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Exploring the Effects of Computer Game Design on Users Gaming
Experience and Behaviors

Student: Ming-Hui Wen Advisor: Dr. Shang Hwa Hsu
Department of Industrial Engineering and Management,

National Chiao Tung University
ABSTRACT

This research proposed a user-centered framework for computer game design.
Based on the framework, we conducted two studies to explore the effects of computer
game design on players experience and behaviors. Study one focused on exploring the
effects of computer game design features on player gaming experiences and study two
concentrated on investigating the effects of player experiences on addictive behavior.

Specifically, study one examines how to make a player feel more challenged in a
strategic computer game. It is hypothesized that information availability and resource
advantage affect play difficulty, which in turn affectsithe challenge experienced. The
difficulty of play can besxdefined in terms of the ‘'mental workload that players
experience and the physical effort that players exert.’ Forty-five male college and
graduate students participated in. a 3 X 3 (information availability x resource
advantage) between-subjects factorial” design _experiment. This experiment measured
player mental workload, physical'effort, “and*challenge. The results indicate that
information availability affects player mental workload, and resource advantage
affects levels of player physical “effort, respectively. Moreover, the relationship
between the two workload and challenge was found to be an inverted U-shaped curve;
in other words, too much or too little mental workload may decrease player challenge.

Study two attempts to understand how users gaming experience cause addictive
behaviors. We first developed a complete model that includes eleven factors to
represent users’ experience in MMORPGs. After that, we design a questionnaire to
measure users experience and level of addiction. User demography information,
including gender and game playing habits, was also collected. Four hundred and
eighteen college students aged 18 to 25 years old took part in this online survey.
Regression analysis was then conducted to evaluate the relative explanatory power of
each variable, with addiction score as the dependent variable and the eleven user
experience factors as the independent variables. Results reveal five critical factors that
can be used to predict MMORPG addiction. This study also discusses possible casual

mechanisms for increasing college students’ level of addiction.

Keywords: computer games, user experience design, addiction
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O PaPsEY A E e £ &G B-i# (Schell, 2001) 0 A F R 0 H F SV A ¥ 2 g4
T A 1994 £ en32 mE < tp R £ T 2007 & n95 i # ~(ESA, 2006)-

MFRE MIC » 3ffc > X 2010 #pF > H20NE ¢ chft 3558 m 3
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Ry ] 2 B chd F T T RAeR T - A hg et A
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T ReYsRN Rt g £d e dRdUN(F B/ 500) > ikt N F E e R E R
EEEEA L e B KAHEAAREGE TR R - B2 R F (Kelly,
2004) o R o W PRENGREE P 0T TR T ARERLR EF PR K AL P D
R % 3 X (system-centered approach) K& 7252 2 B » 1o 902 % W2 s 5o
MPERCIFHE S ¢ 45 0 & 4k ¥i(character system) ~ F 3t 3K ¥ (environment setting)
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rules)’2 2 & * & /i & (user interface) ¥ & &4t fEH4FE - B3 BB TiRiE
FRTEFRE R BRI HLY SN FL T NP R S L AREF/K
SRRl E s TG T AR S AR SRR e
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AR R @r] > RS ey o if 1 TR J MG R AR S e
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B S EE Y RR AR B T RE A A 7R T IR o
a4 bR~ 4F 2 8 ¢ 1% i (Fabricatore, Nussbaum & Rosas, 2002) » ™ % &
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WK iE P 28R 0 P HR(Clanton, 1998) » Fp 7 11 g~ fh o AN BE R B AR
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HMEF T EE > NP AR BRFSFETF R T o RRAE A
Jeetfuet L o AT R EE R /gwfd/w TfES BAT Y A ATAR MO R B 4p
CEEEE RGNS S i N o S BRI - N
BOARBATE ~ % - S Y F SR oS AT Y B = AR
A TR SRR PR RS RER DT 2 RE AN R Y &
FP g A48 TS AR SRR TR SRHE G PR 22 i

5 g
2.1 12 5 3w endppk g 2t

T M XEEN A 1980 & Ng= Hp 4 B 4eiEo Raer (Myers, 1990) 0 @ 1% 0
Fa XN RT3 1980w A B P Fh BEENR 3 fF Crawford #- 5 S BIE S
"The Art of Computer Game Desigh | — 2 » 7 Hmsg 2 veii a2t - 2 %
B[R o £H5E S 35N L PR MeRsEY ¢ Crawford (1982)#-25 5% e 4] 44 bF
®N R AR e iR B TS (arcade & action game) ~ f & 25t (adventure
game) ~ & ¢ 7 2248 (role playing game, RPG) ~ i v 25k (strategy game) ~ 4% 2%
% (simulation game, SIM) ~ i& & %f ¥% £ (sports game) ~ & 47 4F ¥% % (puzzles game)
# 5 3 ¥% % (educational game)(Crawford, 1982) °
EF Y 2 50§ Clanton(1998) 5 7k suit - oSk Ap b o0 3 4

< A fho & B B PR/ 5 (game interface) ~ P5E% B F(game mechanics)¥? & #

\H

¥ e % (game play) o B ¢ o BN B 3 AR RIS T B AR Y 0 i)
fid BRI AR ARG SN HOR R LR K 2 Bl B F U 2

|
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PR IAF- ¥y R RIS s c R A bR < AR /8 gl R C <

SREHPIA R Y F AP R LY S e o
BN A m WA & P AR IR RS SR (TR Y L eiE R F

X oo RN A G i * R /‘f’ﬁl;t»wb T ZF RN PR {F & 48 (Pagulayan et al.,
2003) > #E> FIEL T P TERt A o e BIRRE T EAE > H T € F) 5 FlEga Him
BB R B 7 5k P 18 (Lazzaro, 2004) - 17 E ko PEEE P{““-—%" BEy —fq" J
SRR R RN A G ek 4R ) 0 3F 5 K3 ) o 3R P(design guideline) o
P s T PPN EE Ry BT i - o frfo- ERR Y B SR i
dfe i s B~ AR R % b F i+ ehZ B (Pagulayan et al., 2003) o & * 08
A E 1 T FIEA PR 0T T RSN IERE S R R T

Lo A BT RIF I TRTRMEFEFES > T R RO YT
PHEN L3t o A o MRl O P R PeiEAN R ﬁpi“%ﬁﬁ“ ¢ Pagulayan & 4 »
Wom o BRE G R RMRGE M B R g e Y 2 LR A
PEXE NI PN & PTG e I £ ST F Ty
(Pagulayan et al., 2003) » 23 3k BRI E T BN G AT A B E T B
R REEAKA B TGN FEF LRI M o5 o Ty A AES
Fo 0 PERN R ) B (dedhdt B B A AR ) Ao P RIS Y ShA 2002 B Bhef
et 32 70 2 F 5 5N AU G o wf BL2 ks B R ALK BoeniT R R R0
RGBS TR AT RGN0 BT EhER A4
(Federoft, 2002) -

T HoXFRN BLNIE e — B RN TR B RRENE T BN Fadg s ik

PEE Y B g e (7 ead (7T 2 (Federoff, 2002) o ¢+ T 2 & d #5451 & (game

engine) B A2V F At a v A8 T - B SEIRRE ST B IR ¥

-ﬁ

(Desurvire, 2004) o T *aPspk et G 3 A RV U A F TR T3 8 4
wEy AR HY o AR BFaT 3 b > Wolfson & Case (2000)4% 33 7 25k #-5k

P thie &I R E B R P ég“%&z“ R LA . AR e p



3D M) ifdkabe® cp? 3 &2 8 B (White, 1996; Kanev & Sugiyama, 1998; Eberly,
2001) 2 @ Bishop % % (1998){ #% 11— 3D 7 "aensph sl Fankt ~ 2 &2 FRF >

M AT 50 BN FHA FCF o BB E 2R g

L

BE L F%F e I3 ®H G 0 Cressy(1997)1 A 1 E L7 Ao &4
HTHRFE T - BRI g E 5 Hecker(2000)P) 3% ) 7 de e (B4R T Fp Rk
BRI pAE AR M I b A YRR FoGr AR FF PSR ARy
E2e A3 ol AP 0 4w 25?2 gk g o iR (contact
detection) ~ 7 #%-T 53t 4+ 2 B ff sidE 18 0k R (contact resolution) ~ 3- E f it Y%
¥ E ) ko4 § (force computation) ~ $+ 2 5 ALIE (5 ik i € AT £ (state
integration) o i% 1Bt F B LR RE o a0 s34 BEAE ML T F ot o IR

hvREN B A gg?ﬁnﬁ)\ﬁ’-ﬁﬁﬂﬁ‘iﬁi" °

22 i # —g ¢ e 3k 3t

2.2.1 FRpIEEN 5 5% (players gaming experience)

Bk B AR T R A AV SR PR E PR GR DGR L -
P5EL B AR TR 3R B T4 F T RUE N D5 11 B TR RIS cds ek K T B
RrE - BRGNS T OE R pthod WL RGP & P hi2 2 - BRI
T %f f RS RN B AR > Flt TR SEEN N TR T A A e d - o 1 ehw
* gkt § pofi(effectiveness) ~ 22 (efficiency) £ i% &, & (satisfaction):& 7 fir &
(Federoff, 2002; Pagulayan, et al., 2003) - % & ;%% — B % *oF¢ Tk 3H &8 0 R
ORED RN G 0w h R dp iR 8 17 38 24 AT 2 (Sellar, 2004) -

RRIFE B P By B UEATT ¥ LR (new usability) © # 4 Thomas
& Macredies (2002):% 5 T $ 3 P a A HR AR > L NS5
(consumer experience):f b L84+ * 2 F (easy of use) { F BALE AR |0 @ P AF TUER
Zenig * 550 ¢ 30 5 AR B (enjoyment) ~ X A el 3t H ¢ (engagement)
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by g @ H S0 47 40 (empowerment) 12 R BR L B M b ahk B8 R B
(emotion) (Blythe et al., 2003) o F]}* » F PuPspk kP & 3 g PR R A v 2
oo e o A R dg e s BN I jenié * 2273 § (Malone, 1980,1981; Hassenzahl
etal., 2000) > @ 4rie A 2FE8 AT > IR R B E NG 0 5K

VEEFLRCRRRY S A
222 FRRpLTpN? hit v 5 5% (positive experiences)

HAegi A i 3 0 IR A A g F 0 08— ohE & F]F (Sweetser &
Wyeth, 2005) o fe & F & ¢ > ARG A PR G i RISk E 2 842 B
FEZ I RS TR Lol 5 RS RFRaOSR g% e T o

TR R IR B B R T AR & e S (positive experience) & fL2 & I
w IR (positive affect) » F_A 1w JT A = e~ Fa5Hk A5 o ﬁ Johnson & Wiles(2003)
A& OAP AP FIE e R @ 45 1 & & (satisfaction) ~ = ih)g (a sense of
achievement) ~ 7 4%&(amusement) '/ & c(excitement) » i I 51 * % 12 35 (Flow
theory) % > 3= TR lgEeY VT e R e

hiE AR d &Py AR E RS T2 8 - Csikszentmihalyi(1975) 7
RO SRR N R L LT R P ap ¥ 25T 0 0 R RSy

iéiE*ﬁ@iﬁﬁz’%mﬁ*#ﬁéé%%ﬁﬁi%ﬁ%ﬁ’ﬂiﬂﬁﬁ

B d o B - fAR A m'rJ ek BE eI % o Csikszentmihalyi 3% iE23 B ~ B2 %
BHE TR ED? N AP ALAD VAR 2R OF B RSk

