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Exploring factors of sociability in Massively Multiplayer Online
Role-Playing Games community

Student: Chia-Ching Hsu Advisor: Dr. Shang Hwa Hsu
Department of Industrial Engineering and Management,
National Chiao Tung University

ABSTRACT

This research proposed a framework for sociability in massively multiple online
role-playing games. We try to conduct this framework to explain players’ interaction
in online game community. To do so, we make three hypothesis. First, social capital
would effect player’s sociability in guilds. Second, game community forms such as
people, purpose or policy would effect social capital. The third hypothesis is
sociability would effect members’ loyalty in guilds. Members’ loyalty could be
separated into two groups, belonging and obligation.

After that, we design a questionnaire to measure sociability, social capital, game
community and members’ loyalty. User demography information, including gender
and game playing habits, was also collected. Five hundred and sixty-three averaged
23 years old took part in this online survey. Factor analysis and partial least squares
was then conducted to see whether three hypothesis are significant or not. Results
reveal four critical factors that can be used to explain sociability in MMORPG guilds.
We also find out which social interaction design feature was significant for the game
community type. This study also discusses possible casual mechanisms for game
design or players.

Keywords: Online-game, Game community, Sociability
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BB PR FRT R T R AAT S E ARG M IRt ] B
PO B BRI R A R T o RERR AT L R TR g 20 AR

LA PEE T R AR MR TR B AR AT Rt e AT D
VA ST B E R - SRR D AR & i 55 (MMORPG) TR, & & 4R
AT~ % o H3E AL § 1(sociability) R & 1 2 BB ST B 2 E
7 31 25 EV AL ¥ (game community) 2 AR B AT 3~ B SIFAL € G Y A € T A

(social capital)sHE &£ EF 7 ~ % I & 4£3 = B & 34 & (members’loyalty) 3= }I%E

A

21 3 A &G RN
FAm & d B igesgt (Massively Multiplayer Online Role-Playing Game -

MMORPG)E_+ B3 33% % A BB B PRI A FRlENES > B r -
BREE B TEBAk o T MR NP B RIS B Bz <)

5 AR GphingEld o

2.1.1 A% ~ T IR
PHEV A - fE4F & A B o Rieber (1996) P 25k 11T 1 (D)3 R

Bl QF L) e Q)R R T B LFA T RS 0 5 R
FRAE S (AP F O HEeh# T o Zimmerman (2004) Rl 2 & B5EN R M=
P ] MR ED SR AA T H T AL - BE LR hgk o | B
Zimmerman # i+ 25T BR 5 (D) kR (230 (3)T & 0 (4)RA]

2 (5)F R it o

TRBRCEE NN LTS R FRPilB U7 R AP R R E & h
%+ § F1% (Crawford, 1982 ; Riber, 1996) - Crawford(1982) #-% #f 3| eh§ =%



B TR PR ERN AR A N4 @ 4E 1 B0 (F 25N (arcade & action game) ~ § & YEAY
(adventure game) ~ % ¢ 3> & 255k (role playing game, RPG) ~ ¥ % %% (strategy
game) ~ % Y58 (simulation game, SIM) ~ 38 & 4F 2558 (Sports game) ~ & 7 3E L5k

(puzzles game)fr# 7 # ¥55\ (educational game) -

212 5 A4

#-x A 5 A s esgk (Massively Multiplayer On-line Game » MMOG ) &%
&4 w472 o TMassively ) * 4§ B PR+ L3 F e P Repa 4 o
"Multiplayer | 4572 %7 M s 3 - B Y > TOn-line ) & 558
B2 Xz Barlg e fHE AR £- 8 TS ERREN -~ ERFIESD T
Bk d o Lo BmEE R huE o B TR & TR
% & (Ducheneautet. al, 2006)  *“ o B 255827 ~ 4] 5 A R P 25 B oo 4E

D) AR EE D BB T 4 B AR AR o () Wl B R R
FLHE R A A S AR R FRTRFE N T - BLRTEF EEL ()
SRR gk s B R 3B (4) B 0 H TR Bl R E B 4
B 0 TR RE NS &S < 4] 5 X S ¥k (Baron, Durieu, Haller and
Solal,2003) -

FREERAEN T AR LA S A M & F B (MMORPG) s < 4] 4 4 st
5 - A FHFE L (MMOFPS) &2« 4] 5 & &b W pF % 2558 (MMORTS ) » = 3]
SAMGE A d wesaid 1979 2 g @ en T 5 L 1 T 3 i (Multi-User Dungeon »
MUD),  iw%m % » § e - B3 a >R 54 2290 m78 > 12 K
FEIMEOPERIR > &4 5 FHE o6 TURP ' BRLEF
B 50 crEEN o SEF HCH B A Wrendap 13T B 4 Bk & (7~ £ %> MMORPG

AIEE-MUD eh2 3 A vsph e R < £ 5 2% B bgr e J o
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W OAE RS o s )T*LF'&%M‘@% PEA R R R AP E Y R PR

¢ k¢ F32 - Eil&yr4] (Rollings and Adams, 2003) - &2 > 25k 4 ¢ H 3=

FAPEE Y STA R Ao d B A6 BRI e BSREE e R

WIFE > Rt T E o A PR B e B £ & hif & (Isbister,

2006)

1. ERchw A o FF v BT NIRRT BLEBRES

2. wRE I IRFEEF RS I FEENY if it kS EgR

3. AEgM I FHARTIIFLF > & I TG T eIz 7 (Non-Player
Characteristic, NPC) 2. B » %3k sk 2 @ ¥ € 7 i BAL ¢ 23 &

4, H M I RELIFLIVAME FREEB R ITERE o
BEP RGN NE T S IRFA AT E TS oK - BENET T = BIR

4% (Friedl, 2003) :

1. ¢ mRhAARZ  RFEEF VU R FIH o0 ¥ UREE B IRRIE P
WO T FlLip bR P R €GB H B A - I i iT s 13 TS
B R LD A RERS IR AT R B RER o

2. BANIREIRRI MiRGFREADEFL L Pk vk L A BT Rt gt
o bR TH L A RS LR PRIR LR E o

3. FadE %A FBEI DNEF L WA LS i (% R

2_m (T G AT Rl R o
RS 7 (Networked Virtual Environment)shm # 4 45 1T X @

4 #¢ ¢ (Capin, Pandzic, Magnenat-Thalmann, Thalmann, 1999)

1. g Avic 4 (perception) : 5 7 3f & *HiT

2. %= (localization) @ #vig p & AwR

3. E ok R &L (identification) @ ac B fE p e fow] A anddid

4. ¥ (T4 v (visualization of actions) : By f2#: (T i\ & e &
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5. il (communication) : fois A $t35
M= w%d“f*“ I PR Y R ey B AT A

20200 &9 TR T BRI

Ritwik
2 % v 4 (visceral feedback)
w4 iz (cognitive immersion)
4+ ¢ f#(social affordances)
+ %4 (fantasy affordances)

Isbister, 2006

& ¢ rp A4 2 (archetypal cues)

B % i (individual cues)

7 & %% (behavioral cues)

ke #ie # (perception)

%_i~ (localization)

o ule B 2 s (identification)
o iT4L4 1+ (visualization of actions)
i 3 (communication)

Friedl, 2003

Capin, Pandzic,
Magnenat-Thalmann,

Thalmann, 1999

g 0P DdD PR ODNDRE

FA KR © AR R

SAF AR AT RFSRPFRRAGNEFFTEEL I HF N E
B fo Azt TRk 0 TR RBT 042 R RNT o Friedl (2003)4; ¢
FiEG (1) B3 (mutual design) @ k-4 § = RIT R ik gLIF R L o
T GATARAL AT (2) AR e HY - BIRFE TR - LA LGS

B’
)

I

#iﬂgéﬁ %%m\ﬁ (B) ixF HimsE > (4) =G 7+ F e
Bogsfep o (5) HATU] P T A g RIIPERET - FIREFLPBIBFE RS
BB H PRSI RE NS R ERRAMAIGSN PIRELH 5 R REET I
o TR 3 B JRARE R o o (Mulligan and Patrovsky, 2003)
ALY TR A AR ESDFENG TRRPF- BB ES
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8



