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Abstract

The study was to explore the potential mechanism of the influence of identification on aggression.
Totally 79 undergraduates were recruited. Before playing violent video game, participants com-
pleted the video game questionnaire. After playing violent video game for 20 minutes, participants
completed the identification questionnaire, the moral distress questionnaire and the hot sauces
test, which were used to measure their identification, moral distress and aggression separately.
Results are follows: 1) There was a significant negative correlation between identification and
moral distress, and a significant negative correlation between moral distress and aggression. 2)
Moral distress played a mediator role between identification and aggression. Thus, moral distress
mediated the relationship between identification and aggression.
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1. 518

1 &\ [F (identification) # & oA “MiSE MG A CE S TR —MEaniE, FRZMH G
A FHER IR E CE 54— (Maccoby & Wilson, 1957). Christoph. Dorothée 5 Peter (2009)44 H. 7
T AR R T F BRI T 77 SR ) M “ B R R K RN DL A RO R A L R MR o IR
INFEATTR f by, ARATT A0 B SR R E R A e, IF BN R AT B A5 5 b R L5 3)
(Williams, 2011).

VEAL P AE #1225 =) B8 (Social Learning Theory) 485 =) 73 A B2 SIS 2, B I LTI RN
AR T I R AR A T SIS B AT I A, BDER  SJ 5. BEAL R ISR S R
Z A D0 RAEFELE T TR AR % S P E R A+ M, WIRBREENRESHE—K, B#H
THEAML, B AN BT R T AT N i, Wi, 1996). ARYEAE SIS, BUH
TR G R AR B M PT RS B T MARTEE R P 3153 7 B AT, AR T B AT 9 AR (Bandura,
1973, 2001). i diERRH ) A 5 g AR AL, BR g6t i Xk A iR A IR ST st b, DRIl dite ke A € 0 A
[ 7K P P R 2 R e 0ok 1 A 1 ) 45

Konijn. Bijvank 5 Bushman (2007)if i ik /> 4 55 42 T A [R] i SRR FE 1 & 07 o1 kBl AE 36 J ie 1
TERR I %k 2 77 U X AR N TR KPR v R B 3K, R AR PR 58 4 s . IS AT 55 R BT 2 IR HH 11 80l bk
Fischer. Kastenmuller 55 Greitemeyer (2010)i@i Lk 087 F B G 5B f €455 7 Do 58 /1 Bk 2 77 s 1 iE
RRIL, B AN A A RKCT B3 T B, e T ELE R IR S, AAIHEAE
e AR B RSR FEACP R EBOE KT, X Se B — 0 R8T BORAE BARE AT 55 I B T 2 BN

PR 7 BB JE R I Mo AT AT B T AL, A W I G AR B A
IREETT ORI 10 2708 iR BN R KPS 3k e Btk 9% Bk (Lin, 2013; Williams, 2011). Lin
(20133883 X6} L B i X A A Ve XA AT b LA =2 B 5, R BBL I F U 3R AN R (7 A EA TR K7 R B
HH B KT B i P AR SR i e A s Williams (2011) Ui e Lk iR B A 5 1 B ARABLER 2 A A AL A 9 Rk
AT, KRB S 5 B S ARL A (o F HBUE /1 R R S R I S S G AT, Tk
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BT IRE S8 E N R I T bR BhAh, A B 908 R IR A €1 £ El [RIZK P e 5 1
Wk BT G B N R &R, BARRIUy: 5 s M N R AR, A sss 6 v B 1 A 1 2
AR B3 M (Jung, Park, & Lee, 2015).

BIRCAHANDIRTEORI T M N R 508 5 AR T PR OGS, 8 Atk R e 3 BUMA IR S
Bl AR BT AR k0 2 /b . 3 Gollwitzer 5 Melzer (2012)fHF5, AN A € 1A R KT 2>
S B HO B ORI BT R I L I B VAT D9 I He AR B2 AE Yo ke b (R SRR B AR B, At AT IR 2 5 S
NIEAE T AR 2 ST BAG, s A E AN A R Y B AT N R R R v, R AR
EAE SRR, W T Re R I R E A R BT R, AT H R

i —: XF 2y B U A I A A [R5 AN A TE it 8 )3 A R 57K T B B O

TEAE IR 52 KRR I B AT & B4, WIRREE A G 32 N ) AR Beh A . DR, JRATTHE
1R

B = AT 2 77 FL i R A € TR A A TR KT 2 3 e T A R 5 K ST A A i X TR B PR K
FEALRG I, R IE R AR LE A\ [R5 Bt v Al B AR

2. NR5F*
2.1 MR,

A 79 AR KHER R FAES 5%, Hd 52 28 A (Mage = 20.21, SD = 1.62), Zf% 51 A(Mage
=20.31,SD = 1.87). FrE#ALNART, WA EMIIER.

