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ABSTRACT
The use of digital technologies represents many aims such as information, communication, and entertainment. Also,
online games become one of the leisure time. Games are a prevalent form of entertainment in which the purpose of
the design is to engage players. Besides, the addiction behaviors in this study refer to game addiction and community
addiction. This study aims to explore the effects of addictive behaviors and job stress during the COVID-19. This
study utilizes a structural equation model (SEM) for measurement evaluation and hypothesis testing. This study
adapts members of the game community as the research participants to explore the impact of game addiction on
community addiction and job stress. The results reveal that: (1) game addiction positively affects community
addiction; (2) community addiction does affect job stress; (3) game addiction has no positive effects on job stress;
however, it has an indirect effect.
Keywords: game addicted, community addiction, job stress, COVID-19
1. Introduction
During the outbreaks of the COVID-19 pandemic,
pubic-related health institutions have set social distancing and
stay-at-home guidelines to battle the COVID-19 pandemic
(World Health Organization, 2020). Also, digital media uses
tremendously increased as people spent more time at home due
to coronavirus lockdowns (Kemp, 2020), especially for
downloading prevalent social media and messaging apps. Also,
playing online games online has become a leisure time for
some people as well as occupying most people's leisure time or
even all of their time (Lee et al., 2015). The rapid popularization
of facilities such as the Internet not only provides a channel for
modern people to find information but also offers more game
space. Today's games are different from the past. People can
find usable game applications through the Internet and even
chat with strangers while playing games. A breakthrough in
online games allows people to find a new place without
limitations of time and space (Colder et al., 2018). The growth
rate of the online game market has exceeded the original
expectations. One of the reasons is that the new players at the
low age of primary and secondary schools have led to the
continuous expansion of the online game market (Qu, 2021).
The computer education courses in compulsory education are
continuously extended and expanded. Students contact with
the Internet and online games early.
https://ijbassnet.com/

This study was to explore the modern people's views
on online games and online communities and understood the
people who play online games and joined the game
community. Besides, the research tried to analyze whether
game community members possess game addiction or
community addiction. People who had the habit of playing
online games were regarded as research participants. The
questionnaire was designed for those who had experience in
joining the game community. The research scope included
game addiction, social addiction, and job stress. This study
utilized the mutual influence of these dimensions to find the
relationship as well as explore which element will affect
people’s life.
In this study, the processes of this study were to find
relevant literature information, determined the research
direction, defined term definitions, proposed the problems and
research purposes, and found out the scope and limitations of
the research. Then, the questionnaire was designed and
distributed. The data from questionnaires were analyzed. The
collected questionnaires were integrated and hypothesis tested.
Finally, conclusions and suggestions were put forward for
study.
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2. Literature Review
2.1 Game addiction
Game addiction (GMA) is a special addictive behavior
characterized by excessive or compulsive online gaming that
affects people’s real-life (Stockdale et al.,2018). The definition
of GMA is still highly controversial in the medical field, and
no evidence is shown that GMA should be classified as a
mental disorder (Jiménez-Murcia et al., 2014). In 2010, the
media reported that the Diagnostic and Statistical Manual of
Mental Disorders (DSM) may consider GMA as a kind of
mental disorder. Numerous scholars mentioned the
characteristics of GMA may spend a long time on online
games. They also divided the attractiveness and the addiction
factors of games into two groups. The first group is the
addiction factor which the characteristics will have withdrawal
symptoms and salience of overuse behavior; the second group
is peripheral factors, that is, the strong attractiveness of the
game and the characteristics related to the pathological game,
including tolerance and emotional changes of the game. It was
also found that more than 12% of online game addicts have the
symptoms above mentioned (Brunborg et al., 2014). Van Rooij
et al., (2010) mentioned that online game addicts have an
emotional response, pointing out that online games can make
individuals change from negative emotions to neutral or
positive emotions or even more excitement. In terms of game
rewards, when the characters in the game obtained various
rewards (treasures), character growth (upgrades), and
interaction with virtual people, individuals regard it as a shortterm high-interest rate gambling. It is like an intermittent
enhancement that allows continuously feel a sense of
immediate feedback effect. However, the intensity fun, and
excitement of the game will diminish the tolerance for the
reward, and players need to spend more time betting on games
and paying much attention to getting rewards. Lemmens et al.
(2013) believed that online game addicts feel eager to play
online games, making the desire uncontrollable and out of
control. Moreover, when the addicts cannot access online
games, they will feel strongly discomfort and withdrawal
symptoms. Dong et al. (2011) also believed that addicts will
continue to think about the activities and processes in-game.
Because addicts are ungraded by game props and character
abilities in-game, they will take initiative to maintain or raise
to a new level.
Some scholars (Loton et al., 2015) found that Internet
addicts regard online games as the most important leisure
activity and they can spend more time in games, and even
don’t want to eat or sleep, go to school, out of touch with
reality and lose interest in everything. Emotionally, when
individuals are forced to close online games, they will out-ofcontrol situations such as screaming and emotional anger.
Also, online game addicts spend a lot of time in games, are
emotionally restless, easy to get angry, and lose interest in
other activities. Addicts disobey online game time limits, then
start missing important times and escape from real life (Gros et
https://ijbassnet.com/

