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N T
1175 % 3

Z W4F 2 048 56 B (Entertainment Software Association, ESA)snd et o 5
FriEdipd FRIRGAE - B R4 297/ 1994 £ 5 32 v < gk ip
*E1 2004 £ 73 VE AT A LT RESET - B BT RN
(computer game): @ AR ¥FEY (video game) @ igi Im o & Hp T 354 1/3 ik P
PR A RImR smdgfh (B PE TR RH R Y 23.4 ) %) (ESA, 2004) > &
e T AREEY 2007 & A E Menipal & £ 37 { £ 5 188.5 B~ (ESA, 2008) -

Woodcock(2005) 45 &1 5 + & b & ¢ 5 2% 5% (Multiplayer  Online Role-
Playing Games, MMORPG) * #cAz 8 7 & % » © = 5 & F BB D F i oo
Yee(2006) { 4p 1 MMORPG 3= 3+ llﬁf_q—?ﬁm@ 22 -] pFiE 7 258 - MMORPG 7
AR LAFHRE R ERFAED TRBEHR > ¥ - 2 5L slmplpR i
(addiction) et € T % o

er;ﬁ 7 MMORPG 4p e8d 2558 & Foh el WRES ~ £ ok p R ¥ R enip
AR FATERES A P mRE Ko IR R A GEY F LG e che d o Bk T
FAld 44 ’%7?7?33%“’ o M PPN EERTA - BRAAR S AR
G E o UV FF RN O AR A E R BT R NPT R
o 2 eI MMORPG B2 2R i ) 7 F 5 TAR > R E W - B E R
ok J I FE R AR BALE TR LE o AR 7] MMORPG 25358 # 3--
N "*"i'm 7 AP 2 MMORPG ! # -4 7 2o e P d s » T 4
BTk flig “13'/°Km?i’i%3f’£’ AR R RO T e FR o RSN A
ENERCE gl gl
1245 p

Y ee(2006)4;  MMORPG 132 3% |7 | i s ~ f25] ~ & % 3% ~ o7 &

R ER 3 FA R FESR R BEFET L RIED T PR A
WP EHER AR IRF GBS/ AEI > v LI RRET T A T m

, (Crawford, 1982 ; Riber, 1996) - i 2 4 %] $MMORPGe 8 # foik 3+ 4 jiceh

TR EHREF AR IR E L AP REH S HE RS

FIRRE L R R R 2 BN AR B R S e b e AN - ) 0 o
[EEVE=E *%iff‘ IR Ry AR Gl rb S

MMORPG - %\fl%/é 1%

Bk | AR mE

ESulib iR F A&
£ AL TR

-~ AF g2
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=~ v‘)l%\?)é;?
2.1IMMORPG 3= %47 &

ARRERIRT Feand B MBS FpiE o, ey —’fr_{g'— i '—-Q}J Rl C YA
i‘?}’t%rj{“-‘-—*‘ﬂfr'/oﬁm 2 “’sz—\”‘T FEA R gl - B RSEEE B fEdoP @
R TG BB REL s RETie- B AP Ay A TR o

Rleber(1996) WP RN G T (DR F g (Voluntary) ®
(2 ¥ F_p *£e0 (Intrinsically motivating) » ()5 ¥ R & 7 £ & T 4p 3
WA 0 7 BIRA # 42 (Active engagement ) o (4)53)‘**2 P om e
(Make-believe quality ) - Zimmerman(2004) &_& 25k BT 7= RP o o A T & 7
A2 A RATH S FRA - BT R AR o I Zimmerman 3t O

f‘«mv BEELS (Dis Q=i QI &~ (DRALE HF ik o

A RFEN I AT~ KR A A R R RGP g * (DFC > 2003) o
Kotler(1993):% 5 — B & & &7 3¢ b el &r T i s dofe 2 0% LR * H iRy
W~ R F s Yee(2003) AT § BE T R R M hle - PRIV LR - fEAM ¥
BT Kotler fr Yee crpgh 3 '8 7 7 M B3k en i g B £ 5 4p B chvgak
~ % K.\Q EAEE I R TR AR R A PREP 3 T env ik, g_,%}f
’i/oﬁ.% R PFRNPE AR 0 0 TR B IR R A P AR 0 R IR TG 5
FF e & 2 £ foie (7 25 (Choi & Kim, 2004) - MMORPG #5 | 5 2 #5837
PRRGE RS BT SRR B IR R AT S TR R 0 A D R
3 # o Friedl (2003)4 &1 2 # it 5 (1) BE= 38K+ (mutual design) @ X3 q g