3
~-
c‘§~

=72 3% (flow theory) » * Flow e 4 KPP A PG IT w S5 F o R b
& 5% % I.(Csikszentmihalyi, 1990) o

Flow & - f&.< i f P-(euphoric) ek f 0 wc fg * KB A G G E L—»E’rﬁj Boeh
‘g% e01R ' (Csikszentmihalyi, 1992) « # & %3+ — BiEd k3R L P AL Wlag
;T‘,k;.;éjﬁég'-fé_ LRI A B F1F (1) AT FeiE de/IF R R A A
15 (2) FE i 4 e e FauE AL S (3) Fe - B P D
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=B 2

A\

REFFLHLANER2Z L 54 2 Tar G R P da ot
P50 EAPRIEHEREG Akt  (6) BEGEER BIE AR WL
AT A A (7) ER AR A P H )2 A (self disappears)ihig ko5 i #
2 SRR APRERIIAFRE Bt PR QB BAPG LR S
b pE R e 4 (Csikszentmihalyi, 1990) °

PO L PRI T SRR fhdn B iR A (Pausch et
al., 1994; Picard, 1997, Jones, 1998, Draper, 2000; Choi & Kim, 2004; Rosas et al.,
2003; Salen & Zimmerman, 2004; Sweetser & Wyeth, 2005) o % iz # CFH
Jones(1998)4% 1 7 B R AR MERN P LR EHR A N A XA F)F 0 T fRE YR
AR FF e ko 4 Ak k- BRI RS TR adsgt > 15 N 1 F
F o u A (1) BENTR B O EARR BT 4 5 (2) iR E R
BBERE T G 4 @) RN R SN ahd B - RS (4) &
BN R G EE DR 2w AR G (5) BN R A E R D TR IR pUTR T 2 P

(6) = Rat LHELFE dfed® 5 (7) FRRB SN E ARG Jg LA ;) A2 8 B
FEp s ) EREFENE ST S LB o
A TR A ) IR R 2 Sk SR g 5 Choi & Kim (2004) 12 16 3 % 4 ¢h

A _F ¥5EN(Online Game) » * B % e02 8B40 7 g8 {1993 3 jeng LF 40
BN R Y BRI F R BTN AR M e o d B H T A
KERBELBRDS NI LR Y F A TSRS AETE LR KA G
FIRFF T AR TR EDOLBRGCRE C RIESE L) Flt o A Y
BEEEUARER A IRTENLEPRFENE L E FLEEP G
M@MCMMME&ﬁﬁEﬁﬁi%{ﬁ%—%%ﬁ%%§%$%%ﬁ;ﬁp{
g kipdl > M SRR PR ERE B HER DL BRI RG ROLAPM(
=0.84, p< 0.01) > = ,T}{Fmiwmf_’rfé’v ,‘%E"% TR ZERNE R B amER b o» ik
BRI A L B R o

iTH Ry b B Sweetser & Wyeth (2005)7 30 P mE2IR S 5 - & R
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FaTEENAR R PR T N 0 Sk N B ok FTe § e nsaiF et gk 2 o e £ 3
FA R - BREDEG AT REP &R R R 7T RSN Eﬁmrﬁ?] e i
B o T xfdz:}&,“" 1 TGameFlow | ic;% » 1% k7 225k ¢ chidIod o xf-fgw
% » Csikszentmihalyi /L /2I2 &% AT E S B N 5 22 T PS5 11 0 FIM
MAEE %G "GameFlow | # chA # > L N H B AR Ay kR S22
> oF'GameFlow | #;8 % & 2 7 ~ % <% ! (1) & /i(concentration) : 5k P &
BEPmEY » EIRpar 5 & 20858 5 (2) PR (challenge) @ PHE% B i%4% &
T ENPPBRE o L PR B IR RenB A AR R T AR T fie 5 (3) TRk (player
skills) @ 2&% it Fet e de 2 B RRHE 2550 B i © (4) 4741 (control) @ E 77
Bph AR Y o IR RIDN GG T FEE RIS S (5) i HP P 1R(clear goals) ¢

BRE T TR R Pl s P R R e 2 2 AP 4R S (6) A
(feedback) @ 7= Rt 5 gk i g2 Pl e i FRUE Ea ¥ v & 5 (7) B~ 12
(immersion) : 72 7Jk § fe A F# ok » 25E0F 5 (8) A T #4(social Interaction) :

PREV R A 2 L B TR RP R (AL EENS # o

2.3 R P F AR TPIREZ T T

231 vk R

Wk BERN AR RN Y - fE 0 L AP B F b B X R R T AR o
2004 & > Kk Rp AT RTHE Y M B SR B hA & BEW269% B X
1 B FJem 2% PREY 203% ~ SHEEPRE 16.3% - & 7 225 10% % % (ESA,
2005) o o R A 25pN AT RXFEN Y B3 AP E & 0P Hr o Ft o 2Rt

2P A EAL R SR 0 R AR e B A SR
2311 Hvkspkenh &g

A RvR EEN R A 2 & 0 Crawford(1982)#- 3wk 258k & = = < 4

]
bt
LN
s
TR
P
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5 ' 4] K vg B3¢ (adventures) ~ % 4 | & 2554 (dungeons & dragons games) ~ B 5 2%

B
E% (war games) ~ # 5 Y558 (games of chance) ~ & 12 255 (educational games) -

b

T A % 2558 (interpersonal games) o B PR A | R L A B ps
FERTZESRTEMSOR R TEE LT X R R 2 ot E K
o {7 — 8T pF M ankoe 2558 (real-time strategy games) 0 % &3 o B W RE M aOER
HiE 7T 2k i RGENS O FORE SR b o 0 RS IR TG S8
PRLRTIPFANGNEE o BT ERG ST o IR R A SR Y E Y P4 (godlike
view)s ik 1T 5\ AR P ERITES > F R RS Ar cHERE
Him(ex. L8, 8 JERKEFTAUrE 87 LT %N e - B B
T - &I S F g Al ik PH(skirmishers) o AR ATEE e dh o TR

LB A R vE BERk e
2312 RGN HT hiF AR

e v; 2N E - fEsR T BB TS R AR AT o0 Y8R 2 41 42 (Hong & Liu,
2003) o F] 5 WuE ki 00 IR FOE T R AE A OR 0 4 P adsmaiEA Y j
FiArl g Ko B P FRGF R AR B ey w o
o (T - i e kX R B 258 0 P R(Clanton, 1998) o @ I R A GE T K vE 2%
BVPF > H A BBFITER & 427 AR T ¢ 8 78 R(explore) ~ L
(think)#? /4 ¥ (make decisions) & % ¢ #7775 # (Mayer, 1991) -

BRI RR L BT A S E R R R Y L Al B e ilpy ¥t
LR FEEDERGLF ¢ Rep P g o @ Lgp B PSR R F £ 205
(Motor skills)e4 . » @ ek 255k i F & 0 3= fus A4 i (mental skills) e 4 35
(Crawford, 1982) o At {23 engd b2 H s 3g |24k 5 FARE < 7% > 7
o AR ERR A I RT RN PNEIE RS TR AZHRERES I X
VERFENARR R b oo Tt o 3B {7 vk A 25N P R TR R B R

LB M o
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2313 BEFEREBRPIENEE P

B R HRM 0 R o P D A P B e i
Pk R etk S AR g 0 B E 0T RPN LT o IR RAR (7 2N
Ik B F 2 g BN R B0 B 273 (Barfield & Williges, 1998)° F] 1t 252k e

I E R R P ARY 2 T R R e Rl R

3

BY oo A A egk? (T ROAEfR B o g b p ¥ 2R 5 HE
e R R Pl B TR 7 ek {1 £ (Randel et al., 1996) » 44t/ B E F

B RFERBR Y TEFEAR S G AR A B g B T p 220 K (Naturalistic

Decision Making: NDM) %= 3 CRIFH AT R R R % 2
AT R o RAAT R P 2SN e ARG sl R el R
W Bk TR B
PR RARKER RS e 481 = ik e dic ;‘i—%‘;—fg(decision maker)
1L eni® % (decision task) ;i ZkH (decision environment)  H ¥ ii—%f‘;iﬁ" 5
TP TVE AL h s R BN RAS WAl B mAa AR ITE

E‘J{#Eﬁi—%‘ij‘f’ﬁ”ﬁ%fﬁ-‘?E%E)ib% ERM R LB AL F A
7, H B AR ?lnﬁipﬁ—ﬁ\'??j‘ﬁ””ﬁ{ fe IR PR RE R

H

FHRFEFEEEFIMZE A L ;‘i—%f;iﬁ" < #1%] % (Cannon-Bowers, et. al,

1996) -
d,«a‘\uxﬁf%xif—rm@ﬁ:’ s HA K etk 8 § - lﬂ:mf{m' j_,gg,x%j;a
Pk gt i Y R R R R R ke B

Cannon-Bowers(1996) % 4 e 3 P 5 % » ¢ PR B L RLEBR O LK vE2 8§
By ow < FF o AuE(]) 5 E 2w 4 75Tk (multiple event feedback loops)—#- fi
FE P ap RAR BRI (2) % £ P & (multiple goals)— % P 2. &
Foav /e Foae A oa I AP H o~ e AR & A R0 2 5 (3)PF R P (time
constrains)— PFRF R 4 ¢ MR > L RAEKY hE & T @FRE
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(quantity of information) — rgh e Ik Bt § H 4o ib W PR o Tw < & F
SRR R T I S a\ﬁ( FFA R T E F It o
W PR A B g RGBT o HoAr A e R R B .
TRt R 0 e i *’?i#ﬁﬁ(%@ﬁ—i@ﬁ“ A PR P BF R A
HEFG e e i AR AR Hd s P et o G E 3 Al e FIP i3 &
pOARAC R T RRAEY o T F E R AW T R hr it L R e 4 (%
R oA R A B nde g KBS AR A D e E B e e f
e 11 (Cohen, 1975; Klein & Woods, 1993; Cannon-Bowers, Salas & Pruitt, 1996;
Rasmusen, 2001; Van Beest, Van Dijk & Wilke, 2004) » 22 7 #5258 12 3% & A 179 'rﬁl e
AT ST AR B o FL o SRR S L LA 6 R SR R
,,‘”};,ﬂ.&_@:’iojk,{ﬂi‘ BB WAL E BRI ;\g,}#ﬁ\“x