22 A
A2 M (sociability) s & B2 4o £

322 g T

&

-ERETENe - BREfrER AL B
?ffu—ﬁ‘iﬁﬁa%ﬁwﬁ%@-

- fifrt A AT A S P A L R A A E
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Simmel (1949)

- é“u}*;}zﬂi;* p fEE e
% r = 7 Preece (2000)

TALKR AT AR
FENIFT AT REANES T fEthe s A 2 ik A PR
fopirigtt > VLB E S F AR rER A BET A2 DT RRSR
o A2 ek LR AT - H T A BALF L 3 P R R F S D
3%
REPAFY AT LT Z B & ZF 34 ¢ (Preece, 2000)
1. P e (Purpose) : AL 75 Binp 1 blde £ @ 4B~ T & Ap e hfTet & o
ERlp Ry T
(1) EFidEp ErFdn ks AL dEd R e 75 NAH
A F3 &0 %
(2) FA#HmEsay BikE AHE-BLIRIHH FFF ISR F LA
g Lo FALG & P Rhdp k2 - o (Rafaeli and Sudweeks, 1997)
(3) = B At pigy ??;,;Jeﬁw bl E R BB S A fRE
Boo ALY AR A DG GBS RIE D] P TR DS
FRled = Rt Rimge

WP AE- B REDEF R B FRE DR AR
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L (People) 1 A23¥2 pchd o Pyt 2 BAZ T8 BT R DIFAEE 12

BEELI

wHER

(1) AL ¢ TRFR (social presence) @ A+ ¢ TRkt f#§F G ddr L Rk
BT F ALY B TENE A I T - R BRI E R
7 % (Short, Williams and Christie, 1976; Westmyer, DiCioccio, Rubin,
1998) -

(2) Al e

(3) B+ R FEL LI

Foi (Policy) t e A B A B I f )8 chg A e Bt adp i & LT

F o FRoF T

(1) ﬁ%ﬁﬁ&iﬁﬁﬁ?ué&$§W§?%mﬁﬁ&

(2) G EAREFHBAFTROERH/RE AL [ 2 FHEOT TR
TR BRI R BRI EARR D ET —%%”T%\ B 4e » - P&
B iz mdpih » {7 g iFeehg % E o

R AR

(1) Bt » e fnp R TR B4 L RF @A

(2 BMEREFERTE G 3 g

~=h

) HFidihsr 2R £ & R o Al
(4) EpIpit -
R AL AR Al 0 - BRT L R RS ) £

§3HAlf 0 PRI R PSR AL T $5 o 39F Preece (2000)% 4+ AL <

L Randhis  AELBRIFR DT RSN € ik g PP A
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Purpose

Policy

221 AP S
Brown {v Bell (2006) % i #% ~ f83& (virtual ethnography) == i #£3

MMORPG 77 324 (playability)feit < 4 (sociability) » ¥ & There & i & _F 255%

e

TRk taEk L (DN ek R R B > ViR ) B AT
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CRIRFIT LSBT ML E S N ERL TR R (3) AT T D €D
PHEUFE SR FRREIRERE I REFTOTEL D P D FAT - (4)
HRFp o EBRLTFTHAA RO A RO R T

Ducheneaut 4= Moore (2004) 12 MMORPG &% # + % ( Star Wars
Galaxies > SWG) % 6] > 4 735 25 ? cnI d i > P 5%l T - BAdER
k¢ TR EE ST - BIRRAIFPT (cantina SWG ¢ 3Rl A & 3§
) BRSNS R F RS Y ArE Dol Flenk B0 B 2 (1) i
Sﬁiﬁéj’é'fﬁ ( Away-from-keyboard » AFK) : @## > & i A 3 # > & 215 Tl ds iF
Fapl AR b R o B A IR G 3 e R 5 (2) £ 2 (clients) -
%%_Bartle(1996) #4 %L R"*f(achlever)’ Wit AP o Lk
B A3 () WEY (live entertainer ) : %% = V37 i Bartle #% 31| e54+ % *
(socializer) » &>t qrH s =73 & o

ISR % A 45 SWG B 1 3R B IEpT h7 & KA S IR R Brenis § o 4

#2 AFK 248 ¥ bl - R PR 23 B0 T HEF ¢
R TR R f LREPFFRAE IR RAL oz b BRI
Tk taEg (DB Bendgor R 4 4 0 Oldenburg (1989):% 5 Al ik

Pfdi i SR AR R LR IR R Y I M iRl 7
IR RR 0 BlAe AFPT ¢ R 4 R i R (A BT ARG D N
Be¥ i E RS G L Rl B A FA Y R R SRR RS &

tt’ﬁhnwaigﬁﬁh%*g?ﬁvm#ﬁg OF - A S IS SRS

53 FEORFIV U AR R 2 - Bb PR F L@ L H s 4 e
T AERFIR CBENT PR R BT v 4

Pizer (2003):% & P57t R MK R Al4e™ D (D) F A R E FE aF T
e (QEREFEERFLEI B NELT o 5 QP fL B g iF

(cooperative play) 12 % (4)i 3 iF B R -

12



23 HRALHE
A FE b L] FHA A A FBE R 2 A SR (Wellman,

1982) ; "gF ppenieH o AHEF WAL I A B LA L TP Gk TE > F wd
% (Strong-tie relationships) £ 53 14 &% (Weak-tie relationships) = & > 4 ik
SAEFARIT RE RN D K ARFTEOT R R BAFEE b+ AL 55k
SUFTARIFELILRP o BT+ BEAFLRAT A NIRRT

¥ AL3 (Online community) = flgeBeitd » AR gpni * ¥ 3 601
A 4 fh- faAk ¢ ¥4 o Rheingold (1994) 322 R FAAFESF L K W RES

T RSN S iR 8 A B T AR Y R B B - Baym (1995) 2 5k
MPAFF T AT (DA LR ET DS bR E LAY
Q4 & duzz o pldr LR & TS N QRE M A TG
SRR R R AR (AR £ - TGRSR g}:r ) 1
WL LMD BT g 4 o Preece (2000) % & LA FAEEE - BEED
AL HAT RAPT UERIM AT ANENLE -

RIS S BT AN e AT 2 4p 3 B ¢ (Wellman, Salaff,
Dimitrova, Garton, Gulia and Haythornthwaite, 1996)
# 1T

1. g4 3] (Leader-Follower) : & f & AT HF dp 4 > X REF R L
2. ®4-3] (Moderated) : ¥l i % § DEAGFFH Pdp L o B g G P2

ZEFNENECSENEIE O B SA13

IS

3. #%7] (Competitive) : feizBH M ¥ SO EAE A T ES R

I
hpan

o g2 B4R M T

4. Zix3] (Ad-hoc): ¥ wEd B 4eps > MR HE | P4 & BB

3

i~
Ik
s
i
7‘6{-
H

A PEEp T RATRE S BT REREL
B ¥3EALEE (Online Gaming Community) fj*u{/;i%{améé‘vﬁ VAR i
RS R R R 2 OB BT g R BRI R T g f

Boo ARt 2B 0 - B SREE SRR T3 TR e o

13



AFEH F T (Mulligan & Patrovsky, 2003) -
LE 2 - B BAAFE T 4 BRI D N IRRL R G 2
Koo £~ B R P k#E : (Friedl ,2003)
i U
L i g B 50 SN R SRR R R
ARG VR B AR 0 B R T TR R T g
Prix g T F AWM E R HEIRRET NRREFRDFHE G KAt o
2. ##2bg iF (Nonverbal) s il = 3¢ 0 2 et Faf o g ek At e

TS L INEE &

3. WA ABDA S RV IUEERE - H- - W S H I aHET
4. A VEE IO N S AR T R R RS S R R

Foo R S AT R G blde  HEREE S AR

B e F o R E e ke

¥
7

ol
A
“D’
i}
=i
v
g
3\
%
-
2
P
\T.‘_‘
‘?‘
i}
'
>S4
)
i
e
3
I
A
J?o
T
=
=

6. M AAFTOFHEE K AT RGIR R T RS € F TP 0 A BIR

F
Boo S TP BRI DI L & 2

S MEE TR RS E AT R A BT UG R 0L RE

8. W FEH WP R G AT [N FAeE e WAEE Y DT B KPS

Ewm EHPROFS o bde - AT FAAE S F o
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231 2§