ﬂﬂ N BRIT R > TF B RTauR A L A7 (2 FAfr H P - BT
BT - LEHASIB IR fruu § 3 bR (3) g i

;(4) = rH # e ihds e poeh s (5) HAFPA] L T g X PIRER ST
PPR?}‘;;L WEFE

Baron (2003),—,2*— Fr v REPFRELA I AR £ gsiial f e
(1) AR ER  HPHR T G TR AR () g Eﬁﬁi‘?ﬁ’w%/‘:
FLHE R o A A S AR RIRRIE N V- B R (3) BEET G A
Sl fesmfp (751305 (4) Fodp - HABsph el A3 B A B4 ﬂ?ﬁ%ﬁﬁﬁ?%
SRS XAl S AR Bk (5) PRAT A H st L RAL TR R L £ B
drippEs B BE @ LA S A SN RALFIEL P ] & A o

Kyung, Jin, Dong, Hak & Ho(2002) % + 3% 5 &t} 25k dn end [ B % 3 j
PRl Ml MR AR P REFOE/AL oA XA 5 AR ﬁf;*«
( massive multipleplayer on-line game » MMOG ) jr‘lt»{rﬁ@&ﬁé@ﬁ IR O
PFehop FRIBDEI LR - BmEL R Y RE DN ﬁ%b‘_ﬁ%firé
A e T | 2 £ (Ducheneaut et. al, 2006 ) -

Preece(2000)f & % 5% #0} Pk ch TAL3E | 4 T32 35 1 2 S vk & ¢
TROEHEROPESPE > TR RIS iﬁrﬁ]%ﬁy IAE/RIEER A
A AT - AR P e R R P R Y RRAF TR BF
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ABFR A B iEd > T 4 - 0L g% 0 d 3 Koivisto(2003):% & I R B i
I EHGRGK ARG AR R SR P S E R R AL S
T B AsS TARRE ) 2 ¢h s 4 B3 7 Greenfield (1999)#% | 3 B Rt ¥ 0%
Z . (anonymity ) ~ mlﬁ#rnrn‘ (disinhibition) {3 # 4+ (interactivity) % = f4F
oo PR PO E R - o3t 1T B ermm R A S T a0 5T AL
Hh G T e

FE L 2 A 25N ahdr e Mulligan & Patrovsky(2003) s + 25k 32 A
G BREE Fofe & ouE s A3 TH L LA o AT T A > AR T
AFR el F s Tals IR IR - -

RN A S0 T 0 R RA 2 I A€ & F] % (Sweetser & Wyeth,
2005) - Malone(1980)4p ! iA_i¢ Fe j e ¥5fk chif Az ? & 4 B Fp £ T E F PR
12 (challenge) ~ 4+ # |+ (curiosity)£ + {1+ (fantasy) o @ #73} ﬁ?%r’v’v%f;%—%i"r%@
Tl e S B (positive experience) 0 A s T2 é] =% e fEk R
Csikszentmihalyi(1975). % A 7 & & &P ¥ F& ¢ & o R ik & 324
éw%(flow theory) o

ERFABT 0 L7 R %#*T&’ﬁﬁ+ TRILP T OTE R
AR GRS ﬁi»f\mfﬁ'fﬁ;{* feeral g £ 3 Fla BBRLS - mREH AR
fF 5 G N RS T () B EenEir (QiER g i 4 L A e

iz

Mw

hiE IR Q)i - B EP D #ﬂii—éﬁ%—*ﬁ WA A ER L (2
TP AN SR BT TR L L OR AT EaAG Adpid
s O)Fd R L REFARITE AL (V)FREEE A ﬂ&ﬂg;wﬁ

B ER2ZERR A PR XD +T%&Jti’§b A by i (B AL
b aE i S g il s/

Sweetser & Wyeth (2005) iz * #7018 %% §1 04 T e v i 43 e ehdh 2 > & o)
GameFlow | 3 e r A 7 7 /oséfé’vfﬁmrﬁ] MG F T ABF
(1) & /i (concentration) : Y5k e p iy P AT ¢ o I R 43 BT EREN S (2)
Pegp(challenge) @ 238N B4 kL e RO 0 B L PP & 2 3R ReDB L AR
B3 AP T fe 5 (3)F= 7kt (player skills) @ 258% Jis i §l 24 32 7dk 2 &2 RURH PR B
i s ()i Flit(control)  fr BHEN hE AR Y 0 TR RIDN G KnE S RO
(5)i K p H(clear goals) @ BV %7 TR FoF Hasph p 4R > ¥ 2 5 i R OpF
B2 E =Pk (6)w 41 (feedback) @ 7= R A LERN e A7 ¢ st if PFIE 19 3§ § oD
W AR (7)f ~ f(immersion) s 3= 7§ i 3§ 4 chpko o 25k ¢ 5 (8)AE 2 I ¢ (social