PR BT E 0 0 R deie dein B SR I RO TR -

232 PHRR

2321 PR HBP/ KR OER

P B R (challenge)® A3 a7 7 ¢ AHEP LB L= 7L 2 T W ad
2 - A AT RERD CRTE AR AFBRIRGN DAL R T2 LT
HowA2 kg o s 8 (intrinsic motivation)#7 2 #(Rieber, 1996) - f§ ¥ g »
IR RF M Y EEP B EF TS 6 F Res B e N g FH L kR
H3 ,T*u—l?\“#;ﬁ 43 = (fun) » Malone & Lepper (Malone, 1980, 1981, Malone &
Lepper, 1987) e 8 - % 7|87 3 % 4p 41 ¢ o R 25k il AR Y A 2 SRR
I KX Dlw B AFPF TR SR E I PRE FH S R E
o

Gt itr PR IRFREE RGP AF BT o PR TR G

=

M

& o Myers(1990)14 Malone 2 Lappersi#= 3 ® #7132 chpt B ~ = BB d B 5
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FlEF Rt IdM ke BHE R RGEGKRY gtk H e L 1 B
ARFALREFR AL TR PR IENHT S Aot d
FERBPET O RGN NERZ Y AP EERBE R o FHRORERY &
Rouse(2001) =797 3 ¢ 4 JR—P* B g H T RAB (T 258 03 & # 48 o Federoff(2002)

RRLVER BT ok ikt PR > R ARSI AFY 7 FIT

“Il

B G Y - REPTPRE R - BEROBPEFOL L TS T B
=2 E 4 4 4p M > (Garris et al. ,2002; ISDA,2002; Asgari & Kaufman,2004) - $* gk

B Bohw - Bk 2 g 3 chl 42 7% (Pagulayan, et al., 2003) o
PR R R R LB AR E R > e B %R EA @ B E o Salen &
Zimmerman (2004)z. 17 7 T P rEak R IR 7OS B TnvEE AR 0 2 W R R
£ p B A & (deA B BIRBCR ~ AR S F N R R A Y PR e ]
Rop oA - mEEY kLTl REAR R 0w I TR ) e R TR
& ¥ e ,T* A RS AR R A B G oo rdan kil AR R e
B MBS APR R IR R 2 B e lgmh o ot et 49 BT RjdF ehds gk B 5k
(Csikszentmihalyi, 1992) » 78 &% ¥ 2220 A 2 0F B Eg¥ I iy 4 cha £ > Rk

% Y&k enEp B (Pagulayan, et al., 2003; Shneiderman, 2004) -
2322 PR S BAR

LrEE P PR hF IS G o Malone & Lepper (1987)4 47 7 — #* & 5k 58 2% 3+
i% R (heuristic design rule) » # %5 Lt BB KR R W Il i o ol
R DR RREIET w B0 o P fE(goals) ~ B % e Fx T_{+ (uncertain
outcomes) ~ § »x v 4k (performance feedback)¥? 3= 7 & (self-esteem) o

PRIk o VM RBSRF R 2 (1) RRFES RREGEE H
TP~ (2) i OFEAER AT - BFEEY R RN L
Mg 4 p4E s x (3) 4wl @ (short-term) & £ ¥ (long-term) e p % - Ak
SR R ARG BB 0 — B PR PR R (1) £ T
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£ A2 & (variable difficulty levels) ~ (2) % & =t 7P #&(multiple levels of goals) ~ (3)
i % "Z4 7 3 (hidden information) ~ (4) £ 4% |+4% & F 3 (selectively revealed) £ (5)
e E 2 % P (randomness) o A rrw AR 0 X PR A IR D
(frequent) ~ 7 % ¢f(clear) ~ 7 24 & ef(constructive) ~ & #£ 44 ch(encouraging) ° &
o MR REhp B R AR Ry RERETE T R ABER DL B X
TR I Sy T F IR I W s S “f SRR <V APEE &
P ERHIRRS T BHAT A& R ATEO T B AE M

“f 7 Malone& Lepper $#% 8 & #74% ) 2k 2 Jn B 2. ¢+ > Hsu, Lee & Wu (2005)
SOERET B TR R PR FIRER A A SRR B R
FCA (7 5 @ SRR - 25 4 ok 2~ F R 8 € <1k i (Fabricatore, Nussbaum
& Rosas, 2002) 12 2 4+ e 4 A jE(compatible’opponent) ~ ¥%4% # 24 (fast pace)£2
sk ey 4 42 & (effortful play)(Hsu, Lee & Wu, 2005) % % 2+ ik 5 > 7 1Y
R RE TR T REPE R R AR R ehE 1L o v vh 5 Sweetser & Wyeth (2005)
i 3% 0 h GameFlow 138 ¢ 4 dh o 5k it B R SR B Z & B £ IR RKG

(1) B PR R PR P SRR R Q) R RET
R DERREF b FIm 7 (3) SN EP R R PR F RO R A A E
(4) THERP R KR A e 25N 33 (pace)® ik o

2323 BPREBNY PRB AL ch 3

195 Malone(1981) ¥ B g el (£ 2 & > e RETPP B A 4 308 P97y
Fengspk (T p M A7 if 2} (achieveability) & § — TALE GO FE AN 0 »
,T&—l?\%*i\% R ATt HY 4 e R RIERIGGRN TR T A e q gt - TR
A R T A T 0 R R vE 2N P Bt i IR E A E i 2 48 & (Malone,
1981)

W AR IFET 4D T 7 % F 3, (Cannon-Bowers, Salas &
Pruitt,1996; Rasmusen,2001)¥ T # # # /R (Cohen, 1975; Van Beest, Van Dijk &
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Wilke,2004)7 B 55 %8 44 B el 4 e ¥ g 2 B 07 Rk
BrF A RARITEPRETRAE S F v LR ? o Rk S

AR E e B ¥k

¥ * 734 (information availability) % 45 4 K Jﬁ" TSI S 3 A Ul B

=
a1

PITE T o d WA BB Y HFR 0 5 F 3 R 2(incomplete) ~ F A F i

Sm!

(ambiguous) ~ # ¥ F (unreliable) ~ # % P~18 % 4 (Kirschenbaum, 2001) o %] j4-
CE R AR iAo R SR Rk i TR TR
(task information) ~ 334 F 3L (cognitive information)£! ¥ * F 3t (functional validity
information) (Sengupta & Abdel-Hamid, 1993)° (> ¥ § * 1% * T2 43 {24 ik
aiﬁ TR R IR e o T FrdEh Ak vk (Endsley, 1995) 0 # § + ta o
B AR Py T T E T Sk € 3 (Rouwette, Gro™Bler,
Vennix, 2004); ¥ 2_ > % ;‘i—{i‘ﬁ%i’ﬂ GRS R B i—‘rf\iﬁ S EEE i =
m i AR g fe iR 0 # ML e se(Eiser & van der Pligt, 1988) A7
e PR EN Y 0 PRV B R T BUr I e 4 sk i B ik '€ (hidden
information) > % i "ER TR R 25E8 P i FAAE S L G - TR F FEAE

%gt“ %k & B = P B R (Malone, 1981) o

¥ % 3% R (resource availability) fdp Wvg B ¢ 0 AR F ArdRT T AR
#1e0%) % (Amit & Schoemaker, 1993) - # * Fihenfhd B2F* ¥ > € FawL Jﬁ"

A5 { & e s 4 (Carmeli & Tishler, 2004) - & ;‘i—%{;—fgf FHE Py R BR DT

TP g R AR ITER SRR R T A ESRTROERT A H Y L
oA SR S 4 BoadR o (Miller, 1980) o 1235 Malone(1981)%F 7 #5258k @ Bt ¥

BT e PR AR RSN P R A e AP B
o RRLEE R SRhERY o § TR ETEEY Y TRERL SR A

PEHE CEPEhE AT E A ea HIRFAL D RERPPRE -
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24 %5 A R BHNIRFIE F SEHITH T S EE

241 S AMRE &I PRBPORT F LB

Z

S AP & F 3 E ¥5E (Massively Multiplayer Online Role-Playing Games:
MMORPGS) 4 1 # 4% e je i it » | R R w4 F 1 Fem it b - B4
BEFRDERE Y 0 BRI - B A g 0 R AN B F R AT
WP WERR PN FAELREFAAT AT R {RETIRFTER L RTO
2 3% R AL F(guild) 2 B ehdk ¢ 3 & B i (social interaction)(Ducheneaut et. al,
2006) o o A F LA Loangr it £ USRE A G & 0 FIUN R Y A 25t
AR sE S b RO R S W <A

L LERUSES

AR BM e AT BB 2 T R N P A M & e

o+l

& % '%z"f_:%;u% A P LN 2 W i J A B A@I:’( _I}‘].% N ST _q:],% .

B I FEEN b kst Fl R+ & dida i (role-playing) o 4o B]2.1975 o

i = et RN

ST Pk
T S

o S

155t A

IR -

il B

HPAREIRE SRR 2 Ll S

20 mp s 5 - B & F L P 4 (avatar-mediated) eI d T8 o 1@ *

)
XEEHHE S REBPR FRE AT B0 FREE L P

18



PR A IR TR AR I Fo dp e e B B DR ahit * H Y RS &
P S 2 AR SR AR ET B i T BB A i
HEREHRTFIF R E TGN FenI do 07 BB A KPR T F %A
BALTPRE ~ e B R IR B ARG o VT BERFIEART
SRR ARIIBESGK A UL FHFLY L F
o

g &
f
X T R B £ R AHT B R S S R B8 6

PERN I E A BRI RS B ORLE R -
2411 1 2 3 & 5% T4

Malone & Lepper (Malone, 1980, 1981, Malone & Lepper, 1987) &2 — s 5]
FEgskdnd o R 5t ch 3942 ¢ (interdeting with game) » ¢ 32 7 b 25
BeniEAze A 4 IR B e 2 i N #9248 %] (intrinsic motivator) » 4 %]
PR B R R s BRA T g p AT AR
& =¥gphehi & R F)(Rieber, 1996) °

