FREATHEL R ER LT E A 2

RN BEARE
& %l ¢ NSC 96-2412-H-009-006
HNEHPRF 200787 1 p 32 2008#772 31p

ﬂ\d%ﬁ;:} "14» |j‘l?ﬁ:%_“g\\‘7 KTJ.:
NAREEE R EREEFL LG L - B

IS R R A

L R R Y e LT

o= &/ 97T & 9 7 300



- TR PRI

Al EES P o kL N T RS T R
SR R s I ﬂ@ﬂéﬁw ShiG ['ﬁf* g
y[[;v:ﬁéiﬂ k;ﬂg%a\r,irﬁ“ N uzﬁl@&
%eg: F)Uaafﬂ Fstil ﬁfl o pEN [JF‘L%@ [/ & e
THRVE R [fk(Castronova 2005; Isbister & Watt,
2006) - fﬁm RN (IR - LY
AR o SRR T
R P Wﬁﬁf’ﬁjﬁﬁﬁ'\fi@%ﬁ’%ﬁ?fiﬁd’ [~
HYRYET

A

Ak EIEE SRR R 0 R E
it O R L G o FFEL G (PR
A | TR S PR TR P T R
HEE -

(e %) = R FEE e
2006 ?F}HL_TLI 52 [RETe o [yl PV
ﬁﬁ ,}ﬁf@fiﬁjﬁ1 ﬁ%ﬂf”ﬁ | 72 I“E‘riﬁ ‘,Jfﬁ‘
EU‘“L{@ (%?P £ 2005) » PRI Gl RS
BB A e e S é@ﬁifg’? SRV ) O
50 2003 5§ BEC Y 0 2004 5 R R P
2004 ) °

Ml{‘_

[y,

FEMEES S | 1) > 2003 & = SRR 5
B[ IAE 73 Elﬁ Mo EEN 389k LFS - e
% (hard-core players)'(DFC Intelligence, 2003) ;
’F‘,fﬁﬁfﬁ&fi@% MR 2005 & E\ﬂj’*é@? | 257
f'l k (ﬁ‘ﬁﬁzf?ﬁ'ﬁgﬂg. 2005 F 5 F[ 25 F1) e
WHBRERESH Castronova(2005)4E lﬁﬁE‘[@E“F& ]
ER RN R ST NI
fﬁglfjﬁ@ = o

B 2T NI CE S el L T Er‘*ﬁ’*r‘ﬂ%#?ﬂﬁ'ﬁ[
FIfer o SPE I 5 o PRSI %D'fUrE'
Mo Seh ZEAN 5SS ytﬁ”*rfﬂp

Bt | 17 PSESAEER - A RLAT IR 5‘”[?&‘ ﬁ'
ﬁ9§]‘\lﬁ§ﬁ[ﬁﬁ%@#ﬁfmiﬁﬂl% °

MRS RS R

o+ [ JﬁF[L JApUE H-F:ﬁltt WE ;Ej# E}JT‘EJ@L'F”ﬁ'
PRRRETART - 2003 7 > PylHY )T S

I F[fyﬁlmjlﬁﬁ—ﬁ%ﬁgi}ﬂ‘r o B~ RLAb RS I
e i A %" i (Digital Game Research
Association, DiGRA) » fi— FJRLEFHSL] 5 pruss &
ﬁﬁi@%ﬁf[ I-=(Center for Computer Game, CCQG) °

2 SRR R PR R
(International ~ Communication  Association,
ICA) » #HF 2005 # 7 FUAFY 20 [psefesd
It PR S H(Game Studies) (PR
[ FUE Y & 2 U (popular: communication) -

4[“ e Jﬁﬁ‘ o T “Popular
Communication” #2006 F 7

SREE
-

SEEAERERE % FSSEA R
(www.allgame.com)fURRFT » 75 | 35,400 %5
S 93T P[RS £ F(Jansz, 2005) ©
fer S S IF“’?ﬁJ\ AT KIS 5 5T 0 AR
b5 AP PR VPSR R ST
LII[L[%EFIJI]L};&]JZ(;F[ﬂJT o o

5y T [1 ESoiH T }H;\_
F:ﬁi}&kiﬁﬁ 7} £l **“Jx@é&ﬁ‘(&lrcade game) (Y1
HUB AR RO AR PR R (8 A
fi) 0 FW S (elevision game) (!
PlayStation2 ) > P (computer game) » = 1
WS (mobile game) ( i/[lpﬁ%i[ﬂ%l/ | E RS
R FRBERESE RS - (R 5 - 2004 ¢
TG > 2004 )