interaction) @ P5EV R L BB A BRI FAAR T B o

2. 2MMORPG %22 § 4%

Yee 2004 & i& 7 MMORPG 32 finfs 457 5 » s 4 & 10 = #5 ¢ (1)
iﬁs“ik(achlevement) P AT AT 2R TRE T EE AR
Ful el (g (mmersion)-£ F 5 A F BB ERENES & E R RATH

3
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gk B¢ 5 (3) R PF ek 2 i) i /% 3k (casud socializer/chat)- £ T Ak pE
B A 2 TEHALRRRH | e DRI FAAALHENME GE
(serious socializer/relationship)-32 2 7 # A dggh ? ;e x> A 2 A EF 2 R
Pnie)) X £ & (B)# L H v (competition)-F 25k P AL H B R Ro B
HBE RGP gl B RRS (6L R (escaplsm)-;ﬁd (T A BT
FHBE ST 2 BT 2EY 6 P Yee X A &K 7 v o7 + PImF2 Feh
AR 2% ET 7 MMORPG 3& 338 (7 2558 chd 35 4 Q%\Iﬁ,’&_-rﬁ:}"\a\i&J
2 M3s 25 > % MMORPG = it (F o5k chd 8P § 2 A ' 3 a7 kAR
B et 2 i+ (casua socializer ~ SefIOUSSOCIa“ZGF)J G oo

Yee . 2006 # #-5 A= m gy eh TR pd 7% | 3 EIE B0 > &=
<l ﬂ} B F1% ( the achievement component) 1~ 422 #]4 (the social component) |
e iz %14 (the immersion component)y FoTARE TR, 2T e S (1)

iE T\Lﬂ* (advancement)--# ¥ i EFF S a4 e h Pz AL G (2
FHII(mechanics)--& FAm 7 BV AP > T F F a4 F gk g it (3)
A (competition)--7 B & PG A 2 B A FRL AR FFE Tk 5
(1)4x ¢ i (socidizing)-1 RAEFH H B mf 2 B H B mFAH - (QE =M &
(refationship)--# % &2 # 4 32 4% = & 4 ch% i % o Q)M & iF(teamwork)--3§
d i E- 3 aR PR T iiETE ) ¥iwe 5t (1)4F % (discovery)--
EHNFRE RS g chE 5 (2) & ¢ iF(role-playing)-- ik s ¥ F B oo B
plig e ¢ TREp el A% RRFERG Y AR RFI & 3z #l
i (customization)-- % Ec4lig p & & 4 b 35 (4)iL @ R (escapism)--FE 4 MR 2%
BRI ORI AP F A F P B3P 0 X 0B F 2 > B5ETEW A
%k dp i s § & I i E MMORPG ehds 6 4 fe > § I i 1\;&%&
(the achievement component) ; = & 7 *“ & chd 4 @ L PRl & & = B %
(relationship) ; + § #F hds 4% > & & T Ak (socidizing) ; = & Rl o &3
E H/omré Mg i Ak (socidizing) | s 4% o i F 35 b ot
R FRED L ZE Xl %7 F(Yee 2007) -

