83

ZF : AIC = Akaike information criterion; AIC3 = Akaike information criterion; SABIC =
sample adjusted information criterion; BIC = Bayesian information criterion; CAIC =
consistent Akaike information criterion.

FHESHE - B AT e A TR EA L) - B AL 1 -

7% 5 1Y Wald € SR BV ARAE TUEVBA R - A e 2= 52 - (KL -
AFFEERF Bonferroni {A#EIT & LR o FRATKFEERE R —BEER3R (family wise type 1
error) &% by 01 + HIAER LLIERWE] 110 FEAEE) X 100 TP Bo s e ) - 4t
110 RELER » BORH R bl 2 B —$E3RRE Fy 0001 © & LU A5 R aE R 5 i
iz BAT - BB ILECE L R R - DURE 1| 2 RHAY - AR nT 8 E] - (D) 1E "%
BRHERS IR R R R | A E AR - C1 R L8 C2 Bl C3 KL -
FE AR T EEEZE ) R SR - C4 Bl C5 itk ¢ () 1E T B AR ISR E
B PAEEREES - C1 2 C4 Kig ERBEARZAEIE/KYE - 1 C5 A2 HE
— R RBIARRY BB KE - ME—RIBIShE T 288k ) LLEEAR - C3 IRy T 458k
7KHE » HERVUAH < (S HE HIFS AR T 288k, -

HERRlHE - AFEREE T Ry o, mEnegEEEER , (C1
N=94)~ TR ERE, =B RS | (C2 "N =236) ~ T kg mEhkE, =i
(C3: N=137)~ "EBHRE =@t (KZE8R ) (C4 - N=94) ~ T{REJE, KEHE, K
24, (C5° N=76)
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$O=C0<EO<TI<[O  [00>  681°S99  €TTI 0ET'1 6L 1 Y0O'C 9€L'T I E
CO=pO<7o=¢o<[d 00>  TEP'S9S  I8T1 8671 ¥91°C SoI'e 00 € HkY)
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k6 HESHNSHERIZBER

Cl C2 C3 C4 C5 Wald p-value
(1 09842 2816 2220 2.582 ref 12572 0014
TR
B ref ref ref ref ref 24.048 <.001
prgs 2893 2446 -2366 -1.775 ref
%o ref ref ref ref ref 5.191  0.270
FERE -0.092 -0.735 -0.815 -0.505 ref
A EAURE
zEN=1 ref ref ref ref ref 7957 0.093
JERE -3.126  -0.745 -1219 -1.588 ref
i
18-20 ref ref ref ref ref 9285 0.320
20-30 -1.148 -0.616 -0441 -0574 ref
30- -1.998 -1.709 -1.049 -0.672 ref
LFEREE
FTEN AR ref ref ref ref ref 7388  0.120
B 0.531 1.009 1382 0977 ref
F B
MMO/MOBA ref ref ref ref ref 7517 0.110
HE -1794  -1.106 -1.067 -0.852  ref
W&
0-5 ref ref ref ref ref 9485 0.300
5-10 0291 -0275 0241 0.091 ref
11- 1.001 0922 1242 1.289 ref
FEESEIRFRE N
0-7 ref ref ref ref ref 63287 <.001
7-15 2743 2819 2258 2288 ref
15-29 2422 2039 1520 0.807 ref
29-42 2.703 1.725 1.651  0.196 ref
42- 8485 6017 6729 -0.098 ref
HZE2(PHQY) 0245 0.102 0.036 -0.108 ref 57062 <001

At ¢ AREAE A SR — (A EECS i R B2 I - SR B E - DlreffiuR
Cl= TrRpRe mEnt RSk, 5 C2 = T iR mEnt (K98, 5 C3
= T HERE =B SRR 5 C4 = TREURREpREEER L 5 C5 = TR
iR (REIHREEER , -

322 WEOCHEMALTE =+ %Y H



r®7

HEEFHETHET 2EE

[LRESPsn N
Cl1 2 C3 Cc4 C5 B
eyl
Bt 0.539 0482 0537 0379 0.123 cl#c5,c2#c5,c3%c¢5
pegis 0461 0518 0463 0621 0.878
=% 0571 0654 0641 0566 0446
JEEE 0429 0346 0359 0434 0.554
AETETIRE
A= 0987 0935 0933 0910 0.766
JEEE 0013 0.065 0067 009 0.234
FHC
18-20 0.189 0.188 0.162 0.183 0.125
20-30 0.725 0.703 0.689 0573 0.522
30- 0.087 0.109 0.149 0244 0.353
THEEEE
1TEh/SEAR 0487 0532 0406 0.636 0.900
EAi 0513 0468 0594 0364 0.100
B
MMO/MOBA 0.564 0430 0494 0330 0.078
HE 0436 0570 0506 0.670 0922
W&
0-5 0.173 0296 0.191 0328 0.538
5-10 0411 0332 0391 0333 0.333
11- 0415 0373 0419 0339 0.129
FRESEERE RS /N
0-7 0.114 0210 0245 0382 0.741 cl#c5,c2#c5,3#c5
7-15 0219 0371 0263 0417 0.116
15-29 0259 0278 0235 0.157 0.106
29-42 0.173  0.106 0.152 0044 0.037
42- 0236 0.035 0.106 0.000 0.000
EH#(PHQ9) 10502 6592 5388 3.781 4.961 cl>c2=c3=c5=c4