S TE IS N PP E ST o
PR3 EL = (1)] BDESS Ry 5e % Tl
S YT REE s QLS > 2 2 40 {5

FIRIFHET - I (CS E’*B"I Eﬂjﬂ:’ EGE i R
FY Quake: (3B [ R (218 [l
Ejj A IR Fr' Y(World of Warcraft)
i - L S e e AL A
Hr) IR > Ay 40 fl EJF/a‘E'_“E* fy



#%Jwﬁ%*’ J 10 F4 * 1 IR s

5= ﬁ"&lﬁf_w&[ﬁt vk o3 = IR
Jﬁjraﬁﬁﬂﬁéﬁzﬁt RIS -+ B e
(local area network game)!'J & % * sl ¥ 1f5)
iﬁjiﬁ_?%?(massively multiplayer online role playing
game, MMORPG) « FHSHRET 1 sl ~ (1
=l RHRY (2 BEER) B (b BT
) FRTHT s BB ER R %
- mﬁLﬁﬁﬁ M«B%F
P RS R % N 6
E}iﬁjiﬁ%ﬁ » EVHY [El E'J SRR 2 Eﬁ%&aw?
T LT (2003) R (V)
(328%) % (IFRIBFL) (208%) AL
Wi P e 4 -
SYPUFE (AR | RS T (AR B 5
HFE R R A 8 3 £ S BRI (first-person

shooting, fif#& FPS) » ?+F% Jﬁfﬁﬂ(social world)
PIRe % b E I EIET RS FE IR (Castronova,

2005) * ﬂ&ﬁﬁﬂﬁiﬁwé_ | - 5
- RIS s |
IJ&KF}I} ; T_LFE%JI’I JJ\B_‘T_‘FE%; ﬁlilg q’F’;’ﬁElﬁ
i?f%dl ﬂ\Eﬂ—l—“FHﬁ}JFJ , Wﬁigﬁﬂ‘l‘i‘ﬂ\%%
SR A O R

T BIFT R > RLst W TR
Bl A G A R B RO
b TF 1% (advancement systems) > e % [F:ﬂ g =
FURIERp S S T T R

&¢V%%@in%aﬂ<ﬁja’
2003 BB > 2004 + FBE A R A 2004)
FW@$’%Lﬁﬁ%m4wﬁﬁ FLE!
P N [ TR SRPO T B

E¥5(playing) » kL * iFﬁ‘ﬁ‘*‘f‘ﬂ? TVETRIRS
THJ Johan Hulzmga}ljﬁ?é&fﬂk v (S 8IS > Jean
Piaget F?”E WS~ IFEJ"*?%??@‘?{W*E
p="F&(Castronova, 2005) ¢ Michael Tomasello
= Merlin Donald EI§J’E' T N R

(TR RIS e SR
O TR BB GEEVRY
FeilEi(video game) = HGHEIFERHIRS! 7] ik
i ZfE (Murray, 2006) ©

Juul(2003) &7 |1 ffst ?‘iynlbfgﬁp /ﬁ@‘r )
& f (D= fi(interactivity) > (2)5 F | Py
4 E[Ji B¥(rule-based nature) * (3) % 7t [V]Hf £
[~ 'ﬁa'f@ﬁﬁ%f#(a variable and quantifiable
(4) g Te o [ S 2 P e S
(the nextricable link between game and player) (5)
ORGP B 5e % S E IR | (the attachment
of the player to the outcome)=" » %4 ;{'ﬁr',’F_JIZ[“ [F=
TIE RS B 2 B ET [ il
HHE F‘j’ﬁ FREpuPYE R > S5 (st
J‘if?gﬁﬁffﬁ B o

outcome) °

L DR SRS T
%ﬁﬁwfﬂﬁﬁmw%ﬁuwﬁwﬁﬁﬁ%mﬁ
FEUEEH PR B B e
AR R -

2. EUEPIERO A HA T o i G
@’Wﬁ&%Wﬁ%mwiﬁ DS
LI VNI S i S iF S RN TRy
(PEH ORI S YRR PSR R
o PRSI > YR ™ 2=
(IR S S B TS AR Ry
FﬁﬁWWﬂ’@f£$W$W“@ﬁﬁﬁ
qﬁ’[:lﬁff R