al., 2019). They start to ignore relationships with friends and
colleagues and community, and eventually, self-life becomes
unmanageable. Some scholars (Parrott et al., 2020) mentioned
that the reward system in games maybe because of game
addiction. In the virtual world created by games, game addicts
can gain confidence and satisfaction which cannot be obtained
in the real world.
2.2 Community addiction
Although social software has brought convenience and
immediacy to people’s lives, many negative reports have
emerged in recent years (Ricard et al., 2018). It was pointed
out that electromagnetic waves are generated about 50,000 to
60,000 times than those not in use. It seriously causes human
health. The sources of stress brought by the use of
communication community can be divided into information
anxiety (leaving someone on reading and irrelevant to the
topic), time management, inability to communicate on time due
to response time and cognitive gap, and social communication as
the main source of stress (Turel & Serenko, 2012). When
social community plays an important role in life, the symptoms
also happen. The cognitive gap is caused by indirect dialogue,
communication barriers, spending time guessing, and so forth.
Although the community era has shortened the space and time
distance, it has widened the cognitive gap and caused
unnecessary waste of time and mental exhaustion. The
community also brings a lot of problems to interpersonal
relationships in the workplace, such as interpersonal tension
that leave someone on reading, contact with the boss all the
time, the download of cute stickers for fashion, and the abuse
of stickers alienates self-relationships (Gong et al., 2019).
The Telegraph cited a report by UCA chiropractors
that found that when people look down at hand-held electronic
products and send text messages for long periods, it may cause
poor posture, which causes negative effects and may lead to
reduced longevity (Yao & Zong, 2014). According to a report
by Health Medical Network, too much focuses on using social
media may cause attention disorder (Brunborg et al., 2014).
When people are engaged in activities and fully devote their
attention to the situation as well as filter out all irrelevant
perceptions, they will enter a state of immersion (Kircaburun
et al., 2019), and such a flow experience includes the following
four dimensions: attention shifting, consciousness losing, time
distortion, and uninterrupted interaction
With the popularization of smartphones and the
introduction of new mobile communication technologies, not
only interaction between people will be more smooth, but also
the widespread use of APPs are utilized. Broadly speaking, any
software on a mobile phone or computer can be called an APP.
Currently, numerous applications are designed for smartphones,
tablets, and other mobile devices. The reason lies in APP’s
diverse functions. To meet the needs of users at different
levels, in addition to basic communication functions such as
free messaging and voice calls, it also implements exaggerated
and cute stickers, continuously upgrades the user’s interface,
http://dx.doi.org/10.33642/ijbass.v8n5p5
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and even shares daily life. Photos and videos make the world a
global village with no distance between people. With the
Internet, a new playground has emerged. The Internet offers a
wide variety of games to play which are distributed across a
variety of game genres (Kuss et al., 2011). Therefore, this
study inferred the hypothesis as followed:
H1: The game addiction has positive effects on community
addiction.
2.3 Job stress
Job stress is a dynamic situation in which individuals
are confronted with goals related to their expectations,
opportunities, constraints, and requirements, and the
consequences of this dynamic situation are considered an
important and uncertain factor (Wang et al., 2020). Stress is an
integrated pattern of an individual's physical, psychological,
and behavioral responses to various stimuli. Several major
factors related to stress are the stressor, the individual's
perception of the stressor, and the state of tension. First, work
stress is twofold. For most people, job stress has positive and
negative aspects. For example, when individuals are faced with
a difficult task, they feel a sense of excitement, a feeling of
increased motivation, and a certain degree of threat and
anxiety at the same time (Lin et al., 2015). The promotion of
the position also has two effects. When facing a new position,
people worry about not realizing the situation, disharmony in
interpersonal relationships in the new working environment as
well as whether you can be competent for this new position,
and so forth. On the other hand, the acquisition of a new
position can make people eager to meet new challenges, and
get rewards and satisfaction (Yang, 2017). Under such
circumstances, new and unknown work situations produce
pressure. Secondly, the existence of job stress is inevitable.
There is no doubt that a work-life environment without
any pressure does not exist. According to the American
Institute of Stress (AIS), job stress has become the main source
of stress for adults in the United States, and it may increase the

