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Abstract

At present, many teenagers are exposed to video games through mobile phones, computers, playsta-
tions and other platforms. Among those video games, many of them have violent content, which is
a potential negative factor for the mental health development of adolescents. In order to explore
the potential mechanism of family cohesion and adaptability between exposure to violent video
games and aggression of in adolescents, the current study recruited 195 middle school students
aged 12~16, and measured violent video game exposure, aggression, and family cohesion and adap-
tability through the Violent Video Game Contact Questionnaire, the Buss and Perry Aggression
Questionnaire, and the Family Cohesion and Adaptation Questionnaire. The results showed that
with the increase of exposure to violent video games, all the sub-dimensions of aggression also in-
creased. It was also found that exposure to violent video games influenced aggression through the
mediating roles of both family cohesion and adaptability. It was suggested that teachers as well as
parents should not only strengthen the management of students’ time spent on violent video games,
but also help improve their family relationships, to consequently reduce the negative impact of
violent video games.
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1. 51§

T )BT AR A I — AR B R A S — MR B T (BN ) [ HL i AR (Anderson &
Bushman, 2001). CAWFFLRET, /DA &= XK IS+ 50% & A % J1(Funk, Buchman, Jenks, &
Bechtoldt, 2003). it LA JJHLFIFARAE )L T DR iAT, WREIIMBEE, &K hE 7Bk
Dt SR AR SR (1 AT ) R R UK A OB 5K, JRR L T — N S IR 15000 3 R A AE MU sk
AR ESZYR _E(Moller & Krahé, 2009).

Wit R fe MR R I T N BCE DA B AR LRI IR S AT N AR O BRRRAE, AN AR I o O 3 T2
A IR S M, S B N AME R BGEAT AR, FRERE, 2014). oy Al 43y P Bl A4
Ybio W 2 FE ABRC R AT S, B 4afb NN B QR AR, a2t e 2 e B 4k
WBE LT R B, R EESGEE A, TR, R BUh R R METE R G S K
AHRE. BB EE S AL EAT R, REATAEAES SERNE R, 1052 30 50k B %
15555 (Crick & Grotpeter, 1995). H W5 E XY, BIMEAE S EXFERAMEER, QEHIL2 2 I
PEHbA H K47 A (Funk et al., 2003).

BN IR S E D ENRHITNGAEREN R R, HREH, UEEFIREZ N E DERIH
MFE BT R B> T BeAb 22k 2 i A4, HEH, ARATHUE 35 3R I B 5 (1 B PR AT RS PE A
Hi(Saleem, Anderson, & Gentile, 2012; K22, 457%, KHi, 2406, ZAMIT, 2009). H—HF 7R,
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28 B A T HL TR AR TE B A 3 mpont 0t 1 (1 B R P 1 T AN B3 ) BT R K AR ), R )
LTI AE — e FE B ] AR m AN Bl A R K P (e vds, 9K 1, BHAE4G, 245, =0, 2008). &
24 B GR35 % B A1 ST 6 2 BH 5% 77 T xR B 5 5 X 7 A AR IR SR AL e VR AN I 1tk s s . A A AT
BTSRRI SO 0 D FE B AT N, IR ZHBGHRAT R4, ATREAS A AR ki ff
MR, M2 R JEFUR I, XEEH D ESEE ORI T R RTFIRTR— R, BR8
TR B947 M (Ephraim, 2015).

TEPRTT 5 77 BT xR 5 B RS 58 R I S MLA IS, ] DAMAS [ 1 £ FE EAT 40 AT, T SR R o 2
ERVE R RGP — AN E . SRE SR A IE B R R & 1 O ILAE BUR 7k 1978 SRR T, 2tk
T “KEETIRR” HEZIEHIK(Olson, 2011). FEESRH B2 48 5K BE R 01 2 [A] R IE R R AR BE , SRR SE R 1
TR P8 FE RGN SRR R T Y B HH 38 B 1 45 ol ] R I AN OB R RE T o — LR 3R I 5B S B T R R
ERAPE SRR TIRA KRR, e, —IEAFTERI, FH KT LS W 2 R s A AR A
KL, WA, X, 4230fl, 2020). F4b—THF SRR, B AE [ 5 BE o3 5 FE 53 M A AT )
O FR R K R IEMISCCE S M, /515, 258, 2410, 2010). Bh4t, SAAHEREEN TR BT
MRBURRIT, TA R SR B 5% FE 50 S M 5 7 /D A7k 77 W e i 1) B A DGR 3R (G0, 2009) 0 T /D4
W 2 DR T R, ST S R EE R G VAR, 5 R R 2 (R IR A kS, RIS, A
AR SR B R — Rt e 1) L T B AR 55, R BRI B PE B 2 55 . 05— 7T, SRR A
N R W ER M PEAEAE IR SS . B, ARFFURIN, EXRERE TSN )LE, H2aRaBal, Ml
SPETE R YT IE BT B 25 5 R B AT (5, S0, 22 R, 2022),