md Yee 2007 £ e g o RIARE - o ST AL HE 0 A i e

T (D e (escapism)- AL E F R R RGN ET UEFL I I R
SR AL G 5 (248 ¥ v (leadership)-+ 5 B4 Y cg 3 5 i 4 ST
FRorp aER Q) EEZFE 8 F(PVP)-1F- B H b 4§ OE i%fﬂ
s 3T ’w@gi D I . 5 AR AR N S (4) % (discovery)-% & A7ehh & ~ 82 NPC 23k -
FWEERASRY A Y %t (B)4& ¢ & iF i (Character optlmlzatlon)-:i.zki ¢ &
’}i\"lﬁ'*’gl«?fﬁ‘ﬁ IFFNEE S RITFES LA ALY TR LR E
ERCELI AR PEER G L0 A R ATV LEPREFHN S (B)EFF
)i:(character depth)- 4 ¢ 3 & lg;v“ & 4 %H o Nl A eEE AR N kE
SRR T yv} (character umqueness) RS ER AR ES ey 2
wZ&‘.f«%mffm R BB BIRRITIRG e &4 HA|EHR LI 5 HET R
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(8)# 77 (Mechanics)- 18 & #rif 8 A ch¥Fph 2R B & Foig 35 2N HIT 0 hsg T
VRN g BT F v o TR FEE Sl B 20 5 | EECIAIZEPS
€ 5 (94 ¢ i (socializing)-& Efr @A ¢ hH 8 TR R ARE TR S frd B R
?ﬁ,mﬁﬁwﬁigﬁﬁwﬁﬁﬁﬁ:#ﬂﬁf HPE S et H RS <3
AArH W R Ro AR T ERS TR B0 2 F R (10)in i (immersion)-
tERERRE R o

~F Y H#r) Yee i 2004,2006,2007 & 3% e T #4851 % | # MMORPG

Sprf A W IR A X RN

1. T*u),an ¥]% ( achievement component) : (1)i F = fjfa(achievement,
advancement) (2)#t % # + (competition) (3)4& & &+ 3£ 77 (mechanics) (4)4F &
¥ i (leadership) -

2. AL ¥)% (social component) : (5) ik B pF et ) i /Frx 4 4 (casud
socializer) (6):% E ¥ & vt 2 -5V /B 7% 3 = (serious socializer / relationship)
(7)®E 1z & 1T (teamwork) o

3. & %)% (immersion component) : (9)it iz # = (immersion) (10): #F 37
(escapism) (11)#% % (discovery) (12) -

4. & ¢ X2 7% (character) : (13)% #l i+ (customization) (14) & ¢ i+
(character uniqueness) -

2.3MMORPG =773k 3+ ik

John & Ding(2002) % & 3=z 25k fic§8 2% 3 > /2 r’v’ﬂﬁf‘t A BTG T Z K G
(D¥ * 1 (Usability attributes) @ %77 o8 cid B & (2) B R criveEk 3
Tp 1 (Game-specific attributes) 5 (3)4 4 & (Emotlon) Jeld® T2 AN e
ot o kel KR o RATH R e R K e SRR s G e PR AR o

TIRMEEL PRGN ETRRF R > v P R AR R E R
13k 3t 4 £ %)% (Crawford, 1982 ; Riber, 1996) - e &+ % ﬁﬂéf;%;{gi—*ﬁ Bill
Roper(ZOOO)N’ma - BHH R R R e A 5] & BT ReNR 4 o
1 F K € MIC & 2007 # mi,?g{,:i;r;ﬂ*# T RABRL B S LY
2RAEEFE R LIRERF ROl $OVHE RGN T E o 1Y M 2%k
PR BRI ER A AR T F BRI A B A e (TP > B F
EAtR<IARCRCE Y iy r? € I3 2 5 Ft § gt F’“;‘i‘c—*‘ N E R <JAE 13
A ARG RIEE S FV il £F K T i FE R R

"f T RFENHE (T 14t > Rollings & Adams(2003) #2535k 3Kk 34 A = = f AR B
Wi (L)) TRGEEY e (TP (2 & F st L ST g
el R 5N @)?%M’ﬁﬁ@ﬁﬁ%*,AﬁiﬁﬁLéﬁﬂ%g\&
B2 {7 d e 58 o Clanton(1998) § [k suit -3 s Ap M T 4 A4 2 = % A fih o
& w E 25k 4 6 (game interface) ~ ¥% 8% Hjir(game mechanics) 2 #% 3= (7% (game
play) -



Al A M B B FSsEY ﬁﬂé&'ﬁ%*%‘rﬁ*{i $EIE o T E oA p
BE RE M o &iﬁaﬁhﬁf“ SRR SRR L S €
Pk d i d g2 5l &yrdl(Rollings & Adams, 2003) -

P IR R sl A %"Q P& & P iF o5ak > Cornett(2004) vt e &
A REpt e * M (usability) 0 & w02k % (System) ~ /g (Interface) ~ ¥55%
I # (Gamelnteraction) ~ & ¢ 3 # (Characterlnteractlon) P AN G
BUCT R U X S SR 4 (think-aloud) =17 %0 #7038 3| e FER o
BEEE RRZRRBEET %E)iiév\fé»%% IESIAR SRS i R E RN e 7 =21 Sl
R S HRBEE RN B E w4 o