TP | Gdp DR RAL TSR R M R FIR TN Y hiE ik PR
i 39 E ek i A F]pt T RGTEEN PR B RR G PY 0 U & 3k B £ i P T EEAR

n$

i.%?"fi RRFH R X P R e x & FE P R 2 e

I

3
R ¥
E€FF - TMRANIEEIE Aot IRV IFRIAPRE > FERFTALFHE
& 1B {7 255\ eds $3(Malone, 1980, 1981, Malone & Lepper, 1987) Rouse(2001) 7%=
T HRPRE AT FEN DL B BB o R R R FEN DB hok ik S T P
Beps o Mg F SRR R Er? 72 43 32(Federoff, 2002)45 1t o H i AT F - RGP
TPRE SR - BRSO R TS > P AR E R L L
(Garris et al. ,2002; Asgari & Kaufman,2004) -
43 & 4 ) £.d B F F endd 4 [ (sensory curiosity) ¥ 3o 4v b idF & 4
(cognitive curiosity)™ i F% i #THE =& o #r3) B F b oaE i A ek d chdsk
Pk B R DR RSB E IR RO X 5 oa At il a i Pl Ed 3
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Be¥ oap F BN BRRA A BE O 22 R b+ 2 (Malone & Lepper,
1987) « 43 H HH A T POBFEN R Y o B RRET PARER DT RSN
Bofiet Beil 4 enBokonk o kAR RAR T i) i d R o A R
TB D R R RN E e o
Ma s A P a5 % (mental image)» ¥ - A P ARFALE P &
ERMA @RS Lt & R e T 3RS R R RN L B 514E
FAE XA ¥ - B AT G AR i (Myers, 1990) o % {8 M a2k 35 802 RAT R fRidy
BREBEEFEHREIFAApP R o R EEFACK ORI E A2 BRIm
7 PPk s ¥ (Malone & Lepper, 1987) ©
it Y }&J’f THGRERRSE P D AR AN FENY it E
E Gy E O endy 7 2 3] g (Malone & Lepper, 1987) 14 ¢F » & B 1% ¥ 2= 7
o 25E B pF e X4 (influence) » i 34 (dominant) ¥ # +7 4 (guide)(Novak,
Hoffman & Yung (2000) o 2k 3 F » = R @ £l ie? > o594 3 2 S22 258
e 4 o (e B JF AR R eH] G i S e aE s e A e Aedr Al F oA Vi €
3 e Fe gk 37 & (Malone & Lepper, 1987) o - e 35t ? > IR REER T K
FHES hORE R blelm 7 3 R FE RSt Y b (T G B EEAR 0 T
AN T 7 i R 2RI RS o A A F & AT FI R B RN P
B2 BTG BB B AL A - AR 07 R AR R T
M AR 42 IR RehPs R B 8 (Asgari & Kaufman, 2004) -
b2 ¢b o pRER P R i w 4R (reward design)y - B IR R A 4 e

SN BRI LS dn o BN e ok et B A SRR

E?",

FIFEN R RR ek Ads 8 F)% (Alderfer, 1972, Malone & Lepper, 1987; Deci & Ryan,
1987) 25k ¥ erdf F 2k 3 0 * ¥ L4 2 F 1 a3k F (tangible reward)frzbF 48 e
4% 7§ (intangible reward) o § % HdF f Gldepph ? AR A G B EORBET S S

29 W AR B RIEOE Fh o s R R K T B IR RS S
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2.4.1.2 3241k % enE £ (cybersocial needs)

T BB AR ST R R T KD T SRR RN A2
IEB o AP A AR BB o FL R REOEN > @ @RI TEE R
P et 3 E B R TR R - BRRIER Y > Tl S SRR
Bood v EBEREFRFEE B IRFI NI BM G A BT B % X T A

S FEIEH AR § O RFAERBALE S IR F R (1) R

d
®
\\Xr
1%
-k
3
‘?‘“

> (interacting with participants) ~ (2) = 722 H & gL ¥ 3 #

(interacting with audiences)’ % (3) = 7 4+ F 13 # (interacting with community)e

S Ras R S —ﬁ(partlclpants):fp hE PSEY il T A s ferspiaR Rk B4
15 ol o bl 52 - GEERFR LB B ¢ iR B 0 3R 7

frR e Sl EenT (7 S0 RS SR FRISRL e > ST BB F) R ¢ 1

g

) \ﬂ

i M4 22 £ ¥4 (Malone & Lepper, 1987) o
M | #3720 % »o gt di(Malone & Lepper, 1987) » fs b 25k @ >
TRRg A PRE T R o R TE ROt o (Yee, 2006) o — 1 11} fhze R
3 ARt $HSAR N BT A R Nenif oy 4 g Ao g d e B

F’ré:,T*Fmrgﬁoer,__éf%ﬂ BHUERFI FLE S (BRI

TE R R ARFL R G FE R P ARSERT A2 bldeik i v

TE AL L S RY 2xis ifo(Malone & Lepper, 1987) o &« & & 415 &2 & )
i 2T - BIRp F e ¥ - BI= P75 (Tjosvold, West, Smith, 2003) - &

P2 - B ARFo bR RHEPRT HEP FRET B o bldoi
FRAERY > LTRSS A FESEREPRIETNEITEE -

Zgk ¢ e B (audience)dp m{“ﬁi K 2},»’?% BRI S SR =S U k1
B faehd @ IR § B A Ao - B RS E F £ R (virtual real world) ¥ 27 3= R
AELEEL G 0T B € BRI RA 2 3k R (Ducheneaut, et al., 2006) o #73} i
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Mk R ) -t hap B FF 0 A F A PEER L OB £ 2Lk (Maslow,

1954)c A P2 RARF  ZERLTNpE FahE B8P 2 ZERE LR E -
W R A 4 QFED - B A ST B o AW A ”Lr £ (visible to other

people) » ¥ & %] A 4% X B3I (Malone, 1987) » bidrde R 25N ¢ 4F e I =
B AAR S TP A ATREE > B TRAT G0 5 B B IR RITHEY o
AFEERE S AR e - i H A PRI E R ehE 2 5 AR BBk
AR ET RRe BRI 0 BT G A ke A E g M
oo Bt - BIRFSE SN ALE B QAL FRE T ER -
"ERRE ) TR AL F Rehd £ BT 2 - (Maslow, 1954) 0+ R
BALH R LA R 0 & 5 i (Wellman, 1996) « § — B 4 $1— BAt3d - B
7] e ke Ak B P (strong attitudestoward community) > 527 ¥ m&fﬁﬁg@ ,*Ilug A4 o
g L op A (willingly)es { - #pen(effectively)end | p @ 4k € F #(social
capital)3 %27 4+ 3 i #(Diani & McAdam, 2002) > Tt » 25582 S & L AL R
A (social communities)# sy » HI LA N T 25 kAl 2 T B8 € 0 kiRaE
o R PR P ik 2 S # (Sweetser & Wyeth, 2005) e
"FER L F AR AR HEeRARE 2 BB AEP DL | AR
i~ ARG FEF FEL T F - AR FER LR T =R
P dei - B g R o bldoi B 8 e B A R AT D T fp gk
B ¥ 4oie § LA FE 720 ¢ £ ¥ (Ducheneaut et al, 2004) o gt b > 255k ¢ > ¢
dERP - BERESR FE S BRGNP g e TR

(Ducheneaut et al, 2006) °
2.4.1.3 & ¢ ¥ (role-playing)

b A AWM A RS G TR FHO R REEE S R E R
FPp e s B A P HEEA 2 P R (Yee, 2006) 0 B A PR G 0 Bk
W RRGEEHIFE hEd RIF R AR B o EREF RS A Tk
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Yok 4 % (Kelly, 2004) ; 2 I &> 6 > IRRBEE- BHEA EZ A2 Fa
o eE Ff (simulated face-to-face metaphor) (Moore & Ducheneaut, 2007) > % 1§ <
FoEFCAFZT AR E 2 VB s 3= RjEE 7 1 5k (Colburn, Cohen, & Drucker,
2000; Moore & Ducheneaut, 2007) - ﬁ?ﬁ 2 R AR P Y S f R
P BALAE g g BRFPEd > bldrs & L E T
ok CHMAEfI FUNES  RFAGNY BEEEI TE ARSI L
PR G AIRF AL TR G KPR LS ALY BT o BAFE
i G (TR JRELLE B A A RA L e § N IR B

7 F {7 E TR (persona)¥ it b :¥(stories)(Bartle, 1996; Yee, 2006) -

242 R b 2Rk Tk

2.4.2.1 Tk I AL il 4B

ES R STAREIIE S e L -, S LR R AR IR R FIEL R
Bk B4 g% 6% B4 L LT (hpsk(Chou & Hsiao, 2000) - B

RT3 4 F AR B el & > Clymo'(1996)e08 5 3011t > 95 T7%:hi » & & 2 42 %
1~1.5hr 7 "esgh b o 2 § 42i8 60%:h 4 47§ IRchph P AZ B # 1 5F 18 ehp Y
(Cesarone, 1998) » T AR P “t3TH A > { ¥ Lo E EPFRFEFRF 558 > @3
PIRRIE AT ez o0 FP o R STk e 54 B £ B A IR =R AR
LA - BRRE T g A -

FOMT R T B AR MR AL S B UM TR v R B R
FETEF dp MAR S (PlAoRE 5 p0iF) @ i AT > &R K R R RT3 PR
oo PSR G BRI g LA 0020 4 i enF 5 (Goldberg, 1996) 0 @ 154 F £ ¥
B R ILE oA b RAT 00T R BRSO SRR R 2 ) eh
JTE I % 3 7 A I (Brenner, 1996) o § i ffe g2 S PRk ATy b B
TEAA BLRARRILS HE T R R R DT R IS i L
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e f % B (addictive behavior) °

BRI R R PE T 5o - LT K F E T A & £ e M4 (personal
characteristics)~ F F&2 &4 F & 7 fRiTiF > bldod fRITHE E prEeT) B~ H R
PRI VR R OB B 7 5 2 B ol (% (Rheingold, 1994; Suler, 1998 ;
Young, 1996; Tsai & Lin, 2003; Chiu, Lee & Hunag, 2004) - ' { & —%‘ Chou,
Ting(2003) % 3# 14 4 AZHC3S (SEM)2 34 4L 1 255832 Rumlfy i g & ok 2 F
ST B o 8 P BRI R Ak p SRR A DR o B R %
BhTE 0 A YR\ enTe R gﬂpﬁjmw: Soom 3FH O drend BmdgEk 0 A
& — 1B 3 5 075 %k (reinforcement cycle) » 2t — £ K 7 473 55 i 4] € R I RITE
MR Y o i TR P XN IR RO €A 3 F Il PR and
it o H T 2R p A ek p s Bl SR At e ohYs 8 (Rau, Peng, & Yang,
2006) » % #+ 2 * > % ¥ Griffiths (I998)FLA MR & frc 78 54 42 (7 5 R4 15
TET T Bigihg KA Rt ) RS (1) & F [4(Salience) 1 T
Mo B x g sead 2 5 (2) wf L HE(Tolerance).: " iR S § ()R L A R
5?40 (3) F %R (Euphoria) e &b ~ % T LARg R REEOR KA IR
5?15 (4) $+(Chasing) : " R 5 T RFFH AT hE B kb =eE ? 5 (5) 1R
3 (Relapse) : M5 2.3 8 €47 K #F L2 B MR KIRTH PR 2 45 (6) & #F

(Withdrawal) : " & ;2 =pF (5 2. F € % F 2 &'F 2 45 (7) # % (Conflict) : I iz £_F

3

ETIES

"RE D RERSEFREEF M DEE?

