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r I Yhis study adapted the method of Miryoku Engineering to explore the appeal factors of running
games in mobile devices. The researchers used in-depth interview to obtain the appeal factors
from the experienced users, and made an EGM structure. Then the researchers used statistics of factor

analysis and multiple regression analysis to find seven appeal dimensions for designing running games

non

in mobile devices, respectively, including "realistic and exciting scenes", "rich contents" , "attractive

non "non

visual and audio effects", " clear text in interfaces ", "extra bonus", "dlrect and fast manipulation in
characters", "cumulative achievement". Moreover, the appeal dimensions that every running game

emphasized would vary due to the different characteristics.
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1.1 FHBEEMREMBETOSRBEEMBRAER

FH AN TF AT S ARG RS S A B 5 K HRVETDhRE - B a5 L2 e BT
R » H % K (Lee, Song, Ryu, Kim, & Kwon, 2015) ©

% PC B AR & 2B S KE BRI 2 ERS T F Bk
% o fRIFRIRTSGHHE S (NPD Group) 2012 %29 A 5 H/AMMFEE
FEE » B E EE E R FRECERBIUEBM I E A EREAHEIE
BE5EEEEL (40 Xbox ~ PS3) Y M%/0LBr% core gamer ] © SuperData Research f51
FH R A B8 R 2R B2 T » AT BB B E 2 BRATE @ E A - B ASRIR
D PRIEME# A (SuperData, 2012) © 1245 Nielsen” s 2013 FHRIEER FHHEH
A (Nielsen_Company, 2013) » #44{LHY) APP IESMSBOREBT » [EFHEER -
FE R — TR S - AR E RS TS ERE /) - fEFTE ERER » HE
APP R R H N & EER (Khalaf, 2013) 3% ERIEH - 10H 2% FHFAE (1

1588/ K) RHEFRBITFROEE -

P7EfE - 21 thAC Ry LB e B - FEH S B R E ERY £ 8L - #E PC

BB B 90 FERAY PR IEAR - B (ERS B A 2 SR B A U U8 e

ARE - FRREL AR NS R R B 58 KA RE N EREERCT- & - B AR BIRE
B > RS S H G ILEEIZK (Pace, 2013) °

1.2 RESERVSEIODIREE

£ Fr A i Bk APP o > Hoop — il 24P 9 2E AU > B Ky B 50 K (Running
Games ) ° JTFEHGE TR RER) T HGEF BN 1 BRI AR AMRGE - 411 - Temple Run( 4N
2) ~ Subway Surfers( 4NI& 3) 5 » IR EEITEENR - §FEH REE T EHI%
iR R £ A G NETER - £ A FEE — XL R EIPE > it
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Imangi Studios At Hi (B ERE LG Temple Run 2 £ 20134 1 A 17 H &
ZEE i0S App Store > {EPURAIREH - H TR &E 2000 & - —{EE k1)
T A Google Play © 8988 & —K B EEL - (HEAH IR MER PEEER > Temple
Run 2 % ik B #5515 B A » Temple Run 2 #E5EE 10S 5 _EREINHIES S — -

PR B R E N INTBE ~ Bk~ 1T SRR K - 38 TR AR R
5 LR - SRR IR M A AR P AR R R EURR © B IZRER » Temple Run 2 k2
Subway Surfers 5& KBRS EEEL - R GHEEGIR EE - (EHEEELEE T R 78
JeRh (e 2 SEE YD HEGL AR » B L E A B A R B B R R IET = - DL
RIGEIS SR A ERE - Ltk SR T DRI R EE o A - B
TARER R FEE R R

PR RR TG BRI R (R PRAORE 11 - REBLEL M RE IR E AT RIS 2 &
(ATRE 2R R IS BT R L 2 FE B RE BB (R UK S | D B EAEWRAEIE 2 58 L&

IR E AR S BLAR A TR R AR PR ZERVRRRE - AT RER —ARET S TARAVGRE ©

EIUEEE ARG > IER% TG » M5CF ~ 199E ~ B - HR% - i
PUoGEAT LRI - BB IR — IR MR Z A9 K (Chen, Shen, & Ma,
2012) ° Barr % A (2007) B3t » 5Bk APP 3 ZUBIIITTE - KRB BT 75 R0 8% 2 i
FERYEEERERE » 1A G F RS R -