MMORPG #t i 7 = pBE H s oo M2 IRRE AT 2 B ik ¢ 3 # B 1%
(Ducheneaut et. al, 2006) ; #d K37 3% 5 B+ & mds > FIRRIO] R 05
g TERLBE > SRl el F B b p RAL SRR R o7 R R

B P E TSRS 0 E SN P HRATIT R e P SN AR RS o
(quild)(Ducheneaut, Yee, Nickell and Moore, 2006) -

NEEFOEAFHEFIIT S RER AR RE e BRAEAH
(Williams, Ducheneaut, Xiong, Yee and Nickell, 2006)
1L agafag:vanld T=pph T adk e Mg RTH, kit  F

YT B

AR A
& 347
[ I A
il $ R
£ J I
o8
Guild = A
A B A ¢ 7
| ]
rs ?c*%.?p/w\
ﬁZl éﬁy

(1) =%P &
Williams et al.(2006) 14 422 5V g% e sV F %4 » 3 PR D € > B F &
B ABN; FEFAH L TP NI R AR Fed o B 5

TP AR B ERAS S fh
15



i AR IRFF AL SESAPPI RS A EIREFT 95 60%

SIRRGRE A § AR
i AHAYAEEL T EIFLERA RSP AR L HET IR
fﬁ’f\?FP"’},—L’j\ﬁE’l’E 4 ¢ F &P =0 £ (Hsuetal., 2009) ; i®

FERSRAD gV L 7 a2 A g2 -
iii. FRA AR IR RS 0 0§ R B ko s R
B g e oo
\% B A 2 g AP IRRT NE R e S o T RER
£ il e A AAI S S RAAHRL DD IR HEA F
B i BimEge kY hkd .
Pbw fE AR R AR - BRERRI T G AR
R
(2) ‘¥ g X ] RFBA DR G A LS IERE RB T A S
SAlag A gH A g
(B) RF ISP ERVFLMUFR G - TRAS L F 5]t
R LA E RBRR AR B LT REI B LT RS

(1) EREpF-B2gF - BEFODE FERE - B AR 300 oo
HB SR P RO AR G R R A R blde T2 A

(2 HEFFME  AXOBELFTARABES BN T RG kRN § LETH
rehR |- BRET YO NRRELARIAFI R E SR Lo P HRSA
e & ILEE TR R AP - R

) Brpsti i mFF A Flafon §F A WAOMBEL 7 Lo e 2 &0 B R
g7 -2 &ﬁ\gJaméiiﬂﬁﬁguégw%%ﬁﬂ%wﬁ



B oo
(4) HRis i JEEEFEET AL > B PFRATI R - BRT AL
oo BAVEY R Ao & EARM B R K o
3. gt
Wi 1 o B B(War of Warcraft) ® e € 5 21%:E 7 - B 7 {2 e RS
(Williams et al., 2006) ; Chen, Sun 4+ Hsieh (2008)ze 4% A8k ® 1124 fE & ¢ &4
A6 BRIRE 2 11207 B g > E(TE X bz K G PFEZ BV LR

VIR RS € R E L BRS¢ R Ndd 5¥u fcvr;}g A, AT

% 24 \gév\t»?

¢ Fix 2R R S
#r+ 2 ¢ (Newbie) 45 B 1l 30 4 ~120 «
[ = ¢ (Small) 45 T 30 A 1T
< 2 ¢ (Large) 45 & 11T 120 4 1z ¢
F &g (Elite) 60 & 30 A 0
* f& % 2 ¢ (Unstable) |45 v ¢ 30 4 ~120 *

74+ k& : Chen, C. H., Sun, C. T. and Hsieh, J. H. (2008). Player Guild Dynamics in
Massively Multiplayer Online Games. CyberPsychology & Behavior, Volume 11,
No.3, p.293-301

R T BN GAT 0 - KRN DG DL AT B

17



X R E2-E S

4 — 05 A
60
45-60
30-45
1-30
START

1-30 30-60 60-120 120-240 240-480

Bl 22 ¢4 &3
F#L kiR © Chen, C. H., Sun, C. T. and Hsieh, J. H. (2008). Player Guild
Dynamics in Massively Multiplayer Online Games. CyberPsychology &
Behavior, Volume 11, No.3, p.293-301

dp v R 2 gng B ad 7L PAIRRE BERE R ATHD ¢
FL9 T BRI R H 2 ¢ chk F] ¢ (Seay et al., 2003; Ducheneaut et al.,2006;
Friedl, 2003)

(1) 2RE2gP h | oo 5 JEHE 2R o

)

©)

4)

>

RN R

S

R R N SRV (R SO

¥

Ty

B g R ER o
(5) =+ % Hesha § % B hint 12 o
(6) # FAZRDY o 4 gl fep e v r 2 g P HApd ¥ o
4, 27 R EDR 1
i PAEE R 2 » > m#E Y (virtual barrack) feit ¥ b #73 f6 ; R E
BN ¢ L BEaEe nE R K o 1 RAB I (2003)% 2 R

18



BEpL AT e, @

SIS = £ I el S R

/

e 2 B o T

THANELTEHNFTR M F F g

L

e &

E IR R AL A

4 ; Lo hipfhene g o SR RE AT E dp 4T
kS iEir - BRG et BB 2§ FHFFES LR AN

B4 R T - R EE R A R AR < R4 AT K
g A - @ T 4 2 34e | v _rﬂ;i;\x,% EECAR S RS NI JVA 1
= PR s - B A CE R X TRE L S P A A

mmfﬁuf’,riﬁé’,___‘v

Ducheneaut et al.(2006) #% I & f* {4 e 5 %

PR R

o

i
Tt g BT

Pl AR eniBARY 0 & 4
FOAA 2 B Rt B e B e

Eid —q_\‘

S pE

CrizfenA g ANBC=Z 4 ¢k

RiBent vl 7 d $Ed § S hii s e

TR R A = e o

ERF AL R AR T e b

RS T E PSP R R R hed S RES

1. A8 9r) AP fed A g0 € im
£ FE o gfg T Rle
2. BEIoEXH2Z
mRAREIRB . B ira
BEER T AR R % K o
3. wmafiqrpE g p
E NN S & U=l ’L’vlJ“,f LR
4, S B AH g Y] B B
5, Ha A AARRINEHKE -
6. —AREPERF LT g A |2 gk
7. k¢ fAEpaT T - B4
IV NI AL T
FE k& amth

» MMORPG 2% 84 3% ’Litﬁﬂ/ok

¥ en 3 #» (Ducheneaut et

al.,2006) - @ T RIF L Lt ARk P R BAE A A - B SN A E L2

hd
-

A 7

N
£ 2

)

§ Tl
al.,2006) : 134 '

—

B> @R

]

Al 5 AR g R

CE R B

ﬁ’L‘f’rﬁ\;w?’nﬁ:

240
¥t

# 3] h2 ¢ (Williams et
AN B € X ) AR B e B P kD

R ik € 5% (social experience)(Mintzberg,
19



1978;Miles and Snow, 1995; Williams et al.,2006) - 78 3= ¢ fif it 7 fo ] 50

HVEFT 4 UL ¢ sk 0 T - SR AL G SR E A S M T o

24 Ag T

A ¢ 3 A~ (social capital) B4~ * K A 2 E Y I drdEg O A bl
P M % e ®(Hanifan, 1020) » £ k§ 05 A0 ¢ 7~ A BEF A
EF R de s @ el TRk p & B fE 20 A % B % (Bourdieu, 1977) ;
Coleman(1988)fY i 3& A fo & chbf (g diis 3F 5 LNl E » 20 &R F £ 1)
EEBEAEAZFORE T FT R LT RS AT A A ¢ BT

SN B AL T A o A PG 2 PR DA E T A2 AP T A R

F A0 ooRd B R Gag R o | Pty 2B A ROF AKE 3
EAS 2 L APHET AR AR REE GATARIL G AT o

PEETAL 2 el » B - EF UL ES A fead & P g 45 (Bourdieu, 1986) e

S
k!