incidence of heart disease, hypertension, and other diseases
year by year (AIS, 1978). In recent days, negative news reports
about stress have also been reported. The chief executive of the
National Suicide Prevention Center and chief physician also
pointed out that suicide is caused by the accumulation of
multiple factors, and workplace stress is indeed one of the
main factors for suicide (Li et al., 2017). From the above
mentioned, it can be found that work stress has become a
major issue that modern people must pay attention to. With the
popularization of knowledge and change in social values,
people should face the problems of job stress. Also, this study
contains the following four aspects: workload, communication
fatigue, and information load. Stress from the workplace may
intensify individuals’ undesirable emotions. Therefore, this
study inferred the hypothesis as followed:
H2: Community addiction has positive effects on job stress.
H3: The game addiction has positive effects on job stress.
3. Methodology
3.1 Research framework
Based on the research purpose and the results of
related literature discussions, this research proposed a research
structure as the basis for this research and described the
research framework, research process, participants, research
tools, and data analysis methods in sequence. The purpose of
this study was to explore the influence of game addiction on
the respondents' community addiction and job stress. The
questionnaire survey method was used to collect relevant data
for discussion, and to explore its influence on a certain construct
depending on the dimension of variables. All measurement items
were adapted from well-established existing scales. This study
used the scales from Turel et al. (2011) to operationalize the
dependent variable, namely GMA. The CMA items were
adapted from Xiang et al. (2019). The items of JST were
extracted from Mucci et al. (2016). The framework of this
research was shown in Figures 3-1.

Figure 3-1 Research framework
https://ijbassnet.com/
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3.2 Research variables and sampling method
The questionnaire items of this research were divided
into four parts, which were the basic information items (gender,
age, average income, etc.), game addiction, community
addiction, and job stress. For a total of 58 items, the
measurement scale quantifies the scores filled in by
respondents on a seven-point Likert scale. Four age groups
belonged to the stratified sampling method. A total of 400
questionnaires were distributed in this study, and 309 were
valid with a rate of 77.25 %. To detect the threat level to
common method variance (CMV), the single-factor model and
the multi-factor model were evaluated by CFA comparison.
Through the chi-square test, it was found that the fitness of the
multi-factor model (χ² =132.2, d. f = 51, CFI = 0.984, GFI = 0.936,
AGFI = 0.902, RMR = 0.036, RMSEA = 0.072) was significantly
higher than that of single-factor model(χ² = 952.1, d. f = 54, CFI
= 0.828, GFI = 0.568, AGFI = 0.377, RMR = 0.099, RMSEA =
0.232), and △χ² (3) = 819.9, p < 0.001, indicating that although

less than 3 hours and most of them spent 3-5 hours (26.5%),
totally accounting for 89.3%. Regardless of work or off work,
most participants used social media to talk and chat about
online games. The above-mentioned was shown in Table 1.
4.2 Reliability and Validity Analysis
In this part of the study, Cronbach's alpha coefficient,
composite reliability, and extracted variance were used to
measure the internal consistency of the questionnaire. In the
reliability analysis of GMA, the Cronbach's alpha coefficients
of WDS, MDM, TLE, and CFL were 0.863, 0.935, 0.817, and
0.928, respectively. The overall Cronbach’s α reliability
coefficient scale of GMA was 0.964. In the reliability analysis
of the community addiction scale, ATS, CCL, TMD, and UTI
Cronbach's alpha coefficient scores were 0.947, 0.917, 0.940,
and 0.922, respectively. The overall Cronbach's alpha
coefficient of CMA was 0.977. As for the reliability analysis
of the job stress scale, the Cronbach's alpha coefficients of
WKL, CNF, and IFL were respectively 0.910, 0.940, 0.932,
and 0.927. The overall Cronbach's alpha coefficient of JBS
was 0.978.
Bagozzi & Yi (1988) pointed out that three evaluation
criteria of convergence validity analysis are GFI (goodness-offit index), NFI (normed fit index), and CFI (comparative fit
index). All indicators should be greater than 0.8. The RMSR
(square root of mean residual) is lower than 0.05; the higher
the CR (combined reliability) reliability, the higher the internal
consistency of these indicators which 0.7 is an acceptable
threshold (Hair, 1998). AVE (extracted variation) refers to the
average variation extraction greater than 0.5 which means that
the construct has sufficient convergent validity (Fornell &
Larcker, 1981). From the above-mentioned criteria, the GMA
construct of GFI, NFI, and CFI was 0.888, 0.935, and 0.953
respectively. Each factor loading was significant, and the AVE
was higher than 0.5. For the CMA construct, the GFI, NFI, and
CFI were 0.904, 0.953, and 0.970, respectively which were all
higher than 0.9. And each loading factor reached a significant
level. For the JBS construct, the GFI, NFI, and CFI were
0.905, 0.956, and 0.974 which were all higher than 0.9 as well
as reached a significant level for each loading factor.
Therefore, the constructs of this study had sufficient
convergent validity. Above mentioned was shown in Table 2.