3. a&mga [~ e -
BPVREIN - B e PR ] g )
%@ﬁlj"ﬁf&lsﬁ@ PJ[MISFH@Qj’qi F[Effégg
BI[HHC BT 5k kg
il = Es AR - AR ﬁf
%ﬂuﬁﬁfvzﬁw:@w# =Bl {5
T R g g s - T R
%ii'"é LRI R (SO R )
B T AT T R I



}‘FJ? I—;_(“‘@T‘J? MR ]EI@:?”_IFI}J* EJF

EUEE o AT IPIFET[H: B
W P e
4. WERERSR M PO -

’;%?%TEI%%‘:’F{UNH@%% Joo PH VT i
i ?*Jfﬁ%f? > RLSe S SO E SR [
IE[ Jg”'w TLE}jF'Ej EiﬂFP ’4-_‘_[ J“%**»j%‘][ N ?‘éﬁ‘lg
5+ RS O L
WG T 2 —’IEF[ PR ek ST B
[ 5 TS B - [ "Jﬁiﬁﬁﬂ%‘& SEIEY
s -

5. ERSPURS N BT SR S e |
rﬁ%ﬁ’fﬁ@%@ [ e ﬁ’%‘TUH&“E’“
Castronova(ZOOS) '%7137} ] o S ] e
b S SRR 5 L
(A P B UE ) 10%pV AR 10%?[BFIJJ‘J
il l,%%h’ﬂﬁ?%[’:' » B rRe ’@(T\ 0% fifiay % ik
FESH & (Y g il =
nonplayers characters, i NPCs) &= ]
Ao TR U E#?Ef"i??;ﬁf%@ FTE ]
Foo IS PR A

6. AL ST P S E R P T
T o gL ] AR T S i S 7 ?FI
ISRV - @ %é‘éﬁfﬁ'%@ﬁ%ﬁ”ﬁ |f™
(»; R ;7;/1;{ Bt PR R PP
] b T ’Fﬁ'f‘iﬁf’. S B H {6 %ﬁ%ﬁs{ i
"% © Castronova (ZOOS)I?;J B o sl ]
s | ] i T ORI
(persistant, > {iye % [a pop= 8 ?’/ﬂl ﬁ'#ﬁﬂ
R ) ~ POV (physical, FrE | ELEED
i IS o R e R AR T
EAIRE ) =D (i/[[ﬁfj”"?i) wﬁj’ﬁ ’
fp A S P P B [ T VAR
) LR 4 Iy

T IR T R AR R PR
qf\ljpdiﬁﬂl‘%i@‘«

il B 25— ﬁﬁﬁ%ﬂﬁﬂ » WS P R
Fafd ~ = AT B BT (empower) I/ TV
%ﬁl’%ﬁ o Pl 760 Sl [ T Elﬂ[iﬁ’if‘j@f o
I TR o = ™ OS> g ¢
o~ IR fﬂiﬁ‘ﬁ%‘@"%%m@?ﬁﬁ@ °
MEISEHS (R UL v o0 18 %lﬁjg'gﬁﬁ 'F: ’
WA S = B TEJI%IF'T’?F&‘?JJ?JG T E e~ R
VRN L R pﬁﬂgu[ﬁ? Flp) £ i{‘ﬁgﬂ
%‘f’?ﬁﬂ] Li%‘wu?ﬂ = BT [ (active media
user) | (Ruggiero, 2000)~7374 £ 24 5 Jansz(2005)
'Wwﬁﬁmﬁiﬁwﬂﬁ’%%iﬁwm
BT LU %E“ o Pﬁ%%ﬁﬁﬁﬁﬂ
J\Eﬁ? = - Hil%' =P TR E Y
Fle ili,'w;ﬂﬂiﬁi?é&*ﬁ Il CHIgp = ghpy =
B == £ e UL ET) MBS iy
[#@Wtﬂgll 5 yé’: i IJTJNF’??P s
I YRR REERE T ’d’*:’ﬁ@ﬁ'ﬁ fi (4
Fufﬁjﬁ‘/rufﬁ ) FZIp Jﬁ%&ﬁﬁ iﬂﬁu%ﬂlfﬁ
RERHER * RIS Ptipype] fﬂﬁ\?b
- H*@[m o

Z.TEIZEE Ay

JEAHIE VR T ALY £
?ﬁf I—Bﬂ?;js' b E*J ﬁ’s@]ﬁg} ,‘;‘}Jm?\[ ]
W*% SR T - SRR - ]