3
B
o3
i)
c
=1
b}
3
™
O
(o]
N
fj‘__

A

jd
IRy
=
o
3
(‘H}

# 0 A % g (network) fo R
(norm) L3 + A eha % » sy G S K sk e & o i RE P R o

A g T AT A L8 3] (Putnam,2000) © (1)w *h 5 B Theak € T A
(Bridging social capital) » 1% i@ 20 (2 £]13 { * X iR > U E 2w ) E HH
% ek ¢ 3 A (Bonding social capital) » 3R Ak € R R AEAE € SR o

BB B 377 5% ek ¢ F 4 (Blanchard and Horan, 1998) » = f &5

\\\Xr

M2 %12 LT T RFFALE T A0 BF A FAZEY 2 % (Timms and
Ferlander, 2001) o 2%k ? » =7 W H % 5 7 BILBATH % ~ P 4 2 25pken
E SN E S < )ARN =k RN MRy AR L1 AR r A R

20



R B AT T JT o - AR AT RS AR ARG T A

b HAPHRT G N § W R R S5 0 L B
MMORPG &k 2 43K 3543 3 > A i o JfAmif 3o pehd Bl o~ ik B B E 2
#F ez & & FR(Williams et al., 2006) » # &7 35 3.4 ,ﬁ{}-‘u?’\ﬁ? phopt il e B
APILIVT R AR € T A PEA RIFIE A B AN g AR Y A B 0 ke A R R

ffrk 0 R SRR SRAL R LR £

25 =RLER
s A 5m 2 0 IR R A 2 B £ £.F £ % (Sweetser and Wyeth,
2005) - Malone (1980)45 ! if_f¢ 7= R A v5pk i 427 A 4 S 3eg = B %3
3 @ e (challenge) ~ 4+ |+ (curiosity) £ % &1+ (fantasy) o @ #73} 47 32 e/
B 2R T & e eni % (positive experience) > 4 o IR =T e AR AL o
Csikszentmihalyi (1990) BL% 4 P A & P ¥ 758 ¢ T R Gk Ji » & )

kI (flow theory) o iz dpen g A 2 p ¥ 457 > 51 iévﬁ’}}*ﬁi‘f‘"*i&}i ’

r'i

3

FAHRIA P L B R AER S - LR R g A D F)A A
B3 8 o Sweetser o Wyeth (2005) Jis * itz 383> §T 84 T =gk 4F st engg 2
# 11 T GameFlow | #;' M2 = r a8 7 T ﬁf&ﬁﬂ%m}f]} S F AT A B
~ % (1)& ji(concentration) : ¥HEN P R E P AR P 0 ISRl 59 B AN YE
L5 Q) g (challenge) @ 25N B EHE R L p PR o T PR & 2 IR e
Foac AR T 4P 7 e 5 (3)F= 7k it (player skills) @ 258k fi it §T s 32 73k 2 & 3
PERRH R 5 (A Fli(control) ¢ Bt HRAN ehiB AR Y > T R8N i Hehd 0 4k
¥Rk 5 (5)F Hehp &(clear goals) © ¥5k b i3 IR RF R P R0 £ ¥
R EER 3 i PR (6)w 4k 14 (feedback) ¢ 3= R A PEEL B ALY A i FFE
Hig g v 4 (T~ [(immersion) @ 3= Rl it 3 § 4 @~ B30 ¢ 5 (8)R
@ I B> (social interaction) @ 2% e & S8 R F IR RAP R FAL L NI B0 o

P Do AT RITRA K R B P enif ERATLBR Y F
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% (Rose, Khoo and Straub, 1999) -

MR IRRehAE SR AR B R R ILE A hr 4p B (Choi and
Kim, 2004) > » jt &340 el sk 1 il 5 B FhFeanEgot o2 KRB IR
FIE A DL AR -

HeRp iR RFE > RFIPRFRG PR BPNDORFF LTI (1) G AFR
BoiAekild R R P L2 Y RA O NF g S RREEATRE 5 (2T
WA g e R ol TR A AR Tl IR B B RS - TR R b A

V() mE R I RIRE ATIR RATEENA B Wi B MR RE R o
1 (8) LS R RS e R SRR R R I R B R
RERI (O)A LB« ST DR R 2 B EEL
AP ZERN Y BT R BRI~ M T 2 g PR 4% 595 57 (Mulligan and
Patrovsky, 2003 ) o Ak A B T pd Fl 2 . RE B o

Mulligan fr Patrovsky & ik 4% 8 25t @ 4o 2 & - B a0 > F3id 2 7 )Y
WIRRILE ~ {5 R F € A T8 RIS LR EAEGIEE 0 Bartle
(2004)#% 1 &7+ 3= ez (newbie flow) 23 & & o> 25N K3 =~ RA|
(L)% 3% Pieid B fR 2580 P8 (E2LR) > 320t A Q| B3 A g 6 kB3
TRRPEVIE A B d e R Q) R R B & nfles o

Rogers(2005) 4*¥fz= 3k 1 = B Bf 4&crp ¥ 2h(three thirties) :

425 ;mpenz =+

REFE

&% T4 5 (Control tutorial)
#]:¢ & ¢ (Character creation)
2% 25k crgc E &0 (Fictional context)

#® & ¢ 24 (Character advancement)
#2355 B (Exploration)
B p 2 g @ (Ego development)

i ¢ v B
o~ f g R

1.
2.
3.
1.
2.
3.
1.
2.
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7L kR - Alexander, T. Massively Multiplayer Game Development. Charles River
Media, Inc. Rockland, MA, pp.19-34.

RGRE - BRSO F R RIRF (B TR 2 L 5 A& (Lewinski,
2000) - # RIS RO B AR ARE o IR mEﬁF'%]* ¢ 4% £ (Choi and Kim,
2004) s BERFLBRDFIEF (%5 0 A B H BN E M § A M
PR A ERE T R B [zﬁ]%gﬁvﬁ]%-/%g,zg VIR RD Gt E A PRER R b
P4 L B ABZ I E 0 L IRT S SN A @ AL FRE

BEER c MR RE A Ko 5 AL A F T (Mulligan & Patrovsky, 2003) » A+

Ak
s

E s B B P 2k eh= pe i 42 (Ducheneaut et al. ,2004) » #1228 9 B3k
BRI B R TN PR RTRFAT Y TERE LT ER LA
#8 %1% $£ 33 (Hsu et al.,2009) -

i B & (Belonging) £+ ik 2 F fehi & 53 2 - (Maslow, 1954) » »
A RALF I & 25 (Wellman, 1996) o 4 2= 33t ik 33 5 7] ille i &
%’ﬁ%ﬁﬁgéi’wg@wgagag;x4§ﬁ@amg@ FaEp
(Obligation) £ 23 & F 4+ 8 #rhat3F i 2 @ ALF P e | 0 e RaF (7 - F 93

¥

HF) s S Fea it §eh- A i(Hsuetal,,2009) o & F1 5 F F

23



%= i F’L e
S0 1T A AN PR 5 AP S R R B a0

AR E - NS S RER PRI P FRRINDER F oS HNALE

3§ F] % g7k 3 $c(social interaction design feature) ; 14T % - -4 LT R

WoF D H A RENEFLYTE P e FEPETHRER LR
FISELTHEATE
31 A3 B#R

RS PRI Rk TR L B B 2 e
fofiirig iy ¥ L EGEALE S f R rpEd e B RS PR E I R
O EEY ;,ﬂb]} A B B - BT U AEAFE T P R E

# = | 13 & (Preece, 2000) 5 = ¢ = [ B3 B2inifie » 7 g T Fchig

B od > MMORPG i i 254 3% 3 4% i 1 = 7Y 1% % 3 # ¢h4% ¢ (Ducheneaut et. al,
2006)> 2 ¢ ZFAIEE P 0 o ¢ $ALE S B 03 B4 6 A 2 B F(Williams et

al.,2006) » #73} H3 # A L 2 “?,T*u—ilw THIFLEE  §REA B AT
s I E T T 0 A )2 3 A ek ¢ B % (Coleman, 1988) - i}{ T
P g Fre b gP TRPFERHABRFL T AL I P20 > L EN T
- ARG R R R GE 2 € X R B ke s 5 i RE R PR
(Putnam, 2000) -