the data collected by this study existed the threat of CMV, the
results should be excluded (Podsakoff et al., 2003).
4. Data Analysis
4.1 Descriptive Analysis
Roscoe (1975) believed that the number of participants
should be between 300 and 500, which is appropriate for most
studies. Therefore, this study distributed 400 questionnaires
according to different ages. A total of 366 questionnaires were
received, and the recovery rate was 91.5%. Finally, 309 were
valid with a rate of 77.25 %. According to the valid
questionnaires collected by this research, the proportion of
respondents was 49.8% male and 50.2% female. The majority
age group was 19-30 (83.4%), while the under age of 18
groups was 7.8%. In terms of marriage, the majority were
unmarried (87.7%). In terms of occupations, numerous
students had part-time jobs (52.1%), and service industries
were 21.8%. In terms of salary, most respondents had a
monthly income of less than 30,000 (70.9%). As for mobile
phone brand preference, most respondents used APPLE mobile
phones (74.4%). It can be seen that the habit of spending 3-5
times per day was 45.3%, accounting for 81.2%. The average
number of hours was less than 3 hours (62.8%) and 3-5 hours
(26.5%) were mostly respondents, accounting for 89.3%. Also,
62.8% participants of using the Internet in the community were
Table 1 Sample Structure

Respondent’s background
Gender
Age

marriage
Profession
https://ijbassnet.com/

Samples
Male
Female
< 19
19-30
31-40
> 40
Unmarried
Married
Student (Part-time job)
Full-time job

%
154
155
24
257
17
11
271
38
160
149

49.80
50.20
7.8
83.2
5.5
3.6
87.7
12.3
52.1
47.9
http://dx.doi.org/10.33642/ijbass.v8n5p5
44

International Journal of Business and Applied Social Science
E-ISSN: 2469-6501
VOL: 8, ISSUE: 5
May/2022
DOI: http://dx.doi.org/10.33642/ijbass.v8n5p5

5

©Center for Promoting Education and Research (CPER) USA

www.cpernet.org

https://creativecommons.org/licenses/by/4.0/

Salary

Mobile phone brands

Spend time in games

Spend time in communities

Period of use communities

Frequency of use communities

<30,001
30,001-50,000
>50,000
Apple
Samsung
OPPO
Others
<3 hours
3 hours-5 hours
>5 hours
<3 hours
3 hours-5 hours
>5 hours
During work
During off work
All have
Less of both
Strong
Medium
Low

219
70
20
230
32
19
28
140
111
58
194
82
33
1
123
140
45
136
147
26

70.9
22.7
6.5
74.4
10.4
6.1
9.0
45.3
35.9
18.8
62.8
26.5
10.7
0.3
39.8
45.3
14.6
44.0
47.6
8.4

The correlation of each construct in the study was between the constrained and unconstrained model was greater
lower than its reliability, indicating that there is discriminant than 3.84 as well as reached a significant level. Each
reliability between constructs and discriminant validity dimension has good discriminant validity (Anderson &
between constructs (Gaski, 1986). As for comparing the Gerbing, 1988), as shown in Table 3.
dimensions with each other, when the chi-square difference
Table 2 Reliability and convergent validity
Construct

MLE
Loading
Error

Composite
reliability
0.9678

Game addition (GMA)
Withdrawal symptoms (WDS)
0.948***
0.134
***
Mood modification (MDM)
0.947
0.163
Tolerance (TLE)
0.960***
0.093
***
Conflict (CFL)
0.967
0.096
Note: GFI = 0.888, AGFI=0.843, RMR = 0.078, NFI = 0.935, CFI = 0.953,
Community addition (CMA)
0.9648
***
Attentional shifting (ATS)
0.965
0.112
Consciousness losing (CCL)
0.999***
0.003
Time distortion (TMD)
0.976***
0.075
***
Uninterrupted interaction (UTI)
0.896
0.347
Note: GFI = 0.904, AGFI=0.870, RMR = 0.055, NFI = 0.953, CFI = 0.970,
Job Stress (JBS)
0.9915
***
Work load (WKL)
0.960
0.073
Communication fatigue (CNF)
0.996***
0.012
***
Information load (IFL)
0.998
0.006
Work feedback (WKF)
0.986***
0.042
Note: GFI = 0.905, AGFI=0.873, RMR = 0.045, NFI = 0.956, CFI = 0.974,

AVE

Cronbach’s α

0.8826

0.964
0.863
0.935
0.817
0.928

***

p < 0.001.
0.8728

0.977
0.947
0.917
0.940
0.922

***

p < 0.001.
0.9669

0.978
0.910
0.940
0.932
0.927

***

p < 0.001.

Table 3. Discriminative validity analysis of each dimension

https://ijbassnet.com/

Game addition (GMA)

χ²

d.f

△χ²

Unconstrained model
Withdrawal symptoms (WDS)
Withdrawal symptoms (WDS)
Withdrawal symptoms (WDS)

269.0
280.4
285.1
283.6

84
85
85
85

─
11.4
16.1
14.6

Mood modification (MDM)
Tolerance (TLE)
Conflict (CFL)

http://dx.doi.org/10.33642/ijbass.v8n5p5
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Mood modification (MDM)
Mood modification (MDM)
Tolerance (TLE)
Community addition (CMA)

Tolerance (TLE)
Conflict (CFL)
Conflict (CFL)