B NESR AL e i3 - Ry Jﬁ'pjﬁrg

> A ¢?@?ﬁ’ﬂ#@k£@w¢
Hﬁ TR o T F | 2 B I S
TR IS I R e s AT
EE (A R

Y= o PR IR R A 1)
Bl AEfGRL Fiﬁ?ﬁﬂ[ PR RLENSeg =
FsE IVEE ) F (A S AN S ek
PO = T E [th_jﬂj Ny 'ﬂle‘}" eAl
i 1_;5‘?11] PR BT 2T
ﬁjﬂ@’? S iﬁﬁlﬁ[ﬁéjfgl%@?ﬁ%ib_?
R PP Y R R AR
A FT R e DA A AT



I SR AR 1R - R
B ﬁ%griésijh?ﬁﬁ_’\ﬁﬁirﬁ@] i o

1N Tﬁﬁbﬂ*zﬂﬂmﬁ SRETH o I fReL ik
EREL ] FE T ﬁ%?“(dgltal media) fi" fj=fu#
A - AR R SR R
o PURAOSIGL Y BB o R
Zz;iﬁ eV i o e R A~ A
] SEEE 5 b ﬂ?ﬁf@%’ﬁ o bl 3
y@?&[ﬁ:t@;ﬁ,nwlﬂ“{%’ﬁ@ e Jyﬁpr& #*
BT B[ A PGS ~ SER e TEY
4 k%@@iﬁ;{rﬁﬁﬂ fﬁﬂ I @ﬁfﬂ[ﬂlisqi
AR PR A RRRIRER ST B
Fgﬁ“ﬁfiff"]’l IE'“‘TZ"%?%H BG4 sl = BT -

3HE R
#p(the membrane) ] - F|
ERESIEES T P

WL R E - BE G A Bl
WA o AiEdN 0 d P RPN
AR BE&C > RIRPEEP ¥ A EG
P o E e S TR R
«4¢ 4 [f] 8] (the magic circle) » 7 = 3
f_r,'_%E R R & /a';\‘{_tl R

By iRes Al

/?\%i’ ‘”t%ﬁl‘ifﬂz’éf’? fe £
E ¥ %% en(porous) v I A ER > B
i#ﬁ" AT FEF NE G k

s FRE RS S o
'% R SR P ST R R
> (Castronova, 2005, p.147)

A PSRRI e R 0 2R ()
Bl PR 2R DA~ 2R
FIFTAEE s > o T RLEFES T 5 = I
L e Rl R
> AR A PR AR
A A= f"ﬁ’é?%ﬁ.*?@%&?}’
SRR R G Y T s e
PEAHEERIA o (ERL o SRR R e F'

DAY (ORI
ISP T e Py

5 ’*Sﬁﬂ PP 1 I RL ST S e
i@ffﬁp oo PRI T RS R
PG 5 2 RURIPN T AR A R
PRl o 1) SCBIRpLR Dy (LY =75
(EverQuest)) & > P ikl 1999 &F (1Y
TR S s 255 Ot b ) kL 2004
Ty RS Rt @r(Warcraft) ) ‘”‘ZU
(1994 F &5 ) dEiasl FHESLY o fEfTRS
PR ERT - B ﬁlizf[ﬁ_‘%ﬁy%ﬁkﬂ
(P gt ~ P = e B Dot N
y)?’f‘j'ﬂ%ﬁ 9t F?&E"f‘%ﬁ’?‘/ﬁ” s (U5
HIFV T B ) 27k FL S

BYZ o NHIOT PRI LS R
@mﬁwﬁsﬁ%’jww%ﬁaﬁﬂ%%
A AR ﬁjff}ﬂi@ﬁt'ﬁb
I:[E b3 TJIZ[D RIS e g 2 T 1
RIS ’91@

ljtr"ﬁtjl}l ’

IS UL L@%ﬁfﬁﬁﬂﬁ TJsr
g = Efﬂfjér%‘(Green & Baverlier,
2003) 3 HLT VDSBS R E - W E
S R B 8
PRACRERR T o P R “?Q’I?Jfﬁ |
fgi' s PR PSS 5 L E J'J 2 [FEJquF/j" ir[?ﬁlﬂj
T = W(Jansz, 2005) 3 ST EL 0 [T T R
fﬁ?é‘\ﬁlﬁfﬁﬁﬁ?é » RS e ?FE‘E‘HF’}
(== £% (Durkin & Barber, 2002; Griffiths, Davies
& Chappell, 2003 ; PEST e ETS 21 > 2004 ) ©

