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2=6.431, <.10]  

(Figure 1-1-3)  
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(Figure 2-1-3)  

[

(1,217)= 4.188, p<.05; 71.603, p<.001]

[F(1,217)= 17.517, p<.001]

[

F(1,217)= 6.818, p<.01; 29.095, p<.001]  

(Figure 3-1-5)  
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[ (1,217)= 5.483, <.05]

[ (1,217)= 5.320, <.05]

[ (1,217)= 

13.128, <.001]

[ (1,217)= 13.425, <.001]
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