Zi BT, GRRE SRR PR 5% B 38 N T R A AR R ) P U R B A FE S G ) S R ) E L
A BRI S, I 250801k T e 5 D T 5 FEEMIBSS B3, A K EEiE T 55,
HRBEAWE, PhRSEL, KRR, mhoait— 5 S8 D4 SRR 105 S BTN,
5 ADAEAE HH A3 TR B 2 AT N . I, AT F0IG B0 IE 7 A 4R 2 77 HE T xR e R P AN I
APERIAE SGVE, RN 5 B 518 5 FE AN 5K e S 1 A2 P (R s i L )

2. MREFHE
2.1 MK

AW TR T i, CLIRIEACT T 22 AT S R, JURTRH S 251 43, a2 &
195 1. ARREF AN 1B N, LAE82 N, Fhe TN 14 %, brfEEN3 %, WHEIN 12516 %,

22. A&

2.2.1. RNBFIFRIEM)E

VR 5T 1 B P I 5 9% 2 HE 4 Anderson A1 Dill 2] 1) (2 7 T s B A 1) 35 ) 2 (Anderson
& Dill, 2000). 7] 452 BRPARF HH = FRAA T B B R IERR ( “ URE R DL = 3R A& ? 7 ), VR 1F
Yoy A Bo L AR BRI AR AT CR A B i R R, 1= JLPADL, 5=15/heTLL b)) WERIZ
NFEFECRAH B L BRIER, 1= — AR, 5= FAEH 227 A %) A 7 1) 2 772 B CR A
Rk S EmRMIEA, 1= WHEREER, 5= FA% 22 JHEm). 58 FHREAT5 15 o7
R (RN AR5y + EH R IIE5) x BUZEER 5. A0+ %A 451 Cronbach’s a &
¥ 0.89, BA RIEFIIERE.

FHh, AR IR LI B B APPSR R IR SR I LA B RR A 4R T A 10 44 K S AR AR R
CRF 7 B HhFEVE, SRR TE 20~30 2 2 (A1) HEAT 52 JIRE B IVPAN o ASHIF 5T HP A PP 17 5 1) Cronbach’s o RECH
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0.85, AA RUEFMIMFEZ.

2.2.2. WHHEE

AV B Brek M IR R R) A5 9 Buss A Perry 2 il (1) 248 7] 45 (Aggression Questionnaire, AQ), 1X 2
A B T 1 A 3 (1 5 3(Buss & Perry, 1992). 1% % FR SO iR 25 Mk 25« BT MBS Nk, e
30N H, TAYERE, BDSATEMlan, “HEELLN, RASPHIAEMmITAN” ) FiBLahE( “HRAFE
JAAE I, o ) (R — AEE, H—2tir” ). BE “CRERE EM AR E
D7 )RR ) A A BGEPE( TR IRBEIMA A FRREZN” ), BERHEAERIENA, 1 = A%
4, 5= EEME@IR A%, 2011). RRWEFLF, iZH 45K Cronbach’s o RECH 0.96, B RIFHIMEE.

2.23. REFTEEMEMEEE

AR YR o R 7 B 5 3 P T JER 1] 2 2 Ollsen 4 fil] 1) 2 I 57 5% JE 536 I 1 17) 45 (Family Adaptability
and Cohesion Evaluation Scales, FACES) (Olson, 2011). {2 B %% FEAE N M 45 ) Fh 2% 7 845 N\ 4 1% 5+
BT, EE 30 ANRH, BT ——SREE W, CEAHEAR, TR AR R KIS )
FHESCRE” )@ R,  “rEfRRIn BNy, IRz ) (P isss, 1991). KM
MERIERNE, 1= A%, 5= 8&. FENEREWRIEERRK, —R8E CHERZKERN, —X
N BRI R EERGL, AR SRR B O RE R SEBRR L . AR RAFFE T, 1% &R 1) Cronbach’s o
F¥0CN 096, HARIFMERE.