12935 Preece(2000)4& 1) e b A AL 2 (dp 4k ¢ & f (People) ~ B #&(Purpose)
ferc K (Policy) = f& 5 4534 = § S HpF » = Ji (People)sh it 45 4% b4 < Hic
LE s P RGPER S ¥ * e 4> ;8 (Ducheneaut et al.,2006; Williams et.
al.,2006; Chen, Sun and Hsieh, 2008) ; = f & ¢13 # 5§ b 4o i g ~ ot 3
i EE TS A - AN B R 2 — (Preece, 2000) © #712 AFT Y B

%
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[Hla] #5gtitsi e chd B ¢ B B funi & F 4

% Fe e p R (Purpose) ¥ M A4 % e fAEE S € 0 BldoAk SERAER S
B2 Bind d 0 SR enge O JRE Bk e e e bt ot AUBUH -
(Wellman et al., 1996; Williams et. al.,2006) ; # *#* 7 K :

[Hib) #Haiit i b P ¢ PR it ¢ F

- B2 g P G5 6l AT g 02 & ehge R (Policy) Rz 5

She

TER A AT RARE A S e RN gL BR R R
S o T3k 2 Fend) R % (Williams et. al,,2008) < izt d 2 ¢ P HRATA 0 Kk gt
KA Rfe o JERES [T da e i

[Hic) B At H e L § B F IRt € T 4

% P ie = fB4p 14 87 kAR 3 (Game Community) shgg 4] - 2% i Rk ¢ 32 500

74+ ¢ F *(Social Capital) » £ 32 4cf) 3.1 :

People
P Hla
Purpose H1b Social Capital
Policy Hlc
W31 BRSRAAHEDPEET +

AL g F AT A G oA fad] f& (Putnam, 2000) : (1)w h32E B iR eik € F A
(Bridging social capital) » i% i S 2413 { % X iR > Wi Qe ¥ HHY
ik € F A (Bonding social capital) » AR Ak € RRAIEALE AR - L E
PEREIRNI 2582 L% FAFAEFT A R FTaLEY 2%
(Timms and Ferlander, 2001) ; #7072 &858 ¢ > TR RF L H & 5 7 BIREATIP = ~

Poid 2 2B e ® N PR B G e TR AR R P AT

L]
BRE AN g o RR e B ATIPAR T JI o - AR R AT R R T AL

EF A APBEREAR TR FTE gAY AE R FF !
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[H2) At g Fhg W g3 femir e

H2

A 4

Social Capital Sociability

B 3.2 Bk AR LA

MMORPG #tp> 3= T 5 48 12 3 4c 3 #5 e § (Taylor, 2003) » 4 32 ffe =
§7 AL PARZ > R AR e g F R NI BAOFR > T HD AL T R
G R A5 B R (Belonging) 5 §F R B4 ALY F Rehd R PTG 2 -
(Maslow, 1954) > » §_pair3Feni & 7 50 (Wellman, 1996) ; &2 2832 7G5 7 2554 A
Ko prg FliikEa § s 2 ¢ (Mulligan & Patrovsky, 2003) ; 4- % (4% 3 e
B R 2 Wﬁi?%fﬁfﬁé’éiﬁiﬂf*%‘ﬁ'w = FP o i
Bl HGE 7 FARE] 28R FE L IR § - fE&ik(Hsu etal. 2009) > £ 5
# g (Obligation) o zx * 1 7 3K -

COERTY IR PYEIEY 25

[H3b] AL P g B E2 g+ i chf Ep

H3a Belonging

Sociability

H3b Obligation

B33 0 BRALL L PR ot 28

<

ARG P RS AT F 0 S E b TR X FIREGR

R IR e » T 7 IR AN hd AR (Game Community) o Ae 2 2 € 18 0 32
FIrH B RFL eI M o € X P P A FH AN TR EE B DR G

Kg T RPN Y G R FIRFNLFRTFRE o 4@ 34
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1
: 1:,\: ﬁ --------------- 1
1 1
! People Ho EF}T%’%\; :
| Belonging !
! P Mg F A i !
! Purpose Social Capital Sociability ]
! TR i
! R Obligation i
! policy 1+~ TTTT===" STt
: R LA
PR AL Fif BE
B 3.4 : MMORPG #t 2 18 Bk s
BT R BR 0 £k 31
#3173 BX
B HE L &
Ducheneaut et al.,2006;
People—Social Capital T Y R | g Williams et. al.,2006
(H1a) Lok ¢ | A Chen, Sun and Hsieh, 2008
Preece, 2000
Purpose—Social Capital B L B PR g Williams et al.,2006;
(H1b) PR Fet ¢ F 4 Preece, 2000
Policy—Social Capital PR AL F T € B Williams et al.,2006;
(H1c) I REiE Preece, 2000
Putnam,2000
Social Capital—Sociabilit HEFEAEPTENE A ’
prai— y | 267 T § Williams et al.,2006
(H2) A ek % i
Timms &Ferlander, 2001
Sociability—Obligation T feiik M ¢ B AR
y—L0i9 ikl R Wellman, 1996
(H3a) ~ g R ER
Sociability—Belongin RS M € B4t
y—Belonging PRI E Hsu et al.,2009
(H3b) = & iF

32R L MR AT RS
A A AL 4R MMORPG 32 it LR F BT R - 74k 7 B 55

BARELD Y AR BT 2

R

27
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VEHO REYREA LS ORI -
321 PLH%2LESE
SRR RENIBHFN AT ERERP DL AR & BFE

d Blizzard Entertainment #4& 1! 1% k' # (World of Warcraft) » > 5% 3 %317 1100
Fap 1] RBEP S gidmed Tkl F R Tk o o
REE Fandmn A R D ER A F BOBE LR RPN Ak Y
B AR A IF o] N RIFH AL P TR AM I FERE A
TR S AR B R S AT R P G ARRRE AT e 2 g

Y

322 FHE 3

PEFF A BBSH s TR BB RRE K RaRiHm R 0 L2009 £ 6 7 26
PI775p%3710%  WRREFARFE Jhr 24 FHEBLPRE L

)‘L’]I«% 565 I)v F\:B’s ;’ ﬁ;-}i‘i {1‘3’27,\2 l)v |9 Z 3,'—’/15';?‘]"}; ’)32’]‘3:\7,‘?:« 563 l/)'v\FvH% °

33 TRV HREFE

THETREN A2 RRFEVEDBERER R SR F BT ¥
BR AL FRYTRNRFEA AP EEAZERFERE G T
(Sociability) ; ~ I #% %4+ % (Game Community) , ~ "4+ ¢ F * (Social Capital) | -

& (Belonging) ;" = & (Obligation) ; f= "4+ ¢ 3 # ek 3 43 #<(Social
interaction design feature) | % = 38 - & B A IE P * F 4o B R 5N (1 22
FAR 22 AR 3 AR 4 BL L5 fikki 6 FA 7. 2%
¥hREL)EFER -

BEF AL BED P& AL (sociability) ; ®& ARFLD P 3
B AT R M o JE TR RATEE Y i 0 AT T * Yee (2007) % A 3= R

Wenz B AR (= j‘j&)’ CARR S ITR)Z P R Al Rl ahz A b lm"Tm;}F]
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- B T (relationship) ~ B f3 & i®(teamwork)f=4+ % (socializing) o #-im R 38 4o &

3.2
% 3.2 1 AR MR

~ ¥ dp T w3 3]

Self-disclosure AFERfrE B RPEFF LR DEHEAL L
Relationship Personal Mg B ArSEEE PP 5 A AL iR 4

_ _ A @I S A g AT R A
Find and give support “f B

Collaboration A ErBA- A2z jbp oG AR

Teamwork Group AIRHEI N TP AGEY BREL
Group achievement | 2 # & fr# s 4 — 4= & 1F
Casual chat AN oS - O N7

Socializing Help others SR R ARI I N

Making friends EAR G e N

7 kiR - Yee, N. (2007). Motivations of Play in Online Games. Journal of
CyberPsychology and Behavior, 9, 772-775.