FIFIF PSP A iR 5
F Ry E(addition) R 54 > SeF o ﬁ ”F'\I R
iﬁ?%ﬁm Pl PVEY#E (Yee, 2002) s 68%Elfl§;§?§{ FA”‘ |
;E]‘J FL » I [H J,ﬁv tnﬁ%gp}lb_?gﬁﬁ
90% (Smith, Lachlan & Tamborini, 2003) ;
F”‘ﬁ“[ ] H"Aﬂ[ﬁ*‘ﬂ&]ﬁ ﬁt"(Grossman &
DeGaetano 1999 Thompson, 2002; Anderson,



2004) 5 1) [PURA T+
= B (mainstreaming effect) » F2% rﬁ TR
AP R P U] P 2 AL
= » 3 @ﬁ'ﬁi(Wilhams, 20006) °

e PO o T P kL
SHSETE 7 L S R DR
?}’ﬁ‘%%ﬁffﬁzlv Y1 Smith ~ Lachlan = Tamborini
(2003)%#)5/\%]‘4 JJ[ | FLﬁ' URFF o S A
SRR (e 2L

BEEARASL SRS 53 AL » (1
LSS L o S A 1 Bl st
o IR AR ST A [
BB - b S HE A i IR R
IR OREA I R R
m;ﬁy@k@i i ?F*}f”f@ » TSR AL
IR Y A ALK o PR zj:’ﬁrﬁzlhpjf:[
%l‘[ﬁ:ﬂ: °

B o (B Y (PR RE -

I') Giddens(1986)7diffg (= -E/fi e £ 4 PR (05
F:’y?i/ ¢JF‘-JE?EJ¢‘¢¢ A (structure) i &b I'f &
ﬁfmug&ﬁwif Fr11% (agency) UL RE -
%F[Jﬁgb i/[l[ﬂj Hall(1980)# 1 > HisSpLfl i
EEREEE N VAT g sy o (ELRLBEER S T
PR 2 R oA B
I P RGP o RRLE - e
SRS [ F‘JE‘@#‘

STC o R EIEEAS TR ﬁ%;pﬁir%’jdzl ~
B SRS PLRLIFT )53 P - et ot
S B O
L R
Pl o Do 2 g pust R o S
T R SRS S VAR PR R SR Y IS
& RO IR VL TR [~
e

T RS TR

FAH VI T A B rE
= 1%&@?5%53¥ ﬂ/¢$§f§17’}fr’?ﬁffif%3
WS 1 E'FBIIJ%"J%’LE’EW% P
“ﬁ?ﬁﬁ RS 2 Ll LS ¢¢fﬂ
IR ¥l Y itﬁ’ﬁ%?ﬂﬁﬁiﬁ‘w o A J%KF‘T
£@¢¢$Q¢M$w@f?%ﬁw

AVEFTIA 2 RS
FIr [’ﬁﬁﬁﬁl%ﬁ Online (Ragnarok Online) (I']

N RPEELER) KL TG o fRE Gravity
20 AT AT 2002 5 TN
2002 & K yﬁL**L ERE s = 5 ulgﬁi;]pbiip ) 5
IS fiﬁ REPTE IS ) 2008 HF Ef)
Eﬁﬁ%ﬁAOﬁ’wﬁfgﬁﬁﬁ%ﬁﬁﬁ
%E‘rr*lﬁf’?ﬁ VI e rjﬁxﬁfﬁﬁl R
TR BT wk sz Al 5 l”ﬁE‘\f
b S lﬁl[ﬁlﬁl%&’}”g{ EﬁEJJ:F K ,ﬁF

kg@%" ﬁ“ﬁﬂﬁ%%-J”@It 3@’ﬁ?¢
DI RSEG © TRR] LG ] 2002
E12007?Ftr,_ :

B A G PO A ST Ry
—%Hﬁ@WWWW?%W%
GRS R VAR TR A

G lﬁli%&[ﬁﬁ%% > HURESS 12 Thils
5 SV F ST BT 1275 TRO YU ¢
B RFEEE S N

P EIPE s BRI AR T
W 2] F ] Te-joy RO X ROW— ekl

?\W’\I*%‘Fﬂﬁ%?ﬁ 2 R RS
(IR 2B ﬁﬁ Fyre=p®

ﬁ@’ﬁl AR (RS N ﬁéﬁ*,ﬂ?ﬂ,@@?lﬁj
["E[E““I‘%EJ?E R H T 43 R
?ﬁb?%ﬁ?,f,%f-l ’ ¢¢J‘Jf}iﬁ?[’fi@%ﬁ]’*‘%
F'J?f” B RUTATEG  HUE 5

?f o 7};: B ?{?ﬁﬁgj@ijﬁq ) J‘JP{{‘“{J

lkeglﬁ%:t‘m‘a?{# 2007 £ 1 5] 10 [~ 1 5] 15 [ I
1 4] 20 [1= [Isufi] 8 5 &‘f‘,lﬁ%é O U
fifl > R £ 52633 i e
* Lt Online IiF[?ﬁIEU’?I E‘i&:ﬂlli‘ et

!