(c2>c4)

it : PHQY E2HAVE Sl L VIR - HERBEIAE R SRS IE AR L L - C1 =
"R EEh R, 5 C2 = TR ERE S EE R RS, s C3 =T
R TREhE TSR 5 C4 = TREREmEnREEER ) 5 C5 = TREORE

REhHE LR, -
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Profile of Means for Each Class
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cs5

Z Score
bttt g

T T T
o % o Q &% K 9 ¢
RN AAY
%S Z 3 2L e Ry

% © e @ ® ©
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[

Subscale

B1 FBEHNNIESEZIEE
i Cl = TR mEREREEER L 5 C2 = THIEEOE mERE SRR
C3 = " HEie =EbmEEEk L 5 C4 = TR, mEE KSR, 5 CS5 =
TGRS, KERE K25 8R | - dependence={KHH ; reality=PR B¢ ; craving=
W time=IRFEIE BRI ; discover=HZRa%ETHEH] 5 achieve=RE JTEBLPREK
social=iit 2 ABREATR ¢ damage=TIFIIEIE ; thinking="E5RIGEM ; skill=X
BEEIERIEE ; fun=558 -

% 6 EHZRELET 2 A 2 AR - R E AR - Kk - JAME
K7 EBTHEBEERCT - SIS EEE T HEAT MR A - DIFSE 248
R R o B R L (R AL A —BERAR A Ry 0001) - FRAMT AT DUBEZRE) : (1)
C1-C3 SE=HHAE "R LBl L - 558 C5 RIREHE w5 - EEWEH B L
ME > %A C1-C3 5B S BIRYEESRE Y C5 5 (2)C1-C3 th=#HEL C5 #F T SH i esk
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A Latent Profile Analysis of Internet Gaming
Motivation and Internet Gaming Addiction

HsiN-Y1 CHIEN, Po-HsiEN Huang, WEN-Y a0 Hsu, YI-TunG LIN

Purpose: Previous studies regarding the relationship between internet gaming
motivation and internet gaming addiction were not comprehensive enough. To measure
internet gaming motivation, we developed the Internet Gaming Motivation Scale-Integrated
Version (IGMS-1V) based on the Motivation to play Online Games Questionnaire and
the Motives for Online Gaming Questionnaire. Based on the Internet Addiction Test, the
Chen Internet Addiction Scale, and the Internet Gaming Disorder-20, we developed the
Internet Gaming Addiction Scale-Integrated Version (IGAS-IV) to measure internet gaming
addiction. We aimed to identify the different patterns of internet gaming motivation and
addiction by conducting latent profile analysis (LPA). We then investigated whether these
patterns can be predicted by demographic factors, internet gaming-related variables, and
depressive symptoms. Methods: We collected 637 valid questionnaires online. We analyzed
the items in each of our integrated version scales using exploratory factor analysis (EFA)
and confirmatory factor analysis (CFA). We then applied LPA based on the findings from
the factor analyses. Results: The factor analyses identified 4 factors in the IGAS-IV (i.e.,
dependence, reality, craving, and time), and 7 factors in the IGMS-1V (i.e., discover, achieve,
social, damage, thinking, skill, and fun). The LPA identified 5 latent profiles of individuals
with different levels of addiction, motivation, and fun. Mean time spent on internet gaming
per week corresponded with the low addiction/low motivation/low fun group in contrast to the
other 3 groups with medium to high levels of addiction. Depressive symptoms corresponded
with membership in the high addiction/ high motivation/low fun group but not with the other
4 groups. Significantly more men than women were in the medium to high level addiction
groups. The internet gaming motivation subfactors of Achieve and Damage positively
predicted the level of internet gaming addiction, and the motivation of Fun negatively predicted
the level of Craving addiction. Conclusions: The results of the analyses highlighted that high
internet gaming motivation is not necessarily associated with internet gaming addiction. The
combinations of different subcomponents of internet gaming motivation and internet gaming
addiction were heterogeneous, each latent profile had a different level of depressive symptoms.

Key words: internet gaming addiction, internet gaming motivation, latent profile analysis
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