Unconstrained model
Attention shifting (ATS)
Attention shifting (ATS)
Attention shifting (ATS)
Consciousness losing (CCL)
Consciousness losing (CCL)
Time distortion (TMD)
Unconstrained model
Work load (WKL)
Work load (WKL)
Work load (WKL)
Communication fatigue (CNF)
Communication fatigue (CNF)
Information load (IFL)

Consciousness losing (CCL)
Time distortion (TMD)
Uninterrupted interaction (UTI)
Time distortion (TMD)
Uninterrupted interaction (UTI)
Uninterrupted interaction (UTI)
Communication fatigue (CNF)
Information load (IFL)
Work feedback (WKF)
Information load (IFL)
Work feedback (WKF)
Work feedback (WKF)

284.7
279.7
282.0
χ²

85
85
85
d.f

15.7
10.7
13.0
△χ²

265.3
278.0
273.6
279.9
279.7
290.3
281.1
276.0
289.3
296.5
293.9
288.1
285.9
292.2

98
99
99
99
99
99
99
113
114
114
114
114
114
114

─
12.7
8.3
14.6
14.4
25.0
15.8
─
13.3
20.5
17.9
12.1
9.9
16.2

are correlated to each other with an appropriate coefficient
4.3 Structure Equation Model
The main purpose of the correlation analysis is to find (Hamilton, 1991). Thus, this study inferred to exclude the
the multiple variables that are highly correlated to target data influence of multicollinearity problems and is suitable for the
to avoid multicollinearity problems. In this study, the variables structure equation model (Table 4).
Table 4 Variable Correlation Coefficient Analysis
Dim.

WDS

MDM

TLE

CFL

ATS

CCL

TMD

UTI

WKL

CNF

IFL

WKF

WDS

1.000

0.822

0.765

0.796

0.776

0.748

0.756

0.721

0.658

0.668

0.653

0.637

1.000

0.755
1.000

0.855
0.805
1.000

0.797
0.683
0.796

0.781
0.657
0.768

0.793
0.674
0.785

0.705
0.632
0.689

0.727
0.578
0.693

0.733
0.582
0.716

0.719
0.596
0.712

0.707
0.556
0.702

1.000

0.900

0.880

0.824

0.778

0.796

0.782

0.762

1.000

0.911

0.814

0.813

0.807

0.807

0.782

1.000

0.835

0.817

0.794

0.790

0.779

1.000

0.697

0.722

0.732

0.674

1.000

0.876

0.877

0.868

1.000

0.926

0.916

1.000

0.914

MDM
TLE
CFL
ATS
CCL
TMD
UTI
WKL
CNF
IFL
WKF

1.000

Note: All variables are moderately correlated, () = negative correlation

According to Hair et al (1998), this study evaluates the fit
of the model and observes the data into three indicators:
Absolute Fit Measures, Incremental Fit Measures, and
Parsimonious Fit Measures. The absolute fit measures of the
overall theoretical model in this study were χ²=132.2,
GFI=0.936, RMR=0.036, RMSEA=0.072, and AGFI=0.902.
Also, RMR and RMSEA achieved acceptable standards, and
the chi-square value reached a significant level. The measure
of incremental fit was NFI=0.975 and CFI=0.984, which were
acceptable standards. Therefore, the overall theoretical model
of this study has a great model fit.
The factor loadings of each aspect of GMA were most
significant in MDM and TLE (λ=0.924), followed by WDS
(λ=0.884) and CFL (λ=0.839). It showed that as long as people
are addicted to games, their emotions will be affected by
online games, such as feeling depressed, restless, and so forth.
Among the factor loading of CMA, CCL (λ=0.954) was the
https://ijbassnet.com/

most significant, followed by TMD (λ=0.950), ATS (λ=0.940),
and UTI (λ=0.8467). It showed that although social media
application regards as a convenient channel for communication, it
makes users ignore the changes in the surrounding
environment. For the factor loading of JST, CNF was the most
significant (λ=0.963), followed by IFL (λ=0.961), WKF
(λ=0.949), WKL (λ=0.916), which showed that in the working
environment, the on-line game topic will affect work
efficiency and even cause job stress.
Based on the above mentioned, it can be found that the
respondents' use of social media software during work had a
significant impact on work stress. It can be inferred that the
respondents have been inefficient and unable to concentrate at
work due to community addiction for a long time. As long as
they receive the notification from the social media community,
users will be distracted. In addition, under the circumstance of
modern technology, social media in the community is used as a
http://dx.doi.org/10.33642/ijbass.v8n5p5
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bridge for various information transmission and communication, so when they have a sense of job burnout, it will lead to a
that the respondents must take time to respond to the game significant impact on work efficiency, work enthusiasm, and
group or workgroup within the limited time which work attitude.
undoubtedly increases the job stress of the respondents. And

Figure 4-1 SEM path

5. Conclusion and Implication
Based on the results of statistical analysis, the item
scales of GMA showed that MDM got the lowest scores which
reveals that respondents would not change their emotions by
playing online games. As for the item scales of CMA, the ATS
was the lowest, reflecting that the respondents were not

affected by the information about the game community. In
terms of JST scales, WFK was the lowest, reflecting that the
respondents didn’t affect their work due to the use of game
communities and online games. Online games are essentially
social media platforms. Besides, the empirical results of this
study were supported, except for H3 as described in Table 4.

