Table 2. Group-based network comparison and cross-community connectivity between live-streaming immersion and loneliness.
	Comparison
	Group
	n
	Mean cross-community weight
	Sum cross-community weight
	Network structure test
	Global strength test

	Online consumption
	Low
	2,377
	0.002
	0.040
	M = 0.097, p = .032
	S = 0.070, p = .121

	Online consumption
	High
	2,604
	-0.0004
	-0.007
	—
	—

	Affective experience
	Low
	2,754
	0.002
	0.040
	M = 0.178, p < .001
	S = 0.089, p = .078

	Affective experience
	High
	2,775
	0.0002
	0.003
	—
	—


Note. Cross-community weights summarize the edges connecting the live-streaming immersion items and loneliness items. Positive values indicate stronger positive connectivity between immersion and loneliness, whereas values closer to zero or negative values indicate weaker or reversed connectivity.