EJH:E?F N



TP RS ) RO

ETE ’E’f?k flg"j [E&‘E'Iﬁjjﬁi[f ST
(IR A P AR o
P T

HABAUY F S HEY Elﬁ)ﬁFJ AR~ Ee )
fiE8 1 FE A ik ﬁﬁw’% W
I 8o S ARG AR BT RDERSTE
BlILREAN e 1= ¢£r:si;%ﬁ% Elffﬁj@f? ’ *“Jﬁiﬁiﬁj‘%
%ﬁﬁEﬂElfiﬁl@%J Al
1LEPREL S~ 7 tﬁﬁﬁflflﬁ%ﬁiﬁfﬂ
SRl o L =
ﬁﬁ&x FJ" [t Ewﬁ*ﬁ.mpu[mjﬁ:/rgllxﬁg\ Iﬁﬁ s
PR FISRTE ~ 35900 2y o S 0
L ﬁ'J ,"é{{ﬁ“g@?ﬁ%j [Hoe & FkEJF (e
o U TS TR
(1 SRS e R P e
i %FJ%EHU J U RS Tk
T BRAFRY T R e SV S "r
%%J,br%i?%iJFwﬁﬁoﬂ
H W 7+?‘4]’P<Lfif PRI SR
TR R 5
1&,w¢f~%~mIFW%%ﬁ$Tvﬂﬂmﬁf
iR LS v A R TR 1 Ik T
%&éwﬁwﬁﬂﬁ%rufﬁ@%uﬂmu%ﬁ
ﬂ%ﬂﬁ%ﬁ%ﬁﬁ&%io%wﬁﬁww

R ~ 0 Tl O B
il ﬁ@*%*%éju*wﬁw?ﬁ‘

b PR IR SR -
Zﬁﬂ*ﬁwﬁ%un

U FJE IE“:’H{P INEAEY EIIF_'q'F[ Ff[s%-ﬂf
e L L N L
]E[ﬁf':ﬁ Jgj:«_‘:]& ﬁx[ Fﬁ[~|F[JF Jc [ s

Eu}? 15 #-(robots ;{‘ﬁﬁ mobile objects) ~ #5485 *
(non-players characters, NPC) ~ #fs= » ¥ Et

(B3 == % (2002 & 8 £ = 12 k)~ 573 (2003
ﬁFlFJ*lz 1)~ Ay (2004 = 3 £ = 2005 & 7
47},{%%‘“(2005#12 JESSDE

R S =P pusEt gy > S E
PORI2boe 5 e ] PRI P O = I,
(RIS 55

FEFBAA P ARl AR
[=<p(avatar) > I'f9H ] ~ FLHESSH (2 g i)

l%iﬁﬁiﬂ(&wﬁ ) g A
5% W=V I 2 B R
%’ﬁ%awmﬁﬁﬂw@%%oﬁﬁﬁﬁ

AR GRS Ol o 4
SEE S I I E E-'|EI"J§LF?"§J§E[I Z/p*”f_* il
AR 5% 'iu’%@_ﬁ“&‘a&ké”“ Sy AL
7 FIHTE{ % Wf%f&&%ﬁﬁ&ﬁ%é}?ﬁﬁm
T IR ) W
AOHFNE T AR TR D p
HAR kaJFTJI« (RFZ st -
SRR A

;\5?5%; I~ E{*JEIU fFIJ Eﬁ #5E V#“] LU S E{’LJT\

~‘ ﬁ“ﬁ]r[‘fﬁ* W@Fﬁ&g;gﬁjﬁéjﬁgﬁ
% ﬁq&fnﬂh@{m FHE L o fﬁwﬁ&mgﬁi
FeF FIIRAGEEH VL ERE ([RLEESS k
thJﬁﬁf‘Mﬂ?Hﬁﬁﬁmim