Table 4 Path coefficient and hypothesis

Most players usually interact with old and new friends
on game platforms, compete with each other and cooperate to
create empathy and imagination in the virtual world. The study
“The Benefits of Playing Video Games", reveals that games
enable children to transfer prosocial skills into peer and family
relationships outside of the gaming world. Another study
found that children who play multiplayer games tend to view
people from different cultures more positively because online
game exposes them to different backgrounds. These positive
conclusions do not change the fact that children spend too
much time playing video games. Also, the World Health
Organization's latest report of the International Classification
of Diseases ICD-11 officially regards "gaming disorder" as a
mental illness. Addiction is a repetitive habit pattern. There are
two reasons why people repeat a certain behavior. One is that
such behavior will get some kind of benefit; for instance,
getting wealth, making friends, accompanied by stimulation or
https://ijbassnet.com/

pleasure, and even self-affirmation. In addition, this kind of
behavior can reduce some discomfort, such as reducing
anxiety, boredom, and even escaping the unhappiness of
reality. Game addiction refers to online games providing a
kind of wonderful feeling like the real world and users feel
good and immersed in it (Soror et al, 2012). Studies have
found that in the process of forming an addiction, online game
addicts will initially produce psychological and physiological
orgasmic substances, strong desires, and cravings, and then
repeatedly experience tolerance, withdrawal, dependence
syndrome, and other phenomena. It may result in addictive
behavior evolves into a habitual response to the necessity that
ultimately results in real life being hindered by online games
(BBC News, 2017).
A certain level of screen time is associated with mental
happiness to boost people's social connections and skills,
thereby increasing their well-being. And this phenomenon of
http://dx.doi.org/10.33642/ijbass.v8n5p5
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increasing well-being would up to a certain point (play
computer 4.28 hours, watch video 3.68 hours, slide phone 1.95
hours, play video games 1.67 hours). The degree varies from
weekdays to weekends, and holidays can be increased by
another 2 hours without negative effects (Graber, 2019). This
study found that community members' addiction to games did
not affect job stress, indicating that community members have
a considerable degree of digital literacy, but community
immersion can cause job stress. It reminds us that in a gray
world where virtual and reality are blended, interaction and
connection among community members seem to have a greater
impact on life and work than immersion in screen time for an
individual.
Many people utilize various leisure activities to deal
with stress (Kim & Lee, 2005) including using the Internet,
which is easily and quickly accessible. People are more likely
to develop Internet addiction when meet with unsatisfactory
experiences in their daily lives and when they fail to try other
coping methods. Games account for a large portion of Internet
use. The results revealed that GMA has positive effects on
CMA, and CMA has positive effects on JST. However, too
much addiction to the community online games would
decrease work efficiency and cause stress. Therefore, it is
suggested that the community manager should set the
community guidelines and rules; for instance, time limitations.

On the other hand, spending more time on leisure activities
during COVID-19 such as home crafts and artisanship, mind
games, languages, social/food music, and performing arts
(Lades et al., 2020; Rodriguez-Rey et al., 2020). Moreover,
different personality factors are related to the tendency of
Internet game addiction (Taeyeong et al., 2021). Therefore,
when people are addicted to game addition, they still feel the
stress from jobs because of receiving the short-term relief
while playing online games. They still have to face the reality
of the job.
6. Limitations and recommendations
Due to the time limit of this research, random
sampling of questionnaires and literature analysis was mainly
used, and secondary data were collected from website
materials, books, e-books, and related reports which may be
insufficient. Future research can strengthen data collection. It
is suggested that follow-up researchers can conduct long-term
research and use questionnaire stratified sampling to further
understand the relationship between variables. Since this study
is to explore the influence of respondents on online game
addiction, there are still many aspects worthy of further study
and discussion. Also, the proportion of subjects was mostly 1930 years old in the subjects of this study. However, in the
follow-up study, it may be necessary to conduct a comparative
study between different age groups.