V- At FF F RISk R I RS S A P g
i * —fg)ﬁa@mné YR Btd AT e o %‘3—*2 Young (1997, 1999)&%= 7 #%
TEERER e X FE > F 30 (1) 4 A ik R R Y (Addictive

Applications) * 4 50% 12 b oenge it gk g & ¢ Frx g &2 MUD(H A 1

+

MMORPG &3 ¥) ; (2) 4k § £ #%(Social Support) @ 4 P4 * g 23F 5 &
PIAGIA > R FAET EAREAT  LREEOL FAALIHFEAN L F
» (3) #r e & (Sexual Fulfillment) : it F Fh T 5 > 7 g serh 4 5
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i B 5 (4) #F 2 374 $(Creating a Persona) ¢ f i R h 4 > £ 379 ¢ 37

i e A E I RFRDAEN T - G ot A FE K Chou & Hsiao (2000)
FHRHEOFIIORBAFIEEFALZ B P AFE L A F2 i RRZ 8 8%

I PR ﬁ(54 A)fezbin xﬂriﬁ(846 AYfAtiw] ~ BBS i@ * PFR - e-mail
g PERY L E SRR R R RS *rs EHEDLER - :%‘?Jﬁfru I R e
Byl Rk p ot YRR TADRY  REAFENE EEDT R
(Song, Larose, Eastin & Lin (2004) 2 @ » 3] §_ gt b d04b 2 # it (social function)

{EgR g i gk F](Li & Chung, 2004) -
_]_

E,EK, & rla‘)&ﬁ’%i}}l%]S S~ R ’F’J‘r'gf; \/\“’57#\1!’5,,1%33*},’%\ T A4

# 4 e & X (Griggiths,1998; Young, 1999; ChitizLee & Huang, 2004; Lo, Wang &

M@@mﬁowwﬂwgﬁﬁm&mmmmyf%ﬂoagﬁmﬁm%ﬁéﬁf

b S 17 F ~ 3 3k (indepth interview) » & B (S S0 58 iR F A i
Tipd F b & R IR o SRR T s & Y g i RehR

% B (compulsive use) ~ f FLRLHTWHFRERT A I p A 3B g 4 o gt ¢h > Chou &
Hsiao (2000)4*-4F - /4 910 T ~ & 2 &7 ﬁ—}}‘ L] ?Eiﬁ‘iiﬁiﬁ SHTE P 0B PR IR

Ui kL et EEI A P AR LA R K

I

WL R GATIRN AR F LN o B B > A

(\x.

¥ Al g enR R % (Tsai & Lin, 2003) - v% B e B ok ¢ K & ehgl
homiEs GHAPAREG AL {6 DR BF LR AIGRLL £ PR
MR A D pER 7 B(Yee,2002) 0 H 1 - & E Ry K F 5L PR

PEEN T L 0 & E IR enliRg 4 (Miller, 2002) o

24.2.2 ik K EHTUH R



(Chuang, 2006) - ] Jdo? B S EFTHE DR F 2007 E 4] Teh (RIS
GREFRIE ) R EH RPN PP DR SR PR D P R BT RS
l{t%wék%%&ﬁ@ Bé’:(ﬁ E"%Fm)\ 6 HiE

‘t 3
@
q
e
P
*
e
oy
R

iy
S

Lo ARET PR BRI > R E L F o Ra o R i
FIRF S B E G F M RRIVAT W RALE B P ] A ) e
Yo AT -

S E R R A S R A R R A e R RIS
IR R R T blheitiE F e > B - PR R 222 58 # (Rheingold,

1994; Suler, 1998 ; Young, 1996; Tsai & Lin, 2003; Chiu, Lee & Hunag, 2004) » £ j&_

KTHEL 6 FL 0 R FmgE b o Ra 0 fRgl FRTEOFE 0 LRI
Er G AR S R AR TR - M e Rk B
AR B A2 AR L= ) ATUSINER S o F S

FZ AR IR SEetE Bl RGOSR R R g B R G

fu

B P RRPEHP SR PR ERE PG o g3 ¢ G- 4 BT A 25k
T RN KPP AFRIFITE TS LW AdFR 0 blde | S F Choi &
Kim(2004) » #3430+ 238 ek SRR R IR PR SR P B 0 B F IR 0 IR R
ERCARE AN TRt N B A SRR TR R SN
» gtz ¢ oo AEE  Chou & Ting(2003)h# § i %« dp 1) » 2ok @ endrse
B A FRRITEIN SR Y A @2 p RO EETF R o R R D

T mgk e E FIE L SN ek R Ep B A F Ry 7 F 0 &M Mam
FITHE A7 g (B MIR RGNS iF g o d Y fdFmag £ 0 He

FEEER AL R P g s XSRS P E R TR SRR RS ”j'}“

=

FMIRRIFIRR AR KL T o @ L SR TEE o F P AT T 2 A R T § BHF
AW IR - R 5 F NS E R R T BB
Mmool s P 2 AT T S BT IEMEED Rt s 3 D AR M ek

PR OME R PN RAGEEN TS TS fE A ko

26



B2d HE R R R R

AR ENFRRE ST - N SR F R e R
REFROPEFEFHE T - AL EERF SN VR P ERTIRE 03 B p @
#— T ¥ * F . (available resources) ; & " ¥ * F Jh(available information) | 5

RERFESN Y TRE L EH S T O P A (transparency) > & T R L
(resources asymmetric) i = fevA L FHE FIM A2 4 % O F|EER o % R har A
e FEAe R e KRB P BT o A7 f 7 (mental workload) ;22 " #8 it § Jj= (physical
effort) | #-X 3|ic % > BB LR FIVRE TfZ R o Rovt it > AFFT 2T
Al4e™ B 3.1 #7o7 :

P 2K 3 4 e ¢ IR o jﬁ P

v ?;H‘ \
v R i ~ R

® 3.1 Al

Y
¢

m‘ﬁl\‘
~oe

B T, 26 0 BARED T L WP TR & BETAR 7]

I

B L AT AIFH T A EA Y PR P o d SR ehfo- i

Ao X gae LA a L PRFEORE o Flt By R
W EBEAR G SRR RIRT AN RN H PR BT 7 A o B2
HRT LB T 0 % F A PR E S B R TEER 0 4 R RA L PR
(Pagulayan, et al., 2003; Shneiderman, 2004) o % ' # 2L > A0 & B3k J 32 R4
PERE DR e AR Y 0 T RS R R B2V T AR o IR RIS ATREE
FE s TREE TG 8 TR % ks A BRH SR LR R i

PARR R ETAGP R O HIR PGP PP
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AR VAR REUES-E I SRR S F A RS £ e RS

B R 5 geend® o (Miller,1980) » 28 @ > & prghed g ? o 5L ahf

i

;":3':‘
=y

H

TEEH et R & LT L E Rt A8 SRS i B o SR

£
B R ERRFROREFEERT G F R F O oF RS A L P
R TR P R R VR FIAEREE CEHE A MR RPRE -

=l

@ PTG SE TR S B R ESER RP § SRR

FFRE T AT R £ B PIE R A LB K ARk i S AR A

\m

p
|

(s
N

FAEA D RARREDPRE o R AR FTEEPREF T s a¥? A

R -1 T g ALY 1R medd i PSS mEMa f oo
2 A AR R AR AR F ST FARR LR

(Simon, 1960) » % ¥ 3 f 4F Fafs » ;‘i—%f;% ERCACRER R NS S e L

(Campbell, 1988) > ¥ F e m 5 > faik LiBALE > F# T 7 L€ ‘E‘/f’%r‘ii—%‘;%"

HRRATR 4 0 i@ i 2 A dgg e 3% B (Biser & van der Pligt, 1988) ; @ F ki

YiEP s £ B3R 7T R 7 B IR 40 B (Miller 1980) » » 7 i B2 F 12 F

kR aE ALY TE Y 4 R

31my 32

311 g E%E:

AETE L FF 2R SR KR AT Y TR P B RIS IR R
PRB 2 BN e B9 RFIET T FRARA D I ARSRY T TR
B oARFETNRLET Y TR oA f BB LG 2 BoRE R 3 (T
PENARRRE R/ P M) (FHFRE S RR/E L HEHE/ R TR K
3.1.2%52‘1—}7

45 =X Fmp g ot 5 ,v+,‘,;sqﬁ(:uf:::&§4:23_3 R)ED R & ]

% 0 Xl 3 m R (between subjects design) - ASEH I, iR~ =
- B3Ix3F|FEE L GERERY  LFF R LRI SBRIBIRK 045
FIRRE A AR R RBHE T RAK ST IR TOo LI R
N R AR SR P A g S @ AT R SR
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313F 5% &
AR RY gt Pl T2 £k F K 2% Y 3 1 (Microsoft Age of

Empires-Conquerors: AOC) i 5 F S ##cdr#l2 T 5 # A 17°LCD # % F # 7 -
H A FEERET BRP TR EFR hE o FR R A DR REOT R A
for @404 o RETADL e ATy TRFHE L A TN F 2 H 0o ik
FAaBpRATFr T 82T vr Th 23> 026237 Fak
BN AT W
314 p 7%

kY p RBES Y PR FRT oL F RTREZ TR RA
R BARD RIAZIES TGP RASEES SR 0 i BT
BT T TSR 0 RSRREE L LG H R T
o TR A 7 P\':’A)%lﬁpgfirim“' "l rwo SEAHTRPEE TG
b AR ¥ 4 i‘ﬂf%\é)é%'l‘%&m%l.ﬁ{i » mm‘ GRRERELTS o 5

b
-
B~ Bl Hﬂ(ﬁl 32) *b@w#&w@%mﬁ% FEFadedG0)

%,

ot A Yoy
%3178 ?;ugﬂa)i 2] z}g 5 X
FREPR £ ; o EA
(p 3 FEH) ﬁ(ﬁ%lﬁ:li’_ﬁ FEEA 4] REEREE
&P R (& R) % 4o % 4o % 4o
PP RFLE R i £ B m %
BERAGFLY H) - G CONE L GG E))

B 32 257 2 b7 % Tk Bl
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AEREAMN S G SEEA R RS TR L B dkp > R B 2 Bk
BAu G RGBS BRORRA0 A/T 630 4) A BRIDS F(ERR30 4/

T Ha 30 A)EE 4 FHRGETRI0 AT F 40 L) (F 3.2).

#2327 % Thehz BoRESIES S L

v F R 7R $ 5 (T 68 )
54 R 40 1 % 30 4 &
$i14 30 4 & 30 L5
B4y 30 L5 40 4 &

B2 1 XRIFARE REF AT FEMR RO R AR AT
:Z NASA-TLX(NASA Task Load IndeX) & 2 » 48 {7 ¢ /1 3 <A f mE fat f
SRR FEANERE B R ERle s TEA B o R T A%
pheniEAR Y > R F BT g 0 Top{ead g d | 2(Mar iy A~ EE
R WFR) RRF et ESE B A P ? &?Em{?q\ﬁ;ﬁ$?m?? é e
BETRN? | AN RS R RRAAREE] T AN BT > R F iR
P TR ER ) 2 (blhrde it s gl e E R ) o R e RaDITE LS
PAEr A 7 EREBELER? TR A ? KRERAEFHT?

316 BB —PRE
AT ATEF PR Bl & 2z p Novak, Hoffman & Yung (2000):%

PSR R A PRE SR B A A PR BRI S S BE L
S NS DDA B AR R R S e Lk s ()R

BB RRRA T 4 - (3) AL T BB S 0 S PR - R R
P RS A B2 PR E R 2 BALR P T .