IR A s S e R T
a%%gﬁﬁﬁﬁgmyio

&ﬁ%mwwm%%ﬁﬁ’TU&ﬁﬁ
it *ﬂ‘fﬁ ﬁ"’&%‘i“ﬁ [ikls iF’EﬁJS“E FE o
Ti@ﬁ%ﬂﬂ@% E%ﬂﬁ?ﬂ@ L
FEreIput Eps ) Bft[ Fpl a2y
Eﬁjgﬁ H i Fu@%tﬁﬂ x@@?“gufﬂr
ffig by (BSSREEY ) = 991 Do s ] b
PJ%% 8 Wﬁéﬁ it > IR - eXIREE R
FiFORE it e - R
7 o ST IS Al RV B
SH (LR -

ORI

PR AR U S
EL"J Eﬁ,l—%’? I::J: —‘F‘I}J‘Iﬁ %TF[@}E}%&_\D ¢ é&‘g* 7} )P?BEEFJ ’
WY B T A - B



(RN ED LR (U R o TSR Y
AR A o P R A R Do
zgp'%$¢@@ﬁﬁwrmﬁﬁ S
IR H o T IR g
:—*@%h~&wk‘ﬁ@ﬁﬁﬁmw%
SRR 5 P ~ 25 %ﬁliﬁﬂﬁﬁ@#ﬁ
o P PR SRR T }Z\ﬁﬂﬁﬁﬁﬂﬁ
(PR B ST S8R » SRRy
[ e SIEEF i o E @t et
FI PIF &= %) oK F[J]KE &Pﬁf[ I ﬁl
fEoe% F"[ﬁ F’?ﬁ%gu: Al v 2% (30
EE SR N vwﬁwuo&*i>

SRy o B S T *F (T B
BT TR N A R w2
PIRREH o e fUTesg dals " B F o
ﬂﬁ%@%“gﬁ%wﬁMﬁ“wﬁ%w@
it @'“fﬁ Fle IF[%JFIJ;-E“ A 3
FHRIFIAEERID ~ FiA IR - S5 R
F R A I AL T % H i
57 R OB - AP AT 4
TGP LT Y Y £ o B
A SDEEORY P
@F@qi P Y ??51« (AL » 71 SR H]
B Ses T T R A
B ri@;lhﬁj[ﬂ B L

H 75?%3?"1 B ThETAA L = -
E‘ﬁﬁﬁﬂ R AL RV
EE ifl fﬂJ LA R ) T e O

*iﬁoﬁﬁﬁwgﬁﬁ@’ﬁj/%%ﬁ
“’Wt%iﬁMpﬂwﬁﬂ@wﬁ%m
B SRR - R OBl A F'EF
35 IR o TR IPRLRE R Sig e lipl
RSP AR f) GERRT -~ -
A 1] Wﬁ@ﬁ B /%%ﬁtim¢
BTt J§L¢;ri?: ; Djijﬁ SHUPE - SHEE o
BT s 1 T TR - 55 R0

I H I O M e -

SR A AR VAR 5 AL >
JE/ SRS CH IR £ - 2452
= (g D BT ) I

WJ”%??}E%*ﬁﬁW?ﬁiH%E%mﬁﬂ
THED) ) R R ig&fpjr o

T P Ee F@rﬂ:ﬂ g%?g,jeﬁ@ﬁﬂ ST

Sy PRI TE S o

=5 ¢T1’;“’E" ’rﬁj‘i o (BRI
S }j\ﬁ\]ﬁi}gﬁ#fég’!—'[/— ) LLFIJ:ETL;S“@T%‘
TR R tl%f[ VTR T
(denotation) ; (Y1 ™ = /agfa~ 78 | AUy i) Gk
3 Fuﬁlﬁfﬁ'ﬁ,\l (Z/[I@TJHFA .j PRt TR T
) 3 PTEE [P & PN - )
ﬁbﬁg%afimﬁ.%\ / i JE?%JJ JﬁglﬁﬂiﬁL%Fﬁ’:j

P

U T » R E - (i
R > B AR RS -
S SN ES e e
HaII(198O)F*?F~| » F*] &5 3% (connotation) ; 1 fL
A ERE SR o B gl L i By
OIS 355
Lﬂ@ﬁﬁ:@ﬂ’ﬁﬁﬁmw@’wim
RUESEES ] PRIpOEL R % B T SRS
ALFEPEE TR FH ORI L AL
SRV S R B - RS (L)
W RAUTS » 2L AR T
ol FE 3 28, *F“%‘“ IINEAl ?[ﬁ S jjﬁ”ﬁ%?ﬂ
5]3 }J’dezp Jﬁ[ﬁfﬁ

*~%%W%P?