2% g4t 2% (Game Community) | B 32 7 AR P F1 5 3 e p 978 & b
O GEY 50 Pk P IR EUE <132 Sk NN, S SR R
TP e B sk E ;b st P TR FEALFE T 11 8 _Preece(2000) » #f = B
(People) ~ 5 i (Policy)4r B «(Purpose) k % » % fr cifdisg o

+ R (People) &2 § Bigpeh— 6> ¢ 322 A ihAr f i hdpth > & v i

4wy B enff 78 4o £ 3.3 ¢ (Ducheneaut et al.,2006; Williams et. al.,2006; Chen, Sun

and Hsieh, 2008; Preece, 2000)
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4 33 ¥t AR enft R

A Wi (i3
#i g 2 B e g

X LR DEFRLE D e

£ AT g F R E A AL Fr

P (Purpose) ¥ & & = § 17 inP e 5 2 € | K il chE A

¥ R R R e A 34
4 3.4 B2 p AR R T
A4t -
A kB ¥ AT RN G E 2 e
P 2§ P AP AR

PHEFBRAAR

» - PRy

ALK R © Bz p Preece, J. (2000). Online Communities: Designing Usability,

Supporting Sociality.

e (Policy) T & 5 2 ¢ 57 FRF L

BRI 4o £ 35

(Preece, 2000; Williams et al., 2006)
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% 3.5 PEpAL I 2 TR PRd IR

A'\;‘SF#F]*%‘ FFB IE
2P & Dg LR
P o T 2§ gL DT i

PR et f R 2§ RGN G 10

4 DR IR § R IR
FF B DEFRACEF D eRF
B EAeR A Edw g3 R
R E R NEARZFRPL IR E

ALK R ¢ 2 :zp Preece, (2000). Online Communities: Designing Usability,
Supporting Sociality.

"it € 7 #(Social Capital) | % & 5 Te RALHE AL P o7 B et R 2 )
oo ¥ 4 5o f8 4] fs (Putnam,2000) = (1) ¢k $52E B % coik € F A (Bridging social
capital) » FBHENY A il 1 B RKAp B { A A R NE Qe p FH
B¢ Tk chik ¢ F & (Bonding social capital) » # FRFENALF Y A BB TR o B dr 2

3.6

Rl 7]

AR E R AT FRAHEN Y BB iR AR R PR

Azn o 42 B enT $RA R B S AT R

Fien AT ARG AR IR VLR B LA S
= 2 e

Bridgin \
NG op 2oz g A gpr gl 6 o B2 B 148

JeB A I BRAL T ¢ G LB - A

AL ErR A F I B A T R R e S

fop 4 B nT B AL R B A ST B b
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AR TFERfod s 2 €9 R s R
DA E AT X PR
e g2 (SAFARE RPN P AT %
NEP IR A EEART T T TR A k) %
FAERTEL AP AR g FFIIRRT NBANER
AFERACS €0 hd BB B AEF A 2 R P L
FARERF S AR g AP g
. FREFRRFBE ARCE AP REN

sonding ﬂw%giﬂi§7ﬂ7%FFwﬁ?%
EAF IR E S = Ul 1 & R gl L L W
ﬂwﬁﬂiﬁi¢%fﬂﬁﬁﬂ B3R
B AR A g N/.Qp*::%/u\prz,

rrJ
APPTEEF SRR AL RN A T

7R &R © Putnam, (2000). Bowling alone: The collapse and revival of American
community. New York: Simon&Schuster

" i B R (Belonging) | 45 e &R R SR FE R B A T F IR
(Obligation) | #_%-2r P5AAL 338 (7~ TR~ 329 FE1 %) Feh- B4
2R M o BPIE 1 4e4 3.7 1 (Hsu et al.,2009)
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%ot chd Rl Bk (Tl R R B 2R

| e R T2

# 38 ¥HAP DT REER R

? 4T 4 3.8

%P F A TR LR+ R Al
i L , 2
5§ NEERRT ikb Preece, 2000
People A R D€ F 3 Ducheneaut et al.,
P T £ A AL 2004
AKREH PRSP £~
P i SR g mue | R L P ETR
5 I PR BARR Preece, 2000
urpose B Ak B d g
- . P E@E T g hp Preece, 2000
FTR g e X i . ,gF‘ —_—
Poli e K mrotn s fEdE Williams et al.,
olIC o TR S .
Y BOEME R sl 2006
A AR S
AL g F A - §7 % Bridging
. ) B F A B _ Putnam, 2000
Social Capital o Bonding
AR R
e ERCIARIETN & iy Relationship
T [
o HpmR3 i Teamwork Yee, 2007
Sociability . s
e Socializing
7B v RA D g e
bR RS A Hsu et al.,2009
Belonging P AL R
F R PN AN S SRE
R 7 Hsu et al.,2009
Obligation FPLAR R

34 iLg 3 B RFHK

EE

"ﬂn

&= “’){%fg@_ﬂ}fr— f+ & é’-}ﬁvmg T FSE 7 R BLB R Y

(=

PR GEENE TAREZ £ T A MMORPG) s & BEBIRE P A 2 /?L

e Lo ke
G B P Bk

B3R 3 A L -
2000)
1. 3 fpris
2. I

Eabey
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SRR LR AT E T B A e # I TR
BRI T S BAEAE 0 w3

: (Choi and Kim, 2004; Stanoevska-Slabeva, 2002; Preece,




3. B4 d TP
4 2 g it B sl

5. = g B3 g B2 3
6. JI& e pe

7. FEe iR A 2§

35 FHASLS A 4
AFT % F]% SPSS13.0 2 SmartPLS 2.0 & £ ¥t AT b eh s 5 TR

BEFAITER T B - PR A 2 e L AR S R R AT S LR A
P TN BR kT B o % ¥R 7 ]2 & 37 (Explorative Factor

Analysis, EFA)E (7 1 5 cni > Bt iR » T AR L AL € T cfpk - g | 0 1

15 i A 4745 DAL 3 P A R 3 A o
S E RS SN N L S T F TR TADINE S NI

DA HE

BRA47 D A7 2 Cronbacha i3 p 2R Rtk E > 2 0 F o BAXF -
& P FRen- R A% F (Cronbach, 1951)) & =+ 0.7 1+ 4 & 5 - 2_e0ig & (Hair,
2002) » %/ 3 0.7 Pl e € #7012 374298 o

PR AT LR AN E F 0 T RO B R HPLR o JTROTE kB ¢ AL
LA NI RPEnE - 4 & fe (Unidimensionality) @ B - & 7 % B R 5]
FEFERE 050 t & 4 1.96 (p<0.05) 5 f & H A PR IE P fh B B
& T 39% 8 P~ § (Average Variance Extracted, AVE) » # B|if it % ;ﬁ 1 AVE
JEA3 05 & F i 50%1 F e 2 £ (Chin, 1998) ; e & i & (Composite
Reliability, CR) * ** & ﬁé,\,x PIE e - R T E i CR EE K
0.7(Chin, 1998; Fornell & Larcker, 1981) - % %z & e % 1% 18 AVE (0T = 39§ F
KA N RO SRAF L RADFEN ARV H U AL T RS DR
£ £ (Chin, 1998)
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45 2L

FrHS e ERK L AT SmartPLS 2.0 st ki (AT T BN ¢
AL B g o a3 e T 7 Bk A F & 2 o PLS(Partial Least Squares) ¥ #%
A B ALM AL BR K% BN s kY A RRISLE
oo ST B R B % (L E>1.645, p<0.05)it {7 Bk etk 3528 (Teo et al., 2003) -
SHc b ehip R $LE 2 (Bootstrapping) o & i ¥ % & eHE 273 $ (resampling) %k

[ SR ',A—},L:"i_ r;’r‘l,lq\ ﬁja ’ j\l{ﬁ‘i" %é%%%}éy ,F’iﬁj:"tﬁ'{a :; 500 s 14 févi;:}i ﬁ%ﬁéf#ﬁ;éjf‘_ﬁj

e 3 LR

B ¥ 4k %1% 5 (Chin, 1998) -
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Frid  FRAREK
AEEES e P E R - BEHFIRAEFRATRR R ¥
SHEHAEFRF TS GRS K EEHP ] RREFRT S

i R PR

41 4k TR ER A
¥ 563 IR R AHE YR S > B¢ 7 {4 489 4 (86.9%) - £ 74 4 (13.1%) ;

T 3o 4 23.75 A (Std.=3.82 ) » TR B B AW L Ti0E X 482 | pF
(Std.=4.44 | p&) ~ T 55 ¥ 529 % (Std.=1.78 ) ; @ T TR B B & ds L 3
E(Std=13 #) > 2 ¢ Tio4 #is 146 4 (Std.=1352 1)

PRyt L PR RRD R R0 4 =PI LG A PR

\\?{r

g0 g E T
g p A AR e LSRN S 0 3 RGP A 2§ A Hns BRE R

Ao R A AP Al g8 0 el AF § % AP 74 & (Chenetal., 2008) -

4.2 AR A ¥
3B 4E & %4 4 17 (Explorative Factor Analysis, EFA)ig {7 F* % e1f3
PR MAhFRGEFFFNFE . TR R A W
11 Cronbach o 1% 5 R % 12 & 2 ¥ B > 4 57 B 98 c0® F3 o4& <42 (Hair,

Anderson, Tatham and Black, 2002) - % 4.1 2 45 2 5% A {7eng % » 7 U

g
=

‘L“Jl"\

L% 1 Cronbach o ¥ < % 0.7 £ 51 K % 5 A4 ehi R-KE o G 4E & pp 380
B & BRIENTFE  FE L3 0.3(Hair, 1998) 0 £ B K chp R AV
MR R IR .