Song & Lee(2007)#- Cornett 17 % fFag & d + & = (Top-down) S o
T sgk 4 G (Game Interface) ~ #4#& » (Game Mechanics) ~ ;5% (Game
Narrative) fe55% 5] * (Game Play) BV M anRAEATE B J -t { fBiE i
T el Cornett (3 % = ;445 N EFE A B A (World of Warcrafts » WOW ) #7%
a4 SR ud Ta (Bottom-Up) 7 E LT Y - EIRREOE BRERF o T
A EBRTHEDFFIET Y BREL T B RE [y EERE R RS b
< ¥ F M kAL o Song v Lee F EHM 7 ¥ =™ (Heuristic Evauation for
Playability » HEP) + % MMORPG 45 F]2L 2L & IF o

APRR H RN RS EAO R R 16 B AP RRA S
£ im A K B ok PR

&+ $#c(Design Features): # £ (1). &% (2). 22 (3). 2% (4).
- 5. PR 6. R (D EFEREFRET & (8). RRJriGpiF oh
If (9). 24 Fend e GEBEY T R on s MUBIRFIRTEEN T 5 (7 4 oK
HE A

#% 3+ %1% (Design Factors): ¢ 3 (1). 418 (2). 7 a (3). w4 (4).
s (B). FH M (6). B E (7). 2T %A MMORPG # » 332 ¥ B> R %
DI FRR A o X FIRR TR o
= eay ;L‘ = /;
3177 Bk
2 i1 % i MMORPG 4p B 8 0= i,?v“’ VL BN R B e IR T S
g
(D& = &2 308 F15% B i

w; Yee(2004, 2006, 2007) 5785 §, » if o Jofedi L £ PR ¢ it (7 % 4
;38 o Bickford(1997)¢: Clanton(1998) 7] % ”L'réﬁ f‘f’li‘?-)}f_’*} R AR e = X

FERFEJFHPRTEEAD > B RH T & od 14 b F AT R
BR HLS A8 & ¢ Pigsspliend Eéﬁ#”"#ﬂ&ﬁé‘f BFIATF L BE
(2)E% B 21 5503 b

Nielsen(1994):% 5 B4 & 7 12 3 8 32 Ry X 258 chw 4 | - Malone(1980) P 3% &
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AR IR G L e B e Fltd R T B

BRH2% A 4¢ PRsiienet L S Br B3z T47 26 B P

@l AR & d A8 TR FE o~ BALR FH 2 B
Federoff(2002)3% 5 #58% crypl A 3% 3+ € B = A0 25 .3 2 4 B foslde

i P egE 1o @ Yee(2004,2006,2007) B 45 ! 3= it A TR R Ak R T B

§ % PR A E TR o Desurvire(2004) B3 5 R BRI AT R & ¢ hif 4 £ p)

AU EBH 4 Fptd 1 T ST B

Bk H3a 3 A b & ¢ Pl AR § S EBBH LI AL TR Lo

B

B H3D. 5 A M & ¢ PR A RF LB EF P RRTETEF L6 B
F
B H3C.5 A M &4 BRSR B ARF S EF BB AET L6 W

F
(4)- Ffhsr & 4 & & FIH Pl i

Desurvire(2004): = 2558 ¢ & ¢ enfa 11 2 fefr a7 R 5 —REPHE e
Fl o ¢RMIRGG PR Y o K4k 3 Hs ey &m&UﬂmWMﬁ
PR e R R EHRBAEEAE KT o Yee(2007) R P IR RETR X ) 4 4 en
LR A Ards g B Ren- R B Flptd 0 T ARH T OB
BRHAZ LAY & Pigdsptin- REEEEFFRBAFLS 20T 75
B
B)p FEmETE %\ifu}é Fl % cobf %

Malone(1980)£: Clanton(1998):% % » = R AT R BN E F 5 e - B P

FEenp 4R 2t BT AT M o Yee(2006) Yt b iE & XAk P R ¢ R IT Rl
£F7 i‘“}i PR TP RARG PR PR o Flptd 0 E VR T BRK
B HSa % A Mt &d PRGehp R BBrARWERFET Lo BF
B3R HSb. 3 A b & ¢ i Eat P ﬂ-ﬁésﬁ#"ﬁ‘«&ﬁéf& Fld 7L BP
(6) 2 pe & %\q* B Fl 7 Bk