23 MEERRRE
AU LA S R ORI, 8 S ZOMRIRE, KRG A FERFEL.
2.4. GEitoreh
AR SPSS 25.0 FAFEAT HE Gt FIAb 2 .
3. MRER
3.1 #HEAERERE

RAVHT L h (FEREZ S ENMEER) DU (Bt 5) B30T Harman 3L 7575
WZERL, S5RER, B DNAR TR EMES 33.5%, /NT 40%, HMAHE S RAAAE Y] Rt
[ 5 92 7 o

3.2. f#RMEFMME XSG

HR ¥ Pearson HHIRIM M RARW], B0 M7 ie e R FE A5 70 5 BGE E15 70 L R 35 IR SG(r = 0.46, P
< 0.01), XEWIHEDER S FHR AR MR, A S UTEH T, B EACHBE ;105 ) # Tl
MR E AT 5 FR R S R4S 7 5 3 R 5K (r = —0.26, P < 0.01), R Iy R -3l e o e P88 i vy )
PR SR BT MR KT A s[RI, 28 0 3l SR AR P AT 70 15 X B 2R FE AR 7 5 35 (U 2R (r = —0.29,
P <0.01), 1577 ro7 It fu o2 8 iy P L S B 2% o Tl . BAR S RNk 1 s

3.3. REENMERNE FRNGRMERMEE T Z B PR

KA AT hRAEL AL BR 5, AT SPSS ff) Process i %t 5% Ji 3 b 11 £F & 77 H 73 X b R 5 ey
PEZ B A RS AT R G, S5 R R 2. o, B JTH IR AR B X A A AR R —— S B iE N
TR A 225 (8 = —0.2641, t = —0.694, P < 0.01). LUk, 7F 577 o1 I R F i R P2 AR 5% 338 I 128 [+) i 33000
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ek P (PR R rhr 5 ) W RR B A R ot A0 o M 1) FOUN A P 5.2 (B = 0.4012, t = 0.646, P < 0.001), 1fi %X
JocE 338 N7 A ol T A PR TR A AR TH 23 2.3 (8 = 0.2043, t = 0.646, P < 0.001) . 3 1t B 5 & 3 M 1tk B A i/
YERT o SRBEIE LY TE 22 77 H U AR A AR FEE /KT RN Bk 1 7K ST 96 3 2 (1) FR A 5SS 23 DL ] 1

Table 1. Descriptive statistics and correlations between violent video game exposure level, total & sub-dimensional score of
aggression, and family cohesion & adaptability

F 1 RABFIHRIRMIZE . WEMSORTEE . REFZESENMEOMEMESITFIEXX RO = 195)

1 2 3 4 5 6 7 8 9
1 BTl F Ui e b e i -
2 Wbty 0.46™ -
3 BRI 043" 0875”7 -
4 FBWE 046 08897 077" -
5 foii& 0407  0934™ 079" 083" -
6 A= 039 0902 068" 0747 080" —
7 fRA H LG 0417 0829 0627 0647 0717 076" —
8 FEEIE -0.26" -0.313" -021" 089" -0.23" -038" -0.33" —
9 FKEEFREE 029"  -027" -019" -0.15" -0.21" -0.34" -0307 -081" -
10 P51 -0.28" -010 014 015 -0.09 -0.04 -004 007 011
M 4.07 5562 1276 926 1166 1328  8.67 52.4  60.52
SD 413 23.34 5.89 4.01 5.88 6.12 435 1059  9.95

W *FmP<0.05 *ERNP<001; 1= B4, 2= &4,

Table 2. Mediating effect test of violent video game exposure, aggression, and family adaptation

2. RABFHNGEMIZE . EME. KEEEMHNXRZQR

. ‘ 95% H {5 [X [A] X
B [R5 & T A% B t R F
LLCI ULCI
1 FREOEMME  RSETUHOREMFEE  -0.2641 -3.8047" 04670 —0.0837 0.2641 14.47
2 Wk T T TR B AR 04102  -2.141""  0.2827 05316 05042 32.72
K IE N -0.2043 -3.161™" -0.3317 -0.768
VE: *8E P <0.05, **LFE P<0.01, ***%* P <0.001.
-0.264** -0.204***
7 IR R L
0.41%**