AL BARRRIE E - LR T

g X Cronbach o | F 3 %% Factor loading t-value
Peo-1 0.796 25.733

People 0.839
Peo-2 0.788 21.259
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Peo-3 0.811 19.945

Pur-1 0.824 24,633

Pur-2 0.868 26.109

Purpose 0.898 Pur-3 0.856 22.731
Pur-4 0.640 16.809

Pur-5 0.666 14.384

Pol-1 0.781 19.614

Pol-2 0.821 19.607

Pol-3 0.636 7.457

Policy 0.899 Pol-4 0.623 12.684
Pol-5 0.638 12.686

Pol-6 0.634 20.346

Pol-7 0.702 23.796

Bri-1 0.803 17.838

Bri-2 0.544 15.105

Bri-3 0.726 5.977

Bri-4 0.726 10.671

Bri-5 0.760 13.405

Bri-6 0.784 6.834

Bri-7 0.671 11.664

Bri-8 0.803 12.729

Bri-9 0.713 14.763

Social Capital 0.951 B0 0720 1525
Bon-1 0.726 8.790

Bon-2 0.783 13.335

Bon-3 0.750 12.271

Bon-4 0.696 10.003

Bon-5 0.760 8.850

Bon-6 0.802 18.153

Bon-7 0.662 15.619

Bon-8 0.710 17.165

Bon-9 0.768 2.433

Bon-10 0.667 8.469

Rel-1 0.763 13.166

Rel-2 0.730 12.295

Sociability 0.897 Tea-1 0.789 14.713
Tea-2 0.849 21.291

Soc-1 0.791 14.573
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Soc-2 0.804 16.285

Soc-3 0.779 14.241

Bel-1 0.832 19.838

Bel-2 0.784 18.125

) Bel-3 0.819 25.548
Belonging 0.861

Bel-4 0.854 24.977

Bel-5 0.760 15.041

Bel-6 0.797 19.408

Obl-1 0.743 17.445

Obl-2 0.727 12.880

L Obl-3 0.631 10.044
Obligation 0.928

Obl-4 0.741 14.045

Obl-5 0.682 9.712

Obl-6 0.819 23.910

WRMT &R > Ak 425 LA AVE B35530 050 CR E

30,7 i

% & 7 Jearc & (Chin, 1998; Fornell & Larcker, 1981) - AVE 1L = 433§ < 3% L 4¢

A2 dph tadico N AP L EUIA o

% 42 B ajphf 8~ CR B2 AVE &

Social
Cronbach’sa | AVE | CR | People | Purpose | Policy ) Sociability | Obligation | Belonging
Capital
People 0.839 0.753 | 0.901 0.867
Purpose 0.898 0.714 | 0.926 0.545 0.845
Policy 0.899 0.624 | 0.921 0.705 0.639 0.790
Social
] 0.951 0.524 | 0.956 0.578 0.607 0.578 0.724
Capital
Sociability 0.897 0.619 | 0.919 0.444 0.501 0.501 0.528 0.787
Obligation 0.861 0.592 | 0.897 0.587 0.639 0.715 0.717 0.572 0.770
Belonging 0.928 0.698 | 0.942 0.592 0.628 0.685 0.745 0.579 0.806 0.835

RS K i AR A T e 14

b4

Berfps o it B A0 SRR RIS

FR A P ok € T B R S RS E

(Cronbach’s alpha = 0.928) ¥ ¥ & % 12§ ic
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A3 Y 3¢ ﬁ'—_l}%frﬁ? B
FLLA  RREPAR NS Y s

AP HY SMartPLS 2.0 S e T L HN Y A L B A T o

FHRTIT BERLT A Tt E4od 430

30431 T B R

B3 BE Gk tie BRs AT
People—Social Capital 0.26 2.19*
Purpose—Social Capital 0.20 1.71* SR
Policy—Social Capital 0.30 2.41**
Social Capital—Sociability 0.732 13.25%** i
Sociability—Obligation 0.57 7.27%* .
Sociability—Belonging 0.58 7.20%**

B BT ez B F MY B4 % $ad 2 (Bootstrapping) 0 & #7P~ 1k #=500 ;
* p<0.05 » **p<0.01 » ***p<0.001

Bor b R5 v e AF T RNOERRA 2 RARRED§ 0 O
R ENCES AR X R N AR SO X ST
G P il F R frR pend BARER ) SRR BRI R
%oT—ﬁﬁéwﬁiﬁﬁﬂﬁﬂﬁ%°

B LS T MALE T # ) e gk

A AL FE A ATt N g i IR ) ek 3 e T uxﬂnﬁr:/»\ﬁmf

PR P2 ALFE 4R 0 3 13 P(People ~ Purpose ~ Policy) ; 4+ § 3 # ek 3 43 ik

BR 4T 4 44
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VSN IR ER TSy T lah ST N

FphT A o f
#4 % B e ifj FEAMAR | R4 L
B £ £ (%)

% Bk N Ok S 819
¢ HantHh 814
B P T 778

% - o R AR 702 35.144 O = X1
LEF o g RN TR AR 541
AR TF Y FEE 531
AR Y K AAE 510
F e B RS 847
PR RN el 797

F% = 7o g B et b B AR 4 785 47.892 3 B pE s
PIREFHEDE L Hasd 739
’ﬁé\g%fg}mz%l; 660
RS R RS e 807
4 poaE g 726

& = S b ps g ko 711 54.478 I E A
SEBBIOBRERS 674
o g B ] 25N 522
SEATER ALY KGRI R 796

54w ;Ef %g\ d mﬁﬁﬁl » e 60.436 P E a0
o f B AT E B ot 680
AR F A RE LIFE L€ P T EERR 652
VRN BB IR R £ § 799

% 1 CER LI S8 R A A 721 64.990 o K
L gt T 536

BFEFNTHHEIF R EA AL ERT TS TR
¢ 9P BB 5 & %dk(independent variable) ¢ #53k Ak 3 fE 47 e R
(people) ~ B #%(purpose){-fé #f (policy) = p % #c(dependent variable) 5 i i 3% §f ~
17 K3 B - B ACEAT 2SS AL B AR I R o 1o B F DI R R B
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PEENAAAR R T 0 T o e 2N kA ow

# £ (People )= 0.379 = g#i +0.119 2 g Ra/

A #(Purpose) = 0.425 2 g#d +0.124 FF 451

#ZZ(Policy )= 0369 2 g #id +0.117 7 Fgft 1

BF % BOUR T4 (VIF) Y 1430 0.308 0 77 7 4 31 itk endp #3091 i@
g oz L & A 4E(collinearity) (Kutner, Nachtsheim and Neter,
2004) - *f vz 7k Ay 2 Durbin-Watson 7 #cie 1738 GF st A L 98 p A AP B e
T2 3y 0 2% & o 55N 2. Durbin-Watson % #ic 5 4 %] 2.047~1.925~2.023
AF T H A A R DW=20) 0 B R R @ FHN L A AN SR 4
B 4.5 FP 43 BFEHC m Pt o