Myers(1990) % & &gt ¥ B Re a9 3 40 Fe R )I*}g) - Federoff(2002) &2
Desurvire(2004)p z2 2 a@“%}gfra\qﬂéﬂ fx e oo Flpbd T[T R
%
B HE.3 At &d PSR  SEPREHFREFIRF 2o BF
(7) EF 2R g3l B8z FE AR FlE i ik

Maone & Lepper(1987)in i E F & f ¢ eham 73 &3 H 45 B i o
Crawford(1982) f:n i 4 # it 2 Fl R il 2 FlE 3 B8 - Flptd M v i %
1T OEER
BRH7a? AR & BFGRaE L RY I B EFH TR
FliF Lo BE
BRH7D. 3 AR & RSP E RL R Y e j I & § B HFFH R

7



Flis Lo BT
(8)7= Rt B e §+ &2 S gt Flk 2 hM 1

Malone & Lepper(1987) 441 B2 5205 e Rrspi B cn3 # 7 5 o Yee(2004,
2006, 2007) 175 = 7= RIHZFIR o < § B F AR o Flitd 1L ARG R
%
B H8. 3 At & ¢ iR iGph IR RIr SR T & § B IHIE B RE
Flis Lo BT
(O)iFpk & ¢ [ 03 # & g F1 5% 2 W ehd 1

Malone & Lepper(1987);a i = F ¢ B & ¢ F 3 & 5 Yee(2004, 2006,
200N 282 T § B FIR PGS g o Fletd TG R

B HO.5 At &4 PSRl & § B inT # £ 582 T # 3 jug Al
Py

AV ERM G AT RER(RC) -

REe

—————————————— | Bl ] R

3.2 %1 T &
#0532 e if MMORPG 4p B 587 3 0 4 B L& &) MMORPG 1% 5 5 &2
K PR



3.2.IMMORPG 3= 75 £2 #5 %
A 94245 (Yee, 2004, 2006, 2007) 5957 5 > #-5t  fS AT0 A w4 B F)F > K0
FEFEFE S MMORPG IR R #5700 o X $#8 F|3 ch i K 4o T ;
1. a\i‘ B % (achievement component) » ¢ % 5 i+ ¥4 5
> i Ls\r(achlevement advancement): # 3 i EEF S a0 4 B Peig E
AAEES TR o
> A ¥ (competition): F B E PR A 2 B A FRE Gy e
> 33 Eo (manipulaion): fI* HghiFM s XA G T H R £ hE
B AL PR S s R o
»  FIi(mechanics): & B~ 7 PEEN A ARP] > T F Y a0 F and sk

[E L

>  AR¥ e = (leadership): LB P PFAE L S o
2. 4% %)% (socia component) > & 7 3B+ FlE o & WA

>  RE e [Frx i 4 (casud socidlizer): iz R PEE R F B AR
B % }'_fgt%]’pét‘! p‘,'}aﬁ’ IV R B R ¥ o

> B ¥ F a5 (serious socidizer / relationship): iR E e
HESNY B G 7 BEd e @ —“‘F‘]’f Ty o T &I A ZIR
FAEPED mlﬂﬁﬁiﬂf‘?}i\ﬁt °

> @} & i (teamwork): ;ﬁd XL >3 A R E o

A
5

3. i ¥4 (immersion component),# 7 4 i+ ﬂ% v A ‘?4] W
> ik e (immersion): ¥55¢ 7 ’ﬁﬁﬁtiﬁ T3 R T o
> @I (escapism)ifEd HE 25 TR i.i" RA A5 g P ehp
i o

> ¥F % (discovery): F 35 & F M H s RS Frif DE o
> & d BiF(roleplaying): k= EF Fengd BAld 4 I FFp e %}.;{L&_ g
A ABEFSEERE Y BH BRI B oo
4. &3¢ NPT (character) > ¢ 5 & B F % > AW L
> %41 (customization): & gcAlid p e & ¢ heh o
> & 4 jhii4(characteruniqueness): p @ ik d 2R oo

3.22MMORPG 3 3+ # i
*FT 5 % 8 ¥ MMORPG 4p B ¢35 ?'\Qf‘wﬁlﬁw N6 B E A A
LA G R (9 )% K *“]%(7 B) AR 166 FFFRE S

B oRPPFHEERFFF DT RAT

1. %3 4 #x(Design Feature): 12 45 (Mal one, 1980;Clanton,1998;Myers, 1990,
Bickford,1997;Clanton,1998;Malone & Lepper,1987;Crawford,1982) ¥ i i 1! 9
BRI &5 5



> &% (pace):¥gpl v HHEERFE R L F AR END -

> BB (Reward):25gh @ chf e & i 5g B3 R 4K~ o

> P& (Goal): teispi i k- BP AP & o

>yl A3k (Scenario): ¥k A B S APl N A b g H - @
JEe

> - 3 (condigtency) @ ¥EEL Y chd 4 s TG B - R

> 0B (help): foif b e e A Rl .