Figure 1. Mediating relationship of violent video game exposure,
aggression, family adaptation

1. RNEFIFRIEMER . BEHM. REENMETN

FERONRTT T AR, R 7 BTl AR BE ALt PR 58 R I A A A8 B SR TG A )
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RN 0.41 (Bootstrap 95% Cl, 0.283~0.571), [HJ#2 3% 5y 0.053, P& ) 95% A5 X M I A4
%, WEH. W, SRR FE T AT AR BB E IS R AR B> A B X
SRBEUE, U7, BAR TR EESEREAT N, HTr, i 28 iR e b
AR ZRBEIE ML, TS BEE R TR, S Eimn S 2 MA B 2 I BtiAT

34. REFEEERNE FRNEEMERMEE T Z B8PSR

K FH [RIRE 1 77 200 SR B 3 S8 M AE 2 7 FEL Ui AR A P8 5 Ol 1k 2 TR (1 R A SR AT AL B, 4 SR
30 B, B HLTU AR AR PR T v AR B —— SR S R R (1) RO A FH 42 2 (B = —0.2896, t = —4.209, P
<0.001). SRSG, TTES: 7 Uik b il Rt P R 5 o 2 F5E () ) 0000 e o PR RO B R o, 58 7 Wl 1 e f
T8 S Bk 1k B T4 ) 4535 (B = 0.4200, t = 6.375, P < 0.001), 5 JGE 35 25 5 Sof Tt M () P A FH A | F 6 3%
(8=-0.1523,t=-2.312, P < 0.01). X UlBH R BESER BEAA BEM P AER . ZKEENT FEAE R i 1if
KR R B 7K ST RD Lk 1 7K ST 0% 2R 2 R R R A OSSR DL ] 2.

RELFHIE
_V Y* *

B R EE Ykt
0.46**

Figure 2. Mediating relationship of violent video game exposure,
aggression, family cohesion

B 2. RABFIEMEZE. EE. KEFZENDY

Table 3. Mediating effect test of violent video game exposure, aggression, and family cohesion

3 RNBFIPIEMBER . WM. REFXBEEHDN XFRZQE

R B o 959 H {7 X [A] )
it [R5 & T A% B t R F
LLCI ULCI

1 FREEZEE  RSHETHRIEMFEE  -0.2896 —4.209"" -04255 —0.1537 0.2896 17.66
2 Wit T T TR R 0.4200 6.375"" 0.2901 05499  0.4865 29.76

*

KEEFHEE G -0.1523  —2.312"  —0.2823  -0.0224

#: *f{F P <0.05, **{&E P <0.01, ***{{% P <0.001.

TERN BTG R, 1E2J7H F IR Al i A Sh M e R NN A R R R % S,
BN E A 0.42 (Bootstrap 95% Cl, 0.29~0.55), [AI#EALN &4 0.04, P [1) 95% & E X HHALIEE,
B0 I, SRRESR 5 BE AL 58 7 Ui R MR FE AN e 1k P R B0 40 A VR o IX— S5 Rk
i 22 e fuh 2 ) TR T BE S BRI AR T SR BE SR, MR BER RN, b SEMEA R IE 2
BTN

4. W55
4.1, BLOFHITMERNDEFHRROIR SRR

AU ORI R 35 AMBcde B P IR LA P IR B B L i AT M, e BLAn 4575 204 Pt i 21
PR £ R IF A R & A BN A . 10 A PFRE e Ik, ANk PN A X B 70 PR B 1T ) 2% 75
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FEEEWE /335008 50 43, MiGeith&5 R B R #1340 1E 22~23 4y 2 [A], BHUCTT I, TEAHE T A - 3 fl ) H
TR BRI TR, BN E =TI . HE, BATERAFERINE L
X AEBT T @R ERETE, IR BRI TR b B FE MR NG R, &R 55
MR, JF BB E R TIRE, XA T A ) R AR REHEAT T Mk, RE
KR AR E DFEME T IR AT 7R, tn, ST RRZE R ThRESE . K, BUERAIh A
PRV R, A8 T — M8 AE 1)E , TEE TR _E A FT s S A . BeE s B R
ONE P B IAETG AR, Xt R RE A FL A o 7 e A L 2= Uk 2>