22. A%

2.2.1. R ER SR &

4 Anderson and Dill (2000) 21l ) i) % 20 T 2K o BESRAF IR 15 Bl — 4 N 550 48 Do ) = Rk
X T4 — KA Likert Gl @ R0 B Sy xR (L = JUFRA DL, 7= KHIN). RN A5
JIFREWL = AEWEARACRS, 7= AEFF )RR E ) MR = SEEAMRICIE, 7= 9F
MRS ST ISy . BIINERRERNS = X (XK P9 25 1R 2 5 P88 -+t ek 1 1T (1 5% 0 F2 1) = (AR H Bt
TR E x 5+ JE AR H BT Az x 2)/7]/3.

2.2.2. ABIAED)E

1% Hefner 25(2007) 4 i 19 f Gl [ 1015, HR S Lin (2013) M@ M BR =AU ARMIINE , 4% il 55t
M5 NIH AR, KA 1GEEARR) S 7(GE 2 FE) BRI (o= 0.89), 5 /NI H & BN A BN RIS
9%
2.2.3. BEEREEEE

TH 7 PR 858 (100 SR FH - Gollwitzer 5 Melzer (2012) 5% ik Ao 48 R 55 I 2 77 i35 5 AN ITH 41
B SR L (— s ) 4R SRZ) B YT 53 (o= 0.69), 5 NITH B4 B A €l R 45
2.2.4. BB

FEINENRE (CE=ETEM 3) , ZHERREM R, ESRB W T, LR, &6 H FIRAHRR
IR R A o

2.2.5. FMESERES(IEKIR)
SEIGE R DA WRCI P 7 i 7 DN SRR RUK A SR & b, BHUKF — UM T2 2 AR TR
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B, JF IR MU R (AN BIARH B, Ferp “17 AURANH, 77 AURARH ), BHUK MR ATk
EARRE S BRI . B A AR R SEIR W AEAE M SRR T 5 A A R A S
K EOR PP AR, 2RI fBE UE O T HEBR R ZR T, PRIEEFRARENLYE, 5
MASBREAER BT 7 FOBHUK P — DB ST aRE . 7 DU Bedi AT B dds, ook
IR B AT (A, 2015).

2.3. LR

PAERIRIS R 2 Ja, e R S RIE; 23, Br20 28 (H=FETX 3) (Fra#il#H
uARERE, IF Hou 7 ORIEN RS LT, RO PTRIE A G R A RIETI): RS R A, 52
A TN TERENEE A a5 RO ST

2.4, BURALIE
i SPSS 22.0 BL K PROCESS 84X B #E 4T 40 2 43 dr 5 [| 3 4347 o
3. R

3.1. RS

SRR S50 B SR A PG, LS AR 3% BB SR 58 U R A0, XS4 71 245 K(5 23 44, Mage =
20.26, SD =1.66, r 48 4, Mage = 20.31, SD = 1.90)HIEE AT 0T (R E), Fk g8t W% 1.
3.2. AEINE. EERESIEHEEKEERS T

F N R 5 R B AR AR B 3 5%, r=—52,p<.001, R o7, BN SEE A BE
M, r=—30, p<.05 (L& 2).

3.3. RNMRELE

AR, A EE T R AR 20 MR B AR5, BRI, AEEE 20 b B Bk R
HACE, MuhitKorosRAes, EERSTOy AR, BNRER ORI E, 1% Zhao 25(2010)#2

Table 1. Descriptive statistics on identification, moral distress and aggression
# 1 HEEETSHARMSIT

Bl M SD

b RENNE] 22.46 5.95
TETE R 5 9.68 2.44
Yotk 4,01 1.69

Table 2. Correlation between identification, moral distress and aggression
2. AR, EERESIEEEXER

AR e P RENNTE T A PR 555 Wik
b RN 1
A R -0.52™" 1
kit 0.18 -0.30" 1

vE: "p<0.05 ""p<0.001.
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AN M RER, 218 Preacher F11 Hayes (2004)LA K Hayes (2013)#2 Hi 1) Bootstrap 77 =31 T FH A
RS o

Bootstrap L HPIRAMR BN T, 25— & TG REARFEARE D n)BEATA U B BENLARE, SEAE n
AR BRI B Un, SR 0 MFEARFIR T REAAAEEEFEA); 2, ETHRK n A
BERT SR A S ab s 5=, B FRSEETRECH B, —MEE B =5000), i B ANHA
SNk B RSB VS T A RSB AT, 4% B A A Ol THE ab Ui MR, 3315 C,
3 C KM 2.5 A 3(LLCHRIEE 97.5 F 2 $(ULCI) KA T 95%IH A 25k o7 A5 X [m) (W3, AR
XISCHE, 2013).