>  ¥ph 4 4 B3 & (Role-playinginteraction) @ e fd ¢ 2 FF L G L &
& (renpl o
> RRGeLFENE 3 ﬁv(ROIegamelnteractlon) BEHEEN LS A
FINEF R BRAESEEUIRTA L T H
> ERE R ¢ gz i3 #(Red world interaction): i i 255k 3 7RF LI
FI AR BT AP o
2. %3+ %)% (Design Factor)
>  PrER (chalenge):2gh =+ BIF B eNEE A (F 7 o 1 3= Fun 3. i%&»/\ o
> 4 F M (curiosity): ¥Rk e B B Esl 4 BOGEIR RS I R BN
T o
» =T (farness): I prm j2 B oL r’v’ﬂﬁﬁ%ﬁ' o
¥ f%(feedback) VRN i s S
> edlR (control) @ 2% i Mg #TaR R #‘”%Jéﬁk Poehide (F & G 21 PRENE
A2 o
> ¥R (recognition): v i #FESSENE ¢ B EH C f{RRal o Al
Y et SN A
> M (flexibility): 2egi e 2B A v 3 d L eE > TET P AR
R o

Y

33 R % 3B 2 p

EN ,reéﬁm.: eg;w;a;w MMORPG #p B 597 3 > 35 1) MMORPG 3% 3+ 4 flicfr % &2

T FELRE Y fﬁgﬂx FAL (e - B ﬁfkw&fm = DIVECIE o

"\;[{%\‘Lﬁ'ﬁiﬁ”igiﬁ MEPET RRAEREFE R Ad SN F AT £

s P A AT 353% 10 /| pBF MMORPG 14 Pm;% FIRRAR > LHFALD

R F oo o B SR s AR F B 30 & MMORPG 3= R

BifFmp o He 44 164 5§24 144 > 5 Blerfe BdoT

> o HE - RRXFHERFEBRE S

> KBS~ d BERFER TR I0HEHF SHMMOPRPG(# =) & Rep
FERBAFTES BN IRRENE C BATEELF o

%2 .10 & 5 A P A MMOPRPG (% @ = v 4% # MMORPG # " 4 4 # (7 44 -
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97 # 3% 11p )

BB R mF % ¥ Lineage | #! ;= shalya % & Online

WOwW FREELIFE

W2 £ O0nline | ZE =2REgE |22 5RH New # ¥ GE Online 2
Online Online H 2 &

> HERc &R FEF REHERER 0 #1046 MMORPG i 7354 (34 ¢
WIR 24 D HE LA D AER) B AS BH N EE R F AT
22 B H 4 TR s (B A

> HFe o d b ERFE X ERBS IR BT B IR & T
RFIE BRI L o

B RRRAAEIOTA AR Y IFE R T F A 7 (Explorary
factor analysis,EFA):E {7 B % s ek 4 49 » & eigenvalue>l = » 4 B4 473k 3
PR B et i8R0 L o AR B e o FlF AP 16 BRI FHTF)F 4 2
5 B3R} 72408%: 0 % & £ 0 & - RI2dg 4% cronbach’s alpha #

# 5 0801 KMO i % 061584k % = 6 > F1& A 47154 16 Bk 2 B uc¥) 3
AR 6 A R 74.086%: 13 % & £ 2 & 12— 3245 cronbach’s alpha
2% 0712 KMO &% 0.835¢ d 1 F 7 4rd (3R 4 2.8 2 R ek -

34 FH i

A AR B R (World of Warcraft, WOW) ez 70 1% A A Bk & 18 3¢
WA PR LS NEEAL S F - BREN A - Lok NERE R
H{Hr’v’v@ Fo- 3k B A F BB MMORPG(F AL & ik = vh 48 4 e 2k
-2 A FL T AP wIRREE F HMMORPG » 3 jdicagid 200 § A (TR %
o Blizzard F ) o B 5 AP *fé‘zg it mp(IP) 2 &k 218833 % % 5
1028 i» » #H ¢ § MR 920 4 > 4 IR 108 4 - H P 38%%% F ¢ 4 0 71.01%
2AFA2B1% AT A ) o BN E%S 6 0 8219% e R E 5 A £ 1 b en
PEh ek 0 1021% 5 - £ 01 RS £ 0 T.6% g RG - E LT o