345 AL § T B A P AL AR AT I R B

PR | RS B S.E. B VIF Sig.
People S gEd | 379 .055 327 267 .ooo:
2gA | 119 048 118 .096 .009

Purpose N gEd | 425 .055 336 302 .000:
il oF R 124 046 117 113 .007

policy S gEd | 369 046 344 308 .000:
B4 117 .039 128 115 .003

“Significant at the 0.01 level

44 B %315
B AT iR A SRR TR R R R R B i
Tk oq BRALE BN ¢ BRFIRRALE T A S R A BRALESZ B R

B

FEAR PR R R R MR AL BA P T A

“1\\-

P PSR WAL T R T 2 R D R e B4 8

\H
>z\-

Efo
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44142~ BRAF{oALE T 4

M EROR P U R T E AR TS 5 E R P RS BRI 2
¢ fodl = A 4 5 #(Duchneautetal.,, 2006) » A igfk chvsphit e - 7 & 5iF
ABRAZ B E 3T AT B AR F ARG MR 57 U
R § ¢ ik € B % (Choi, Kim and Sung, 2008 ) ; # 3= R¥>t 2 € ¢ 973
ek g MR 2 R ARR PRILE RS ) E Eﬁ?’if‘uiﬁig TR AR A E P

e F82 | avk ¢ 5 6 (Mintzberg, 1978) » #7ridiaihit € F 4 § B o

442 At h B~ B Rforc§

‘?‘*

DI BN g X P e ehe ¢ #4778 5 (Ducheneaut et al.,2006;
Williams et. al.,2006; Chen, Sun and Hsieh, 2008) - fjhi'jﬂ € AR
(People) ~ B & (Purpose) == i (Policy)(Preece, 2000) ¢ {7 & & = § 38 _jlh-

RGBS T ERE X EF T e

o Rt 2 B RO 4 b oy R AR AR T AT

% (Duchneaut et al., 2006) » &4 @ AX % 3] ,Ii;féru FELSRRF DI & EH

(Williams et al., 2006) » 3= & 11 > iy frH & RRINFP DT AN BH > T3
WA AT SRR Ao BAFPE R RN g0 o d NP T gE x AW
i o %E&%?’gﬁi‘*% FIRAES e pe HEEEFD DAL E? BESTH S &9
A ERANL R ERRFETAREIPAERF T o T AT L% 2 € i |

PHRE AR FEG el B 0 4.2 €)% gl # 1% 2 (Duchneaut et al.,
2006) » % 4T enF R AR SRR § G AR RE R B P R &P B AR
CERE A o H T - A PP REER O RT UR S EAFRL R
blho$t# 3] o ¢ (Williams et al., 2006)#-P #5375 "= 5 WPRE Spai ¢ o

\ga\ﬁrg?:t BRSEN Y A E S ERAFEIT PP BRI EF A NF
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LA B A AL S P HS HRAOAE A DD ¢ X E § T

ARt ARG H T 8 A fL o AT R O g e R AR AL A

ARR E\'ﬁ{@%iﬁ% —~E’]lLJ_FL$"nFR/{¢\ gﬁ( %’Kgﬁfgx‘i:}'ﬁg,t 2
13 #(Preece. 2000) ; F 4 4ok 2 € GBI A ST A R HE L IRTG ] 7RA
%?\YQWPRJ AEAL TrReF IR R @ 2 g g1 R 2

g LEZEHHAF 2 PEZESRADPFPp R Tao e x| P g
T B gt o e B EA AR P RS § 0 0T R FIL R b A RA R T
TR SR e T AT T S § Tt R AR S - o

PR T AR
44342 Pios | LBER

~ AR AR A Eff’f{a/g(Belonging)fr’,&f;)fﬁ)i(Obligation)b’ﬂ]{:sV FREET

ER A BAARFE EEIR R AT B AN - B E Y e gl 2 B % (long-term
cybersocial relationship)(Hsu et al., 2008) ; § 3= 35 # B it < (2pF > N & & (3 f
BEACH B RFAL TR G r HI D §annk B AT D § AR PR TR
Bos PR Fla 2 g I GRRICFA I AAFRS MR E TR L IEFE
AL AN M i e 0 (Seay, 2008) o T AT IR R D § 7 L R F
gRESFDLFRSY BF o SHIEHRRF AR AR LRI L B PR E
RRF R 4G LS B G R A e BRI RS 2L - g
B ARERE R AE 2 g IR RE R S8 S g R R TR LS

P L v%gk 2 @ (Duchneaut et al., 2006) °
444 3 ¢ 3 Bk PR AN

PR AT IR R LR Y e @ LFE Ao o
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# = (Malone, 1980, 1981; Fabricatore, Nussbaum & Rosas, 2002, Hsu, Lee & Wu,
2005) > ALY FI R ofh A 2 18 0 F A T 45 AP H B R e f e e
FE IR JHIRTH Z 0 TV G - B fg i EIRRIER T R 2egh 0 i a &
B NI o AL € T B R LS o BRI R RALE T
PN RN E TR E) N B BRI A A > RRED FER L w R
BEFFRTF A EEE SR N0 T R PSR AR I (D)
DA CF AR 2 FREFFRFOEE QI B I RESREFI R
LN QI E A KPR RS ARF IS L (4) > R
o g p AR S O)F B R | e 2 g il

WP ESRAFR S TR PR AP IR R AR
= F (people) ~ B e(purpose)fric i (policy) e73k 3+ # i s w B4 ¢ 25k e A o
piAE L d w2 H 8w IRp A 4 3 #o(Hsuetal, 2009) @ 4% % AL R ;tri.»;«@;
BB AAE O R RSN 2 B B B RER R R R A kE R R

- BN R P A ATE S | AN R G- B A

Jgkde s ¢ B antsk &ik%‘—;;igﬁ AR VE | LRI A S TS TP s E R PRI T
oA R 5T BT R F D RAE FTE R TR as fe T

Foo g RPy EHFRFES G SR RS d v g g B
Pl B E PR FIEILG (D) RESEY AR 0 BEREE 2
B@2§7 3% 5 B (it ] ik B s i - s L iTa 5 (4)
PEESESLTER K (B) S § 2R BT himt i (6)7 AR hEp
= jj‘,kl{'fré e 4v » o § 0P fR4piE ¥ (Seay et al., 2003; Ducheneaut et al.,2006;
Friedl, 2003) = =712 2> ¢ HR1 3 ch A it FTov o g E & P R gk F > wdspiit
g W ¢ e | (people) - gl DL R RIER O ¢ 2 k> L RRATR | o S
R g7 Aokt S - BRFIFTE RO A § B BB RAT

RS A e f DIRET B & ARFEOLY IR T2 &2 e

B RS e iR R S BRI AR



IBHANILRREHNITI 1L HFRIABFEAE P E(purpose)fric
ik (policy) = 3 ZAR F 42k 3 5 e 5 SRALRE S | RSN AR 0 RSN Ol 2
oA T T eI Bl g R AR bldct B E R O <) AR
PoREBE AR EE AR o KA RS2 TR R o 2 g

BB bl T kS RS F
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5.1 3§ %%
PARMSOTFR IR EF RS §

d
ST E T B TR A T A P e T AL T ER TR

R

MG E RN RO EAE M RRER S FFAET AL BT A
A

HOPE SpAEs g g 2 TA R TRk fos 1 E P R
e TR e B AP ARRGEEIR L ER T TERRE

i TR AE o B 5Llwmp PR PR R M R

1

| T

1

: People Eﬁf PR

! Belonging

: P i EEEA i

1 Purpose Social Capital Sociability

1 e

1 rE R

! SRy RN Ogliqation

' FE :

! policy v be—————- ==

i * R LSRR
PEENALF AT

B 5.1 : 23 MMORPG A+ % {7

At k¢ s (MMORPG)E - faAd < end%ph » JRIRRIF 5 3 8
S E A PR AR RE I B R 2 AP EER AL AR R

B T AR RS B i g T AL R e L BN s B R

T

o R € R SRR AT 3 i d AR s
PR R = 3 o ; (B2 ¢
A g 3 Bk A6 B F B MMORPG AL % A P ehsph AL R

oRY 2 ERTEMERESR PRIl SRR T B4 AT
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