317 R %A R
PG A G ZBARTIFR AT PE TN HER LR

g
£ ’fo'J%‘%%Efféﬁ 10 A 45engh ki 4 Y BIF 0 2 3T Y LB g

B F RS ﬁ’ﬁﬂﬁﬁiﬁﬁiﬁﬁﬁﬁﬁo?ﬁ“ﬁmﬁ%



BT Z B F RSP AR OSSR WY (9 30 Ad) 0 RENS R
BFEAEP Aotz L TR L FRLAAPN AT NP R X

RIECWRAF I BRI 2 — ¢ TR S

1v_t

G C T

1“*‘“\L

v %
PGS e BB - R R BRI LE 2 R ) IR Ea A o
FRFLSEAL AR 2 A ERA e RGN S FIEE . SR A
7

HEREG R FPRE L RE A% NASATLX 1 6 f FRAZHEB » £ 7 4

L

B SR TS 150 & o

32A¥E LS

BT IR A AR 3] 2] EHR By B B R —
FEA B TE TR P BEABE AR, TR
TR EX

AEEFE A TR R A {r(two-way ANOVA)H 2.3 B f %38 Lo

g

PRRPEOCH T o AT R B RS =R i B F £ 1T

7“‘5&

R

ﬁ\ﬁ

(F(2,36)=4.149, p<0.05) > 7 ¥ F R T 2 & 8 & (R B3e o IF f Ja (% 3.3) ©
AP R - 0 Tukey-HSD & (S & 202 k1 27 * Fami B A s
FeS IR AT o B R F I § S R AST T T TR Bk P

RS A fm(mean = 540) ¢ B F B WUB T R Tk KU RS 7

(mean = 4.00) (mean difference =1.4, p<.01)(#% 3.4) -

£33 VR FMET O TR RS AL R
Source SS d.f. MS F p

7 oE (D) 16.044 2 8.022 4.149 .024*

¥ Tk (R) 4.578 2 2289 1.184 .318

Interaction (I x R) 8.356 4 208 1.080 .381

error 69.600 36 1.933

total 1145.000 45

*Significant at the 0.05 level; **Significant at the 0.01 level.
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F - BANOVAA 4L % ks %3 B p LSBT | B8 o A 5eh

BRBRN O RFOOME fFEE LI TR PF (2, 36) = 3482, p <

N

005) " ¥ * FMN LA FHen I ¥ 57 §HEFLERFNME T o
Tukey-HSD¥ {4tk T sn S 45 1> § =it * Ty Foondspb s> 2 4
e fodm(mean = 3.8) € B ¥ 3 T F I R&St T * TR 5 BE OB B (mean =

2.4) (mean difference =1.4,p <.01)

434 ¥ % T ERLE e X R g TR
Source SS d.f. MS F p
Information (1) 1.600 2 .800 377 .689
Resource (R) 14.800 2 7400 3.487 .041*
Interaction (I X R) 6.400 4  1.600 754 562
error 76.400 36 2.122
total 541.000 45

*Significant at the 0.05:level; **Significant:at the 0.01 level.

TET O TSV RF RIS S M e R B s A g

zr

%1 ST e & 47 (linear-fegeression) X P e S @ W ¢ 4 R (v AT f AR 2 A
foae ) ie ) 2 3% R g DppN Tl o B AT S R BT 0 A Y A
LR Rl 0 gl B E et U AURERLE VALY o SAE A

AT GFA AT R AT AR A YRR IR R PRE 2 BT A0 G
 AF s enhd a3 0 F) Pt i - 5 2 Design Expert 7.04c%8 > £ F B @ 2 E
(Response Surface Method, RSM) %k 7 f# gt — B o S 7enE S F R > wIB ] 722
o fimac iy i— B b Rehaws B G REFRR AR FOPRE (F =

4.05,p < 0.05, Adjusted-R*= 0.433) » Jt — S ;8 4o

Challenge =-0.32 + 0.76(mental workload) + 1.07(physical effor) + 0.003(mental
workload x physical effort ) - 0.07(mental workload?) - 0.16(physical
effort ?)
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BETH33L3DEA G b M T UL FED R PRRT DL (A
GRERN fRB)TA S P R A G B o B P RE R ALY R sy

farsr? R f F2 oo

challenge
47
1.9

X1 = A: mental _

challenge

350" 450

B: physical 225~ 3% A: mental

100" 200

B 3.3 oo A/ i o i i*#@%—ug& ¥ &

{it- ﬁm'wﬂw*lm 5 "3) SR FE*“45E¢M§§; s
LW ALIE R efv;fg%u - T3, 4»4 2 4 :n.’ g AT § B PR
B2 B 5 ®UF 3] R 15 (-1nverted U shape) LR m#“ﬁ’a o IR By R Reh
S S B S K AR TR SRR R ik o A e P e 4o )
35557 0 TR f PR 2 I 5 EU Al PM o TR PR R A

N

gr,awg;; é‘jg’;:* 3;;%,3@3 _@]ng‘gﬂgéﬁ‘ﬁﬂ_ﬂigéﬁ’\;}‘)b% o

47 -

362904 —

285808 —

CHALLENGE

1.48712

041616 —

1.00 280 4.00 5.80 7.00

PHYSICAL EFFORT
B 3.4 % A f S0 45 PFIR RN f L PR 2 M 14
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47 —

3.85

CHALLENGE

215

I I I I I
1.00 260 4.00 550 700

MENTAL WORKLOAD
B 3.5 § 80 f R E 35 IR R f PR 2 BE 1%
3R5%iw
AP AP PR FREERY SRR FIR(FT Y FTRET TR

4o B R IR FeNd /e TE R AR A I R RS < A7 s R B
5

Kok 25p P o 2 AR R IR B REAER S R B Y e Ay
foam o TP BB g PR Sk o ph B 5% 22 Malone (1981, 1983)# #1
RN RFRAMEE o 7 PERF A L ARFERPRE DL R TR - o

AR RFEIRT - BARL SR DR TIE T Y TR

i
8.\—
e
g
R
i
bl

FAVEEY M f g R kA B PRB AR DE Lo mBIOME T R
BPRRR 2 B IR U F AR iR Tt o Sk Y SRpehia R R R
Fh ek d oo @i iEg K RN IR RISk ek & o gt -
B % % i 392 Hsu, Lee, and Wu. (2005) 2> iT2558 + crfZ 7 B % - R > 7" ik i§
TR R A A R TSN RSP RE o

Prh R P E IR RN AT | R R B A R RS Y el T B

LRI R v R AR < R P F R4

[
St
=
?r‘*(
o
=
okf
RS
m@
A
‘551\3\‘\
b
&
f
I%
.ﬁ
Tow
&
f
A
1l
\_.
A
p
N

R B
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Br g 54 B SRR Y RS 7 S

R
"é‘

\\\

AP AMI B AR B R FSR AL LT L R F S
GRS 7R AL R PR E Y o T e v
'fqu’rﬁ CEEFAl P el jmﬁ*/b TEE RGP R BFR LT
TREIRE SRR KT LY RAERIR Y F g 7L B R RRL R G
SRR TR o > AT S - IS Sy hF R S
HE 7T T A AR 1 IR PTG T AL PR 2 Y B F AN B SR s e

HE L RNV ST R Rk

417 ik
AT EERY R L SR T AP RS TR AN B R

LGRS E L > RETRRE FRCRAEE c EF LY o APy AR
HE S BB SR s %ﬁ“tb fefk e * 5 TR SRR S
bR b S N MR e ek SO Sl SEE S SRR
i kRSB s A A R 8 B3t £ P (Diagnostic and Statistical
Manual of Mental Disorders: DSM)_} =34 } #5481 € 4 (Chou and Ting, 2003) »

kofT 32 R gk 4p d e s o R B TR R R R - A gy

kP H Ppmy f’J-ma‘F,’fﬂ,’—_(-Qr'A pIes BB -FR=ASP)E

W

411 £

- £ 3418 LA 18T 25k et Bk E A 80 AT 0T Ak Ak
23074 > b >RRe73.4% 5 A A et AR S 111 A o T 2R A Bea26.6% 0 F -

BN PR B B O R SR Y ST - X SRt Y
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PR BT - R AR R B D A 45k R B L P s R 4D

& % 754 3.23] P (Std. =1.99hr) o iF 75 % 4.08 % (Std. = 2.09) /¢ F R+ 25 -
412 RMPIIFJRPIFR T TR LB

LGRS AR R HEFA BRI FEFPH OO FET -
FERERAFL TN DI BRI FPRRFRY CHRLF-HP TR
Tl s TS, S THRAIE L8 TRY L ET BRFLNE > A
W Y ke SR iR FRE A H F? 55 (Myers, 1990; Novak, Hoffman,
& Yung, 2000); B ek BF 2 357 T & d g ) ~ Tl | ~ T &%
CRER L TEBEL A T ER w@wmgﬁéémﬁz@ r
Bt Tk 3.9 £ M FEREHR DT EEGE BE R oI £ 0 o &
TR E > R BRI RERERT A BT EFN S BB R T A(L

Ay FR) -

B0 R AR W BeoR AL PGSR L0t KRR 1L BR Y K%

Cm\ﬂr

¥ 2R 2. AR 3 EET L 4 RS

*E Y B A dh T F A 17 A(principal axis factor -analysis)% pro-max %] % & #h
AR FFEACR TR o AFEAITL (80 AP REEN 4 BRM(FE
fE 3T 0.5) RN o P E R TR R Y o A SR F
LA - % 77 44 BRI FME T K 45 %(Cronbach’s alpha) = 0.93 »
T EBRPIFE T E A0S T FERN A4 o v}gkiﬁi Bt ERlA A TR R
P e EFpany 4 22— kw3 (Churchill, 1991; Nunnally, 1978). ¢t i» B %

ik ALR AR ok RS R R L - dmp o

Gt R BRI R 0 AT s

3
(S
(g
St
(ﬁm

5% 32§« Chou and Ting

{

(2003) #73 £ R} G FinE B A o PR A A BE F FYHA B FD
@

drgr syt £ 0 (DSM-IV) L 2 i 4t e B 0T 3 /25T 3 (24 F 258%0) 1 (Gold &



Heffner, 1998; Griffiths, 1998)s%= 1 #r @l . ken® £ » £ & $£ 8 BAEP - £ £
REP H TREBHRY T AR FURERIALFE I hE e |~ TR
GBRT N ERAIE AT LAR)PREHL L RT | TAT L EE
PRV RRRR HE S o R > B FGRRA AP o dvig |~ T AR R B
AT EAE R A, TREARYL AR REBHR T ARG S
%~ TR G S E Rl 2 A RS A BRI A TGS

BL Y e gmigs FANE Ffod FETE "5 R PRk R

LS

NETHRGIPET RIREBERN  F o mF R LTRSS AR 30
FIgREI N 22T A RR 2. AR 3 E2A0 4 BRSNS ZEF R
A)EGFER - AT BB E L 8 Bk B T ol k X A IR FUT U TR
PEENARR o R REIRE D e MR L wl g P RHREL G R OB - R
(Cronbach’s alpha = 0.901)# ¥ #<-hji% # ¢ # (factor loading > .5)4p 1% Chou and

Ting (2003) -
414 a4

A LT e 35S B BB SR LT E Rl & AT
fpod AT P (1] BEPREHRE R REACRFInEAR)F 5 1R
Hp ARG N F TR - Rk R A L TR R T i 4y A
WA R E R nE TN IR RO R RE o F b o A R Eeh R )% IR Ruh