35 ’E‘%’ia\ 71 B

AR SMartPLS 2.0 #1487 R B 050 2 AU B (SEM) 2 A
- HSRRT o PLS 2 LISREL ¢ 2 2 4p v ez % (Fornell & Bookstein,1982) -
30 PLS & A7 R MEF 2 4 % L 4R Y £ ATP 1k (Resampling) snfz 7 i
AR F MRSk 0 AT L #% i (Bootstrapping) k & 17 Sdikc iF 3t 2 R

AL OE o
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N X !

A% i SmartPLS 2.0 #9712 = e fiCA R (T RS A 17 0 AT g R ArT A

6%%(%«‘1:)0

B H3az -5 LM &4 ;};\,ﬁﬁﬂm/j =
3G R (L R MIHBERT A AAFTY
% d

*

W hE g A & T i A EHE 5 %ﬂg%a
AP EIRFHRDELFRE R FIRRST fﬁg\ﬂzﬁi&

UL TR A AP
3%"77-»}_‘ %j” ﬁ]‘jf'r_]ﬁgb

TR o Bk HTa § 4
M FE G Pk o R

?uﬁﬁaHm’*wat&éaﬁéﬂwwﬁﬁ?wrnm%f@gﬁ@%%i_

AR F G Lo BES B LR T Y

R P AT

FER

e R ﬁé*&ﬁ@*%ﬂrﬁ’ﬁr’” TSR PE AL BB H v IR FoNT B AE

Jelfois T st s - 457 ?ﬁMmﬂﬁmﬁiﬂﬁpﬁ%ﬁék*#j’
éﬁ%P“LNJAwﬁmﬁ§4@pziw%ﬂ“;

fﬁéﬁ%éﬁéﬁw ﬁ&m?ﬁvggﬁ@»iﬁﬂ&@ F% 1 0w

bﬁ&-’qﬁ? ﬁgfﬁb%ﬁlhgﬁﬂ']m’qﬁvﬁﬁbzjrﬂ}a’%“"r%i{o

XHI. Z A &
IR S

T@ﬁamé%ﬁkﬁﬁ CH RERT U b SSRGR B

o

o Ay BRE LS

B R R e B - A AR T R o B AR
B

B/ 78 M %

e Bk

AT

[

B HL 3 A8 & 3 g dpichs £ ¢ B BT

+ + A
HARE TR L e B
Bk H2.% A S & & P sl ches B g 5B A4 .
+ + o
MERFEF LGB
B H3a S A ML & Rl AR § SR + 3o
B4 id AEFET 05 a
Bk H3C 5 A M & ¢ 3w sl el Akt 6 BB N + .
TR FEG LG B
ﬁaH%’&ﬁPiéﬁﬁéﬁﬁﬁﬁafgéﬁ% N + -
FHHAELFE G L6
[E83% H4.7 s+ & 4 #glﬁélg‘ - i’i'ﬁ—g R FER + + A ok
Bithd AEFEG Lo PF
Bk HBa 5 4 S & & P i) R 6158 v 48 .
+ + i
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Bk HED. 5 4 4t & & PR gD 1 g S E PR R

ARG e * + H
B HGS Catl b prsfaoppgsarRg | ||
g FlEg e PF

TE;l;@H?a_; AKF A YRR E B R P e 1 .\ N .
IEEREEHIEHTEREF L 0B

B HTD S L b &4 s f R R e gy + 3 &
THEBERHEHAIFET LR P

B HB. % A s b & & B sak ag Rrsph B en3 .\ N -
B EERFIEHIREFA ] L6 BT

Bk HO. 2 A S b & P gesph sl & ¢ B ens & N ] s

FRETHIPRETRG L6

B
P.rbmﬁxﬁgwf%@ﬁwfm % (Bootstrapping) @ & #75~# #N= 200
* 4 p<0.05, ** 4 p<0.01, *** % p<0.005

1
|
1
DL !
EETY :
|
1

it SR :

i :

* % p<0.05, ** £ p<0.01, *** £ p<0.005

Bl= - g S ¥ SmartPLS & 752 %
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