Reference
AIS (The American Institute of Stress) (1978). What is stress? [Online forum comment]. Retrieved from
http://www.stress.org/
Anderson, J. C., & Gerbing, D. W. (1988). Structural equation modeling in practice: A review and recommended two-step
approach. Psychological Bulletin, 103(3), 411-423.
Bagozzi, R. P., & Yi, Y. (1988). On the evaluation of structural equation models. Journal of the Academy of Marketing Science,
16(1), 74-94. https://doi.org/10.1007/BF02723327.
BBC NEWS, Tencent: Gaming App Rations Child Access to Hour Per Day, (2017)
http://www.bbc.com/news/world-asia-china-40477951.
Brunborg, G. S., Rune, A. M., & Lars, R. F. (2014). Is video gaming, or video game addiction, associated with depression,
academic achievement, heavy episodic drinking, or conduct problems? Journal of Behavioral Addictions, 3, (1), 27-32.
Colder, C., Michelle, Anne, M. P., Antonius, J. V. R., King, D., Lange, A., Carras, M., & Labrique, A. (2018). Gamers’ insights
into the phenomenology of normal gaming and game “addiction”: A mixed methods study. Computers in Human Behavior,
79, 238-46.
Dong, G., Huang, Shen-Y., & Du, X. (2013). Impaired error-monitoring function in people with internet addiction disorder: An
event-related fMRI study. Addict. Res. 19, 269–275. http://dx.doi.org/10.1159/000346783.
Fornell, C. R., & Larcker, F. F. (1981). Structural equation models with unobservable variables and measurement error. Journal
of Marketing Research, 18, 39-51. https://doi.org/10.1177/002224378101800104.
Gros, L., Debue, N., Lete, J., & Van De Leemput, C. (2019). Video game addiction and emotional states: Possible confusion
between pleasure and happiness? Frontiers in Psychology, 10, 2894.
Gaski, J. F. (1986). Interrelations among a channel entity’s power sources: Impact of the exercise of reward and coercion on
expert, referent, and legitimate power sources. Journal of Marketing Research, 23(1), 62-77.
https://doi.org/10.1177/002224378602300107.

https://ijbassnet.com/

http://dx.doi.org/10.33642/ijbass.v8n5p5
48

International Journal of Business and Applied Social Science
E-ISSN: 2469-6501
VOL: 8, ISSUE: 5
May/2022
DOI: http://dx.doi.org/10.33642/ijbass.v8n5p5

5

©Center for Promoting Education and Research (CPER) USA

www.cpernet.org

https://creativecommons.org/licenses/by/4.0/

Gong, X., Zhang, K. Z. K., Chen, C., Cheung, C. M. K., & Lee, M. K. O. (2019). Antecedents and consequences of excessive
online social gaming: A social learning perspective. Information Technology & People, 33(2), 657-688. 10.1108/ITP-032018-0138.
Graber, D (2019). Raising humans in a digital world: Helping kids build a healthy relationship with technology. New
York: Amacom.
Hair, J. F., Anderson, R. E., Tatham, R. L., & Black, W. C. (1998). Multivariate data analysis (5th ed.).
Prentice Hall International: UK.
Hamilton, L. C. (1991). Modern data analysis: A first course in applied statistics. Technometrics. Brooks/Cole Pub. Co, Pacific
Grove, CA, USA.
Jiménez, M. S., Fernando, F. A, Roser, G., Mariano, C., Melania, L. V., Eugenio, A., Maria, S., Signorelli, Gustavo, M. S.,
Neus, A., Mónica, G. P., Amparo, D., Gutiérrez, P., Laura, M., Fagundo, A. B., Sauchelli, S., Fernández-Formoso, J. A., &
José, M. M. (2014). Video game addiction in gambling disorder: Clinical, psychopathological, and personality correlates.
BioMed Research International, 315062-11.
Kemp, S. (2020). Report: Most important data on digital audiences during coronavirus. Growth Quarters—The Next Web.
https://thenextweb.com/growth-quarters/2020/04/24/report-most-important-data-on-digital-audiences-during-coronavirus/.
Kim, J. W., Lee, J. J. (2005). A comparative culture study on leisure and quality of life. Korean J Soc Pers Psychol, 19, 1–15.
Kircaburun, K., Demetrovics, Z., & Tosuntaş. S. B. (2019). Analyzing the links between problematic social media use, dark
triad traits, and self-esteem. International Journal of Mental Health and Addiction, 17(6), 1496-1507. 10.1007/s11469018-9900-1.
Kuss, Daria, J., & Griffiths, M. D. (2011). Internet gaming addiction: A systematic review of empirical research. International
Journal of Mental Health and Addiction, 10(2), 278-96.
Lades, L., Laffan, K., Daly, M., & Delaney, L. (2020). Daily emotional wellbeing during the COVID-19 pandemic. Br. J.
Health Psychol. doi: 10.1111/bjhp.12450.
Lee, Z., Christy, W. Y., Cheung, M. K. & Chan, K. H. (2015). Massively multiplayer online game addiction: Instrument
development and validation. Information & Management, 52(4), 413-30.
Lemmens, J. S., Valkenburg, P. M., & Gentile, D. A. (2015). The internet gaming disorder scale. Psychol. Assess, 27, 567–582.
http://dx.doi.org/10.1037/pas0000062.
Li, Q., Guo, X., & Bai, X. (2017). Weekdays or weekends: Exploring the impacts of microblog posting patterns on gratification
and addiction. Inf. Manage, 54, 613–624.https://doi.org/10.1016/j.im.2016.12.004.
Lin, Y. M., Liu, H., & Wang, S. Y. (2015). Relationship between work boundary strength and employee’s work stress: Based on
person-environment fit theory (in Chinese). China Industrial Economics, 3, 122–134.
Loton, D., Borkoles, E., Lubman, D., & Polman, R. (2015). Video game addiction, engagement and symptoms of stress,
depression and anxiety: The mediating role of coping. International Journal of Mental Health and Addiction, 14(4), 56578.
Mucci, N., Giorgi, G., Roncaioli, M., Fiz Perez, J., & Arcangeli, G. (2016). The correlation between stress and economic crisis:
A systematic review. Neuropsychiatr. Dis. Treat., 12.
Parrott, Scott, Rogers, R., Nathan, A. T., & Samuel, D. H. (2020). Gaming disorder: News media framing of video game
addiction as a mental illness. Journal of Broadcasting & Electronic Media, 64(5), 815-35.
Podsakoff, P. M., MacKenzie, S. B., Lee, J. Y., & Podsakoff, N. P. (2003). Common method biases in behavioral research: A
critical review of the literature and recommended remedies. Journal of Applied Psychology, 88(5), 879-903.
Qu, Q. (2021). Research on the factors influencing discontinuance intention in mobile online games from the perspective of
SOR. Zhishi Guanli Luntan, 6(1), 56-65.
Ricard, Benjamin. J., Marsch, L. A., Crosier, B. & Saeed, H. (2018). Exploring the utility of community-generated social media
content for detecting depression: An analytical study on Instagram. Journal of Medical Internet Research, 20(12), E11817.
Web.
Rodriguez-Rey, R., Garrido-Hernansaiz, H., & Collado, S. (2020). Psychological impact and associated factors during the initial
stage of the coronavirus (COVID-19) pandemic among the general population in Spain. Front. Psychol, 11, doi:
10.3389/fpsyg.2020.01540.