4.2. RNV FHERRMIEESHEMNXSR

AWERE, SRMIEIHEEEENNERRZ, W ESP BRI, FERSEREE. 1
B, MR P —NEBERFELRL, HEE, 2002; K505, 2009). AR T
T2 ) R A S L BGE PEAEAE EE ER RIS R B U R AR BB, AT S
PEIK P Rtk s o I HL, Fefl R 7 vl e I FR 5 5 T AN TG MR 4 P8 R0 0t 1 5 43 #0022 R R AR G
T 5 5 07 BT R AR A S B R I 2 B 1B B o X AT R RN B B Bt e 5 A4 R P A i o
W AN B AR, AATTTE AN B8 25 5y 8 5 5 1 Rt N AT By, e i 1) AR SR Y 5 15 B AR e
AR RIESE . BT EFH EWNT DF, Bl 5B, 1R 5 235 1Bk s, Fik
BRER G R — e R ERTTE, MR —, 2014).

43 RNBFHEVERMERSHREFRRE. ENENXR

AHEFCRIL T 2 77 HLT T R B R R J3E 55 S B 256 o E R N 22 BB 3 R A OR, XM 1 T D 4R
fi B LT RRRE , SRESR M oA, RIEIE BVt B2 T AR TSt AR B TR AR (T
JEZ RS 2007y o3RI, WTRERE i TR g ) o T D R U T R Rk T SR
M EAN T b, XA AAT T SN LB AN RS I > —— 2R B PR, R It 2 i M0 S JRE v AN B 32
ARG B85 I R LA RE Ak 9 —— & MVE TR AU, AWFFRE R, RIFMISER R B FEKERT]
FL PR R Y EE B TR R (AR e i, 40IR, WE T, 2016).

44. FREFEESENTERNE FIEMSHEEXRAPODABR S

ARUBTTCRIN s FRBE 2K FEAE B )3 LTI R AR B 5 G M A R B, Rgd
JSEAAE PR 25 R R L (RO TR GETT AT AL, SR B BV thAE 2 i e B A B X R B 4R
o) H RIS ARIGEE . FiREGEE DO B AR R B Th A E) . X5 B NI TS
RBUEAT, AR, FOAE, £x50, 2019). oM HEEE, —J5iE, BAORTERTHRAES S E
BRBEOENINE ZAEAT N ST, S 2 AR TR 25 DS SR R A
RRE NS, MTIANA Tt S e 2% % LA IE SE Ak, 0 K B 2 85 AN B (0 1 el ok, el 20
EAEIB R HF BRI PRI SN R 5 RO MG AT N . BT A B T R R R B R )
PR, 10 i 5K E Uy T A 3R R B R R R . TR, 0 SRR AT AR — S5 RO I 3RS A
e WERERERE DE Stk — 5 AT CARR AR T e 8 e KRR AL, 5, R AT BLEE
e AT AR B 2 T AT 2, AT Y2 2 P T e koo Lt A PO R

5. B4

SIS S, BT T H A E R TR S M e R R, LR R EE R S iE M
MRKZR, KT FBERFE RGN PR ER . 2L ERBL BATER, —J7 ] PR =
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BEINT A AERIR RGBT « SR A S), 1T Db ) il R Bl 2, 53— 71
SNBSS LT D EZ S EXEAR, 2 EFER RN, BEZKENRE, K EEDRE N R
e

E&WmE

HE AR H (22YJC190002) dbxt A& RL 2= £ 000 H (16JYC023) . AL T #Z AT Ril+E
%I H (SM202211417005)« JLHUBEA K2 “ A4 3R %47 (BPHR2020DS04) . b Uk & K24t
SERF T H (JY2022Y004).

S E ik

WEM, A5, 258, 24 T(2010). I AERBEREERE . SN EROE AR S LSRRI, AL F R,
12(3), 97-101.

H(2009). B4 NG M-S B D LA IR, WL AR, KIE: KEERK .

DONLME, TRILAS, AT, BRE, ¥ ESLH, ERIZR(1991). “GRIE S B P A R B R R PR
WPV ——IE 5 S 2 5 R 0 0 SR8 SR B 1 R FRATE 7. o [0 2 T4 427, 5(5), 198-202+238.

B, 2R —(2014). B IJHERRR A FE B N G E R BT oo f. OFFIFE AR, 22(8),
1226-1235.

2=, AEE, KFH2007). BBERSEDER BTN KESEENRRIR. OFFF 30(2), 450-453+437.
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