HERY BCPE/E P, A/ F ) ERTEIBRTFE E RS R EFTAAM AT

=N

(correlation analysis) » " FEZLA P AT F G B LA S R R A R pITIE IS

Bl

ARl s

B oo AP RFERAME Eﬁ % 7 (linear regression analysis) » 14 -+ — i &

PEHEREF S P RE RRITH AR G ER A R DA SRS Sk
ke AER £ o ",% gLz ek s Ay § F X A4 47 (multi-collinearity analysis)
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multi-collinearity analysis) % # _ 11 & i * 'fﬁ )% % £ %% F] % VIF(variance

inflation factor) » M AL E & F A F 3 L MM % o

42 A%
421 A v BRI HIFHIRFIFRY &
AR A t fe Lindependent t-test)iF i o T L i ¥ B ¥

VRN A o o F BN B E P Bl AR SRR R § 1L
PR RE PR T AR PRAL P BT E 204 MR Rt [416] = 2.704,p < .01)0 § &
R eE p = § 3.38 ] PF(Std. = 2.09 hours) & 3 s+ 2558 4p B F 5 S IR R
Lok 2 oy 279 ] P S 250 4R BE S §(Std. = 1.60 hours) o & ¥ ¥5pk e
A e §AHIRTIL A BRI G A F A B (t[416] =.730,p > .05) °
Kf P2t AT . RSt R T Y PR A MR R ARR P e
BoREET AR GRS R b T L IRR T E L
B (t[416]=-.248,p > .05) Flgb » hifd Fetod 5e > ham 7 #7 &4 7 P

LR R L B e 7 RN e

4.2.2 ik By sxiiP i
A B 4 A7 693 *%#ﬂ AR F TR P IR RIT AR R B IR RS 4R R #(r

=.144,p<.001)% & X £ » ch¥BpFE Y (r=.161, p <.001)'¢ 5 I 4p B cHBf 15 o o
AREERP R KRR G F R LA AT R BN §
PR E A IR B Pl K - B R AR RIS Y L
Fizgs A RE T kRt i £ R R R R
L o

Pt ARG S PRI RS RN S E X i PR B R IR T R M
B Ci(r=.503,p<.001) > s - BEEP T LRI EE TR PFRF

PR AR R o B PR RE TR ) A AR S o
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4.3 BT DT E M AER Y KRR #
ipfzﬁﬂwﬁﬁiﬁﬁﬁ—%ﬁwﬁﬁ%&ﬁﬁﬁbﬁ$ﬁ%ﬁ%

%7
Rl ik A B - ﬁﬁr’f”’\*‘rfﬁﬁ%%’s}‘ﬁ”ﬁ g2 &% F 5SRRAEA X
B FITH PAER T BRI LA £ B FRE

ER IR K > SR A F IR R BB TR A BT U T g hS g ko Aogn

Het FPTHA R = 0126 #4 4 + 0243 £ 2 EF + 0206 FEE +

0.145 # =@ +0.193 #

OB FOT BRYGHE F 2B B AT BFR S PRE
SRME R L AIER R R J AR 4 (predictive power)#i 4 o
Flot A RET Got R IRES AT e BRI, BT e AR B & (VIF)
T oA 1.929 0 #F’ ng-%im:}ﬁ%ﬂpfuﬂ? AT * Rz L R MR R
(collinearity) (Kutner, Nachtsheim and Neter, 2004) - ¥/= = 6 > - & jF 3" chjiz
B4 ik R* % 65.1% BT b S S e O L o
A7 7 12 Durbin-Watson (: #e:& f7ak FHA AL H p A pM e LE 235 > B %

AEom

—\\

» LRV 2. Durbin-Watson % #ic 2 2.042 25 % 37 H & & a‘ﬁ £(DW = 2.0)
tbﬁé"‘%?@aﬂgﬁﬁﬁ%’fﬂ—;\;\J E 1\#gﬁggmjﬁdﬁ ’Z‘\ﬁ}’é-(4 1)‘:;‘_‘}2]9 LL1\]; ETF%'E‘}\' 2 K'E\)ﬂ‘ o
o410 S RN AR

% B TR % # B S.E. B VIF Sig.
PR R 043 .023  .060 1.251 .066

ol e 030 .024 .042 1.346 220

i35 26 .028 145  1.165 .000"

AR 050 .028 .065 1.535 .076

& J 243 .029 308 1.623 .000"

A F i’rbi 1 018  .026  .023 1.361 493
JARIDE £ ir ]% -.055 .029 -.067 1.462 .059
WlE R -.053  .032 -.064 1.777 .100

AR 206 .030 278 1.929 .000°

ER 145 .025 207 1.434 .000"

IF ¥ 193 025 263 1.305 .000"

(constant) 077 151 .609

R*=.651, Adjusted R* = .642
"Significant at the 0.01 level
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45
441 ik {7 5 sy 1+
ﬂ\ﬁﬂ"i‘ %L FE":#]:' ’ /D%;mﬂ’#ﬂﬁ'{m}% BT I ﬁj H/E p REEY e

PR R S SRS RS SR O SRR

~

BLARA i dp Bed MG EF L) 2 - BRGNP O M G A E e
R Wi i R €t (excessed play)h F o AR L P > B4 FF R AZE4R

[F AR B E R NP R o R RPN T S B Y

BB BT PRFAF L - LREE g Y CRF LB FER S A
pER, e1pF [ (Griffiths, 2002) o

4.4.2 3= R ik 65 2 5 4]

AR L AERL IS AL SgAL T RAEIRIAR RN IR RITE AL R OB AR T H S5

£ % T BEFALHE - FHS ETF}%E; CFEREEI DT oRT kg &
NP L EE - BEFOFRE FFEG 0 BESET &) X R RITE R T o
B AR R RS BARIF R R T A € i R ]
- BPEEIFIIRFRFDOPRIEHRRZ I =g T FHR o FHR A
R 12 7l B 3 e B 18 7] % (Malone, 1981; Malone & Lepper,
1987) » B &F7 3 ¥ o MI= Forim R d U ety e BF R SR Ap BE cRE TR o
AP FR GRS 2 G @ﬁ@ﬂ%ﬁfﬁﬁﬁf PEE A P AT R &
7 gﬁg EA

s A E % (mental image)£? % B 8 % ez 4vd Bl(cognitive map) © Fl4t € A 4 IF

Wi

(repeatedly discover new aspects) i 4% o g2 FFT F g 0 4 g

7 AICRE P A TE b 8 (Berlyne, 1966; Malone & Lepper, 1987) » % #kenin
FRERR R BT - B v E B (dynamic sprawling game world) ® H & F | &
v AE b & (endless story) 0 FUt i * A ¢ A 2 F 48 FEEBEMRY TPk
BE P AR g KBk o T AT PRI RRERFE RSN ATE
$ e 5 (motivation to make new discoveries)#-¢ F 3k s i fC {5 PER F A YRR
® 4 {it- #HRITFIUTH 52 ¢ (Chou & Ting, 2003) -

"R AT - BERFOCHF BB FAAM R T o f @ H R R
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wXFE Y R R s A0 § IR RITYE TSR P o < NI Bk e 45D
q i !

AR O R - AL

Fra gL GhEFLnI R ML GARE PR G o RA 0 RN FFY
ik KT A € S FEt o ,T*c;; AP 4 2 g EHRRIE G 5§ R E(Kelly,
2004) - 3§ 2 PR 3 dp d1 o AR a5 4 58 4 P P 2 B¢ $8(intrinsic motivation) > &
MPEERFEF LI T RFETOEF AP EEF - ERF A E D DR
Pl B ch gt > 3 23R A P22y p 2 g 0 F E(Deci, Koestner, & Ryan,
1999) o F]pt » F IR FHP 2 P GRFE T BRI L BoAp M S B (Bl T B
¥ ﬁﬁ?m?fﬁ’ SPREPCRSEN £ ) o €252 — B T b 3 chaR e B (reinforcing
reward-loops) > i& 1 ;b3 55 IR T 1 Bl R € e e RGBSR nd 8 0 @ A 4

5 b e 4 4o 3 T a0 S R

iP*#%mrﬁ%@JﬁF%EEJﬁ%ﬁﬁﬁw%wﬁ%ﬂ%ﬁ%%%
A RAR R Tt AR 0 B KRR R T o it K SRR § R T
EREWH AN BEER AR W e g m L S AR o B
DRI SR € o BRI F R e g SR L EER T A §
I RIF LR S ¥ & o § 4 Ducheneaut® & ihie 3 (2006) 3 G A5t
VoS o g A F R ERE F (World of Warcraft)3e fg #il F £8 & § hIe R
{ B 5 5%

§ R B2 ¢ o ¥ Seay (2004)d 1 PF iR ALFE 3

+ 5

ERIVFA AP ATVRFERA T EBRS §USREY g R LT FRE
BALF AR M PEF P o 4 0 8 K Ng and Wiemer-Hastings (2005)+ 4 3. » 413
hI3 B R Y RER Y FF AR PEL TRl - - TS FRL
F ot K aid 3 £ 50 40 e v g i oni F) 2. - (Li & Chung, 2006; Song et al.,
2004) o 1395 4 #FH 572 35 (Human motivation theory) > 4 i ¢ 5 7 i K% X $Fp
GRLFEF T ooiEa A4 B H B AR {TALR 3 % s 3 (McClelland, 1961) - 7]

AP THRGETFRE ST TR S BAAERE R TEAE LTS - B



£ e AL 2 B % (long-term cybersocial relationship) » T % & 3= R A& F R+~
(75 b grinde b a2 2 R(Pisan, 2007) ©

AFPFTERRFN T AT ) GREIRFICE IR § TR E AR M D
ik 500G BB eI DRSS Mo W el PIrE TR SEasF oo
- BRI AR NTEA - RO TEI RS HRA AR EI R
3 B ggt 2 ¢ (Hsu, Kao, & Wu, 2007) A 7 4836 015 B & ¢ 7 5 5%
ERTHERBEH DT RF] - BR 'ﬂz‘?\%?\-ﬁ“—ﬂ & ¢ eds % (motivation to
progress character)—# % e F 25N Y > RRIFF R TR (RS R kRS B
£d chEmo @1 Pink d et (shenic 4 0 R {4552 E - Palo Alto= 7 ¥
< HPlayONF= 7 |t i 5 4 478,861 B AR B2 IR jund ¢ 4w | Bk
FI e PERESFNRFRFREFT L IO@E L 2 i Pehd d o @ Py

KA T I0E 2R & P ISBRENI B i P s K E s IR E

=t

"L b *270.%(Playon, 2007) i
Fritwms - BEiEj b FRmESKH F AR P 2R I RO mﬁﬁg

R Fl o ¥ i IR pEH A4 R 3K~ (users’ emotional attachment) 42 & o A 3R

I

+

\

ra

PR O RFR R T AAGERREFH 4 AnRE AT o o fEP T
B I2 b anip A 4F J (personal identities) o IR B AR E TRyt
BEve HH A REFARDB AT > o0 FA RS S FI 2RI EE