https://ijbassnet.com/

http://dx.doi.org/10.33642/ijbass.v8n5p5

49

International Journal of Business and Applied Social Science
E-ISSN: 2469-6501
VOL: 8, ISSUE: 5
May/2022
DOI: http://dx.doi.org/10.33642/ijbass.v8n5p5

5

©Center for Promoting Education and Research (CPER) USA

www.cpernet.org

https://creativecommons.org/licenses/by/4.0/

Soror, A.A., Hammer, B.I., Steelman, Z.R., Davis, F.D., & Limayem, M. M. (2015). Good habits gone bad: Explaining negative
consequences associated with the use of mobile phones from a dual-system s perspective: Good habits gone bad. Inf. Syst.
J., 25, 403–427, https://doi.org/10.1111/isj.12065.
Stockdale, Laura, & Sarah, M. C. (2018). Video game addiction in emerging adulthood: Cross-sectional evidence of pathology
in video game addicts as compared to matched healthy controls. Journal of Affective Disorders, 225, 265-72. Web.
Taeyeong, C., Jae, W. P., & Kim, D. (2021). The effect of stress on internet game addiction trends in adults: Mindfulness and
conscientiousness as mediators.
Turel, O., Serenko, A., & Giles, P. (2011). Integrating technology addiction and use: An empirical investigation of online
auction users. MIS Q, 35, 1043–1062.
Han, S. S., Han, J. W., & Choi, E. H. (2015). Effects of nurses’ job stress and work-family conflict on turnover intention:
Focused on the mediating effect of coping strategies. Asian Women, 31(3), 1–20.
Ture, O. l., & Serenko, A. (2012). The benefits and dangers of enjoyment with social networking websites. European Journal of
Information Systems, 21(5), 512-528, 10.1057/ejis.2012.1.
Van Rooij, A. J., Schoenmakers, T. M., Van den Eijnden, R. J. J. M., & Van de Mheen, D. (2010). Compulsive Internet use:
The role of online gaming and other Internet applications. The Journal of Adolescent Health, 47(1), 51-57.
Wang, H. M, Ma, A. L. & Guo, T. T. (2020). Gender concept, Work Pressure, and Work–Family Conflict. American Journal of
Men's Health, 14(5). 155798832095752-557988320957522. Web.
World Health Organization. (2020). Coronavirus disease (COVID-19) advice for the public.
https://www.who.int/emergencies/diseases/novel-coronavirus-2019/advice-for-public
Xiang, G., Kem, Z. K., Zhang, Christy, M. K., Chen, C., & Lee, Matthew K. O. (2019). Alone or together? Exploring the role of
desire for online group gaming in players’ social game addiction. Information & Management, 56(6), 103139. Web.
Yang, J. H. (2017). The continuation and changes of Chinese gender concepts in the past 20 years. Shandong Social Sciences,
11, 60–71.
Yao, M. Z., & Zhong, Z. (2014). Loneliness, social contracts, and internet addiction: A crosslagged panel study. Comput. Hum.
Behav., 30, 164–170. http://dx.doi.org/10.1016/j.chb.2013.08.007.

https://ijbassnet.com/

http://dx.doi.org/10.33642/ijbass.v8n5p5
50