IR 4, [K4 Hayes (2013)FF & ) Bootstrap & 46 F2 5 1l LAXT 74 W BRI EATRE S0, B
RSN L AR 4, B4 3 fiw, FEAE LS 5000 (B B = 5000), 7F 95%E A5 XA T, A2k mithie
g RN, EERSR A MREE, XE(LLCI = -0.52, ULCI = —0.04) A5 05 fE#% ] 1 A /A8 B
RSN, B A A R AR S B KT R AN 2.2, IXTAJ(LLCI = —0.30, ULCI = 0.33)
B 00 (R, T4 PRISETE A 8 A R0 AR B MK P iy sg i oo HE T e 4 A VERT, AR08 ab =
0.15, RN ET) 89.58%, B 3% T IR,

4. ¥1ig

HRTIRAT B 7 3RO R & A B N, I HORER S 2 07 s F-I e DA AR i RN 5 — A PR
AT, XS EC T MR R G AR A 7 AR mKCE AR, R SRR A A H . B,
AHIE T CLER DS AN A 6 7 7 3R A £ 0 A N R K520 AR B PR KSE 1 N ENLHDN B 2 A
=L,

FHIRI AT RN, AN [R] 5 8 4 R S 2 B A AR S 3 1 R oG, BRIV 5% i A £ 1 A € DA [ KT
BRI KRG, R — 33 IR AR AL 25 2 BAR o0 g 2 2] I 2R (JF T, W,
1996), =i VN REIKSEIAMAIA A B B 53R A AR Bk sy, DRI B e 523 2 A € B 6 I L 1 it
PEAT S, TRI T 32 B B e 5%, A6 BB AP I TE A8 R 55 . Gollwitzer &5 Melzer (2012) I8 5L
FEDLR# IR TG, A8 1 AA S TE 5 7 i 1R A AR B BAT SE AR AR a4 PR K
o BbAh, HREHTFRIES, KEIDeR )i 7k i MAE S 5 R I Bek ATy, BRI SE BA Bt it )
(Gentile, Li, Khoo, Prot, & Anderson, 2014; Willoughby, Adachi, & Good, 2012; Ybarra, Huesmann, Kor-
chmaros, & Reisner, 2014). [Ktl, BN K5 BEk K 1) 238 FUHDE, AT A2 B 4 N 57K
RN R TR B AT NS AL, AR 5 R I B AT A .

DRI 703 AR 22 36 25 R AR IR L 1, BRI AE (91 U3 23 B ok D iR 22 36 A Dy s | A B 5 N0
o A 2B A 45 SRR 1R R A, RIE AR N SEAE M (oA [R5 M 2 (R 3 1 58 e Ve .
FARTTF, ek A F APy, AMACHE Jie xR Hh A4 56 21 7 T84 PR 587K S BRI, 328 17 B0l 2 S
R B B KT A, AR B A A (R 2 49 A A FE T 3K Hh o O AT Dy 7 A B i ) S A v
R, BIEGEIEME NS, B E R BRI BEEEAKSE . SR1,  ASBEFE A A F KT JR AN BE B

Table 3. The mediating effect test of identification, moral distress and aggression

F 3 ARINE. BEERSEEER P EREEE

AR B Boot SE Boot t Boot p Boot LLCI Boot ULCI
i AN 0.02 0.16 0.11 0.92 -0.30 0.33
T 7 R 45 -0.28 0.12 -2.31 0.02 -0.52 -0.04
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TR AR 5 AR B K, X 5 ET R IUE B N (Konijn et al., 2007; Fischer et al., 2010; Williams
2011). W] Ae MR R e S (AR T, R 2 B A BN R K AT 0 B, T A e 4 s it e A £
775, HEA EAN R KE 8 AR R AR AN K Fs 1 ASHIE 7 A FE A G ) 2600 52 1 A o0 T X A
ERPAFKT, (RUE TR RN IES M, [FHESTRERE TR, TabE FEUS I ARIA—EW
JEE . BRI T2 R 5 1 N T 45 RAFAE VR 22 57, R FUAR IFIESE T Ay €0 ) B 0% e o 1 7o R 5
o Bk 1 7 A

SRIM, ASHEFU AT BEILAEAE — L) 8, LU angiiak it 5 L Lu AN I AT, DL R SRR R AR R 222,
FRE B 7T 45 B AN A o X B TR E 5] LU I AU .

G LRTR, AMARTE R ik A A R RSP TE AR 58K SRR S I B MK 2 TR AT
EYIIBR . FREM, AU IEMEOIAHR N A S 2RI eSS, s, A5
T UK T 1 R 5 5N A A R S T P DG R IR R o T AL B T AR RH DG B Ve T LA SRt R S WA Al
DA S 5 J1 AR B RS MAEAT — s AR, 17 LR T8 0 B T P B 5] N 2 0 AR AT th R s i i S B
FTIRAEAMELT (Rothmund, Gollwitzer, & Baumert, 2013). X T AN 5, XAERIEEHEE -+ BB
BN fEREREM, CHAMARE, BRGNS 5] R N I — 0T MR RAT A S B RS
(Fischer et al., 2010); 54/l 5h B K R HE 8L (Fischer, Greitemeyer, Kastenmiiller, Vogrincic, & Sauer,
2011), HEfildk ) BT UF AR AERE O B A ) TRME A, AT BRI BTG AEAT O I B . A A A A AL K
Do XHONT I ZfRERTT WA AETT R AT, R BUh s m, $R4E T S5 K48 .
K I A A R B T AMARTE & A e i R 5%, el CRAEAS R B R, 98D R B AT R &
AL T T T AR f ok
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