(Ducheneaut, et. al, 2009) o 32 F i A R A dpefucfg s B £ 4 22 B4

Cehh REAE R H I 4F B BRI BEANT T dy i e ¥ (Yee,
2006) o 7 IR € £ HR(reproduce)— £ i P p 2 PR A pEd Tl g d

doEFR AR Pk d g o - FAITE Y ahp A (idealized version of themselves)
(Bessiere, Seay, & Kiesler, 2007) o F]pt » 28 7 ok § 3= ?ﬁ el e &
BRLEDEI RCITEAERGDRB A LR B P g AT By fﬁr’g Rl Ep N
o PR A REEI B VRIDOFREL B g5 { Reb B EL

REPE G AVEEAE > 2R chk ¢ o A ERmE NP o
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o AT HAR S BRY FEREF S HTPRE P RE I
PR LML TP ERER 1 BEKFEL AR AR REEE
AESESDEERE St R
B Fes | {:};] eI j 3 H P en ¥ i = 4 (achievability) § =
(Malone, 1981a; Malone & Lepper, 1987) c 41 + 25k ¢ chizf2 2 F £ d - k7| ehie
# P f&(short-term goals)*fiE = » ¥ igd EF gkt b 0 H S A 0 2 AR
S MERRF LI LF R A R REEA T E S T Fp o @ H dz +
MR AGLEY PR TG REE SRS o tppt2 b R SR p By
i ¢4 ¢ (automatic save feature) » F]pt & F K H LG ARG B G ALY
Fé hiEiko b PT UERFRGSATER > B 2L B R 250N hp 4R o
B R FT A AR L PR RN R i AR E Y R R
Mo ) B B SR TR RO A MR B 5ok kB R IR Res A ehEr
4 @ % NI FehE RS d(Malone, 19818) o %ot (i 4715 B 4% - & 37E $r
BARM A F KRR GIR R R A oA il S SR T A HRRS 3 ®
P e’ 58 (short-term effeet) > ST B AV N A Bt s 82 2R i S IR RETL R,
dORERTH O KA 0 SRS RIPEREFER R G drn R A RE 2 g TS
TG MBS S % o T e BT R ERIRRITHTRR 2 ¢ o
TEAIE S R R AR R B EL P R R FF R RS
Al B g B ehpd R RBHERFEL R Pt o LR i
BORF O RRSRER N AL 0 2 G F 07 % 2 (usability) £ R 3 A &
Bk Ft o F- BRI - B ERTRE R FRARE ST R
LA EREFRR oW HEFI AT ARARE LT FEIHRY HA) - B
£ 3 e F(Norman, 2004) o F]t > FRerfp 4R AT 7 P &7 € B ¥ g =
TS € ik
TEAM e TETHE ) 28 BAL F R R A S RARRIR TS A
FREAFLRB AL REDRFT R A F L wmE B s T2 d R
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SRR L P AR TR AR A B o F RS B R ER ST R
P VEERBME NP R fr- L3 R EDE BT GTEF o BRa o
dE - e A EE SR RSB S o B Rhp A S (B
hole e BB~ FFLEE /A S E) > LT E fREr 0 RS v I H st
ik i (Kelly, 2004) = 28 @ » @ 015/ B 5 L el ik 7 5 7 i

£ G HEFAL TR  RRS 3 f T R BAT R g Ao 5

S|

PR g e o ‘Tfﬂ g F AL imiFeniT 5 e
i o Tmk R | GE 2R ABREY RS @ P L $4d (personal
identities) &2 p 2% 77} i@ (self-value) o T= Fofi- & {7 5 & = ﬁ*(vI 4w # HPE)
2 E_ L B(bldrd (743, Yee, 2005) it s Fetzm i H # mpd P (BRAI)EF K
Bavh K o A o =R s Bl AR ¢ R R AR T LA 2
IR FIALFEARF B E & FE R o Tl SRR R BRI S FT R R B R AL

RREHEE 4 {5 b A BIRRG B RA e RS ¥ ¢ B R E g

PRGN AR R o
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51 %%
AR MR F L CEBRREE LR AR B

DA AR SRR R R Y K RN 2 SRR ER R Y §
2 BFoF A AT 2 RGN I LT S RSNk
e R AR CL DR sl -SRI PR SR S SR A R TR Y S
H,ﬁﬁ@w%éﬁﬁﬁﬁﬂéﬁmﬁﬁéﬁ%§°

T FEAF AT RS PR Y FERPEE BEER
BEHA T F R, E TV TR, F A B HA RT L BPRR

1 TEf frm st IR RN R LR R e B S AT HFIRT O T2

MR SRNGHR T ST BHEFOL FEEREE P OP TR FHS AL
HaE 2 - Bbp s B R MR IR R P 5N A 2 REE M o e £ PR e
TR ¢ o ¥ - S G o pENEF AT F > B B R F DT F R
AL LY F P AT TSR R R NRF FE IR cha
PRt o IR ER P AR T BEFR P IE DF R

b AR ST A ¥ I PR Bl 2 R 7 mten
W e p AT HFIY BFAEBERRIFRISNL R ATES OB BER
(motivation to make new discoveries)i&m #% B = powit e R S TAR | B iE Bic
et TBaE 2 — e crdR f sx B(reinforcing reward-loops) #: F i ik o A [ ALFE F]

FTHERE 8 T ER ) MBEE 2 mTFEGRAEFEL Bl PRl ik

45



(long-term cybersocial relationships)@ 2288wk o B8 -1 & & 7 , P E B iEI=
g & 4 chds 8 (motivation to progress character)£r 3= 34t & 4 R hF -
(emotional attachments) @ 3 4c 32 T 3F 3t 2558 ¢ il € o7 BIS. 1 5 AFT 7 R

PR R L G WP RO B0 b ¢ B R E i ] -

S £ GRS
A T A
e BT SRR & B
- ﬁgjgi@gf[lﬁgg% - R EfE ‘F”l?‘]@‘ﬂ‘ ¥ - = ﬁq%ﬁﬁﬁ%ﬁf—@%f{’:
S - DO SRR TIRVEES
|

B > User
- T A

B 5.1 &R _F 2EER Tk A S 5]

529 i

>\_
it
o+
-
,‘m
F_k
($h
.
G
e
7
v
"ﬁ:
&

TIPS SR 8
B o F A AT R Sdg T AHeFRERT 2 A2 R WA A WSS | R
o B R R PP R o FIUNERT P TR G b BN ER L S
WA Y BT M AR ©F B PR (information
transparency) ~ ¥ 4R 3L 1% J* (zoom-in/zoom-out view of transparent information)
Sk oy KFRELIRED behik ¥ 55kG Lo R ol T A EE S
%N%H-i7 F'&—‘J?A»qu i-,ﬁ,_r} jﬂg:f_;;pb% m;/gp o Ew%?;}@ﬁq)‘@%—%
B BN T MRS TR ETARETRALT Y TR # 22
XA e LA RN IFE 0 B0 B I RO R S5 o

bt r F SRR T 5 RS B AR ] A R R B (design
aspect) £ 5 (pLBE(educational aspect)$k 2 - BT s F Ar L S o B A
PR SELEE K MU BN I T AT R ARG B AR RN 2 VAR R
FAF 5N chiE TR T PR B O R A AT S R R M 1 R 4

P BB R RIFRATE S b B i A ST o A 0 AR R

F_
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IR KPR AT G A IR FIE R ATOE S R e Bl
B Bt B LA AR S0 R RIFEIREL g B e g 5N
WHEF T UG iE - LS E > T Fr(safe guards) Al o A EUE FIIR B ¥ EI
TR B LR FFIRFICN F RO F Atz v L RpER T
FieF o IR b T B R Y EH R F LFIRTIF R ATYE
BT o i s R R DR T O SRR R R ATE S he LR R R
A B @ TN A S P IR R E RSN B s o R > FIRRB At ¥ s
BB o gk s st RARES > # v AR T L pd en B PRk Y 4R R AT E
o tagke MEFIR PRGN TEY A 5 d A ARRiL T kg i
PEWHIL b5 blde D PR AR S e kg SRR FALE b
NS PE T PE o ik s R PRIR R ¢ SR R § R P R
FA ¢ ®33~FT DT R A T e 8 e R st " f2 42 Y (soft solutions)
o 29 * KB TR RN T T TR A IS 2Rk 3t o
Y—%@a%%?ﬁi&ﬁ?’ipiﬁm—ﬁﬁﬂiﬁﬁé%I&EW‘
EEF L F 22 A g4 o F L RPN m AT R RO S T T
H 44 2 A ] 2 Tk At (Blar iR s s~ H i )k

BE  ERERFEENG R AHp Fl A REANERE O R FEE T

SOAE T T E AR BRE o G 1 B ReDA B K A2 180 9T AR BB A
o A R g i (3R B /R R @3 | (NCO)) -
u*k—ﬂmm‘r#&ﬂ" BIRCA] 5 s gt Y R F TG 8 R BB fen

FEI U m R R HFH - L0 F AR R P A LGRS
WA FRE FERE FHRFELILFILF AT BE MY T
&2 BEARIECA T R I E RS T e Mot pt 2 vh T E
AT AR PRk T TR R AT AR A Bl M R B E R
EFE R ) F 5 A g o 1 FT B i PR R IS chT P R (7 2t
B b o Bots o BBF BT X 2T R 4 R RY ¢ 3
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CAZIE T R AR SRR SRRk DAL o e Y M A

WA A AR R R e Ra o

5.3 4§ 14|
Bis AFFL S FAGREBEARET L e U F A bRt Y X3S

BERD 60 FRAEERSDIPFF L oB D RRRE L F AL
WEREAFDTERORE RS A AfER R 0 E L D PR %Ry
Aotppt v d T M FRER T ARG LT R F F F b g
B B RIS SRR RS e T i L
Boow TEARGF Y L E- IR e

L4 AT DR FE S RTINS L B RAE 7F N GiFR 0 P Y

v 3;
4

- RN 0 A E Y F B IRREE ARG B AT T PRy > AL L A
Y PR pget PR R i s e H G A B R G fjk.%?\fci (T & @
T ORISR EEIET SR I - Ko ?—*“Chlu Lee & Huang (2004)
e end BT S 2 ERAE G AR F 2 BEF RS {F 5RO
b,L,r&%];y\,,}#.4}52,,41‘17—%515—,;52“;}%5, NeE B I A Mo "L F AT
3 ¥5pk 2 ¢ (Koetal, 2005) » 2R AF7 5 AR Lt 4 3P 1§ MR pi%
BREPER R S K 0 R AT g T A E o AP ERARTETIL VT UG
WY R PGP REARFE T PRGN EHRES[NGE L LR
Bothe kBT B A DB P AU BT i Y X ERTIA BT feikE A
TG O A RA PR AR Y FERET L R AR G RS
WA O X AN GA L A P T FAET TR BRI A
ME LT BRI o B AP R kR T R AT g T
Henal L iR ¥ FNREAD S AP - BRY FEREFR N Wt
WA RAET FRAE RO A AR R R R A R i@ F 5

SRR PR 2 B R T RRT HE Y AB R

‘P 8
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