SRt

¢?%mﬂ IRIER = & WG SRR
2 1E e N e I E e

I R L B A s £
BT RSSO )
B T EpRES ) B

L3 S e



SR (S TP | U B
Y AR B+ T P
R = R RS
Ot T 4 BT AL 0 4 R
TR SCoE s S

Fﬂ’dm%@@W’im%%$E%
R NN /ﬁf*l FL“':’F{, [ SAEFIE 2R >

LA > RS
RIxE- Hjﬁ[fjﬁ:«]‘ﬁ% o

2 A BRI

APPSR
w¢ﬁ%?%JWﬁi’vwaﬂﬁr%j
B EFL P SOMERIE 2R pUsESH 5 R it %
A *Tji'\lﬁ‘%fw B (O
S SR AR TR < o i
R RV PSRRI g A o 2 g
= 2R

*«L\iﬁ]ﬁ[ﬁg’ﬁ&%%(m%ﬁ 5525 EUo(f\,}ﬁf&
T S5 2 IR S 50
f7) > A1 2005 F 10 £] 24 1> TV
F I
http://www.motc.gov.tw/hypage.cgi?HYP
AGE=stat03.asp -

}Tlf;%@i?mdf’? (2004 ) - <<Eﬁ§&@$‘, E[RU
pid e piAdT AR

Mg (2004) o (g 3 RIS 58 OB S
JIPT) e ’F = QH B =

PRERE] ~ ST (2004) o (Rl SIS £ (i
t}ﬂ,ﬁj«n;@ o }FJ J/Eanj;J/:lE{E%
1) - 12004 {1 A F 3
FEI‘T’IQJ TEARENERC R
B (G (2004) - (2004 5 SfefiRsfis |
WL ) o B R P

Anderson, C. A. (2004). An update on the
effects of playing violent video games.
Journal of Adolescence, 27, 113-122.

Castronova, E. (2005). Synthetic world: The
business and culture of online games.
Chicago: The university of Chicago press.

DFC Intelligence. (2003). Challenges and
opportunities in the online game market.
San Diego, CA: DFC Interlligence.

Durking, K., & Barber, B. (2002). Not so
doomed: Computer game play and
positive adolescent development. Journal
of Applied Decelopmental Psychology, 23,
373-392.

Giddens, A. (1986). The constitution of society:
Outline of the theory of structuration.
University of California Press.

Green, V. S. & Bavelier, D. (2003). Action
video game modifiers visual selective
attention. Nature, 425, 534-537.

Griffiths, M. D., Davies, M. N. O., & Chappell,
D. (2003). Breaking the stereotype: The
case of online gaming. Cyberpsychology
& Behavior, 6, 81-91.

Grossman, D., & DeGaetano, G. (1999). Stop
teaching our kids to kill. New York:
Crown.

Hall, S. (1980). Encoding/decoding. In S. Hall,
D. Hobson, A. Lowe, & P. Willis (Eds.),
Culture, Media, Language (pp.128-139).
London: Hutchinson.

Isbister, K., & Watt, J. H. (2006). At play: Guest
editors’ introduction. Popular
Communication, 4 (3), 161-163.



Jansz, J. (2005). The emotional appeal of
violent video games for adolescent males.
Communication Theory, 15(3): 215-241.

Juul, J. (2003). The game, the player, the world:
Looking for a heart of gameness. In M.
Copier & J. Raessens (Eds.), Level up.
Digital games research conference
(pp.166-186). Utrecht, Netherlands:
Universiteit Urencht and DIGRA.

Murray, J. H. (2006). Toward a cultural theory
of gaming: Digital games and the
co-evolution of media, mind, and culture.
Popular Communication, 4(3), 185-202.

Ruggiero, T. E. (2000). Uses and gratification
theory in the 21% century. Mass
Communication & Society, 3, 3-37.

Smith, S. L., Lachlan, K.& Tamborini, R.
(2003). Popular video games: Quantifying
the presentation of violence and its context.
Journal of Broadcasting & Electronic
Media, 47, 58-76.

Thompson, C. (2002). Violence and the political
life of video games. In L. King (Ed.),
Game on: The history and culture of
videogames (pp. 22-32). London:
Barbican.

Williams, D. (2006). Virtual cultivation: Online
worlds, offline perceptions. Journal of
Communication, 56, 69-87.

Yee, N. (2002). Ariad--Understanding
MMORPG addition. Available:
http://www.nickyee.com/hub/addition/ho
me/html.



