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ABSTRACT

This study examined a pathological gaming model based on escape model. With a data
set collected from 825 Korean adolescents, the associations among academic stress,
depression, self-esteem, self-control, and pathological gaming were tested. Academic
stress increased the degree of depression while it decreased self-esteem and self-control.
The declined self-control, in turn, exacerbated pathological gaming. Results and

implicaitons were discussed.
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[Table 1] Descriptive Statistics for Variables

Mean SD a
Academic Stress 70 A78 765
Self Esteem 3.34 A84 924
Self Control 3.19 .893 815
Depression .66 319 885
Gaming Disorder| 2.18 478 970

SD : standard deviation, a : Cronbach’'s a
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[Fig. 1] Academic Stress to Gaming

Disorder Structural Equations Model
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[Table 2] Model Fit

X2 1013.258 | RMSEA 048
df 351 RMR 035
p .000 SRMR .0388
TLI 957 GFI 919
CFI 962 AGFI .900
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[Table 3] Partial Pearson's correlation matrix

Estimate

1 2 3 4 B

Academic Stress| -

Self Esteem | -.404| -

Self Control =.704| 494 -

Depression 286 | -.389| -.310f -
Gaming Disorder| .306 | -.309| -.467| .290 -

All p values are lower than .001 and all
variables have a significant correlation.
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[Table 4] The Results of Discriminant Validity and Unstandardized and Standardized Regression Coefficients of the Model

B yés SE. t-value | AVE| CR
Academic Stress — Academic Stress 1 1 918 796 383
Academic Stress — Academic Stress 2 619 620 .045 13.822 ’ ’
Self Esteem — Self Esteem 1 1 167
Self Esteem — Self Esteem 2 1.008 739 .046 21.682 77 930
Self Esteem — Self Esteem 3 1.22 .888 .046 26.49 ’ ’
Self Esteem — Self Esteem 4 1.185 .860 .046 25.716
Self Control — Self Control 1 1 654
Self Control — Self Control 2 1.233 823 .07 17.648 523 | 765
Self Control — Self Control 3 1.04 668 .066 15.667
Depression — Depression 1 1 891
Depression — Depression 2 978 .680 .046 21.161 852 953
Depression — Depression 3 978 844 .035 27.834 ' ’
Depression — Depression 4 .805 706 .036 22.297
Gaming Disorder — Gaming Disorder 1 1 818
Gaming Disorder — Gaming Disorder 2 .895 764 .035 25.47
Gaming Disorder — Gaming Disorder 3 1.049 .809 .038 27.682
Gaming Disorder — Gaming Disorder 4 991 197 .035 28.678
Gaming Disorder — Gaming Disorder 5 .886 770 .034 25.808
Gaming Disorder — Gaming Disorder 6 .998 818 .035 28.118
Gaming Disorder — Gaming Disorder 7 1.014 781 .039 26.316
Gaming Disorder — Gaming Disorder 8 1.021 788 .038 26.648 582 951
Gaming Disorder — Gaming Disorder 9 1.019 801 .037 27.305 ’ ”
Gaming Disorder — Gaming Disorder 10 1.003 807 .036 27.598
Gaming Disorder — Gaming Disorder 11 871 739 .036 24.296
Gaming Disorder — Gaming Disorder 12 1.006 .859 .036 27.758
Gaming Disorder — Gaming Disorder 13 1.094 826 .038 28.532
Gaming Disorder — Gaming Disorder 14 1.071 872 .035 31.025
Gaming Disorder — Gaming Disorder 15 1.025 829 .036 28.709
Gaming Disorder — Gaming Disorder 16 799 768 .031 25.672
All p values are lower than .001 and all paths are significant.
[Table 5] Structural Regression Analysis Results in the Models
B B S.E. t-value
Academic Stress — Self-Esteem -.367 -.404 .040 -9.0965x
Self-Esteem — Depression -.242 -.327 .031 =177
Academic Stress — Depression 103 154 .029 3.5983kx
Self-Esteem — Self Control .264 234 .048 5.531 sk
Depression — Self Control -.075 -.049 057 -1.316
A. Stress — Self Control -.613 -.596 .061 —10.068#*
Self Control — Gaming Disorder -.635 -.441 .099 —6.450%3%*
Depression — Gaming Disorder 330 150 .085 3.8893kx
Academic Stress — Gaming Disorder -.109 -.073 087 -1.252
Self-Esteem — Gaming Disorder -.102 -.063 .070 -1.466

If the p value is lower than .001, it is denoted as *#** which means that it has a significant correlation.
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