L » FEAHFFE - SRR 1) T2 Miryoku Engineering) HIRFFE 77 273
T EE AR 5| NS - 30T R — (ERMIER T - FIZREE I & R i)
ik A FREFE - sERBIACHE T AU B R 5 | A\ RIBRBEIAI SR - i - e
A LRGSR G B A T 22 - DU (SR S IRr A SR DR SR S A ke iy -

(o) szarigst
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SR A (Apperley, 2006) * 541 Action Game : ik ~Fighting Game : #1567/ ~
First Personal Shooting Game : 55— A A 5T EG5EL ~ Adventure Game : ‘B
BX ~ Puzzle Game : 7 BB ~ Racing Game : BL#EEEL ~ Role-playing Game :
EIEIFEY ~ Real-Time Strategy Game : BIFF & 5EK ~ Strategy Game : SFB&HEEK ~
Sports Game * B85 $E:0£8% ~ Simulation Game * FRITIEHEEIFEL ~ Table Game : &k
RUHEEL ~ Virtual Reality  EHEIREIEE ~ ETC Game HAMSEEEES - 508
TEZ BB (Davis & Lang, 2012, 2013; Dickey, 2006; Kondrat, 2015) » #3& 2| -

&3

T 2 BRAY R85 20 - BRI REHE 8K 2 $002 SR 2 5 12 BHE A I Bk B (R
SRRV B R o SR - BUSRALIEBIRR BT R AV ENR - % R DI A £ A - AT
Pt 7€ ZER SRS ARG BN AN R LAy ta Ay A - EUREVR BB LAY [ E RS B =0 » B
REEE A\ VI ER BRI MR B % S - F - DIV EXEAURIEEELIT S - ERMERIZ -
B GTE R B EEE - AT S A e R E R ROREEEE - At -
AW FTATfE T R M AR R0 - PEE B (AR b R — A > B8 S Y —
Mo FEEUGIRRIFECATCTEE - BAHE B HE  IE - HEEH(E

HOLFEIURE

2.2 BEBIEEHRR

H Al > SR ZEE B )R8 RAHRE SO - 2 H AR TE R B R % AR
IR EBI R A FEREIS - — AP B & /R A TR RAT R R 5
—e BB A EREGRER - RFMT

(1) RERENEFHLHIERITRImERE

Laitinen(2005) #&FH I TIEHE B R EFME ~ {50 A 35 I B O ek - FER B AN
FErpY u R S 3 R B K E B © Chakraborty Fl1 Bligh(2011) 317 5 b {6 F 14
TRER T » A0EE BB 5 & A TR EE S - LU E R E A R - BT E
LIBEE 2FFE (Nielsen, 1994) FIER%N B (Wharton, Rieman, Lewis, & Polson, 1994)
2RI E F A BB AR IE B R 2T © Federoff (2002) 1E BiEEhBE 255 » thBCE IR TE »
SEAT LI SRR AT R P HERY] - T o 2 (B R B IR -

DU Rl A v TE B 50 R PEETR A - (BB U A A TR R 8 - th eSS
STTIEERE R | R E R BOREE - LU T B2 3 am B iE 80 E B HERIITSE -
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(2) IEREEMEERAFBEITREIRABRRA

Greenberg 3 A (2010) T EERF /D A0 I B AR BBk 77 =R R A EEE TR A
WO BE T 5 o ZERABE AN R Y PEER > Huang 1 Hsieh(2011) thiaT i 8H B & 4
e pg B R R 3 o Lu I Wang (2008) 3 I A A % 265 Bk 72408 B8 v 2 P A
FERKEH) 52 - Mohamed #l1 Jaafar(2010) £ %7 & FFE V1% » FHEGBIH) SL 812
HILHE o Chu(2011) @@ A HriEaf - (ETREI T - EREEF B R AERA AT E - £
Chen % A (2012) H9RFFTH > FIIFTERIE TERRY 7735 » (5 A 77 TR+ B i e B
RETEFR - TS EFH ) BREREE NEEAEE ) M DE&HEREEER
#75Bt) o Grodal(2000) W FLEEERANAIMERE HL A 1E#E © Yee(2007) iF5E MMORPG
BUE A A K EIG#E o Lin 3 A (2015) 3% ith £2 B B RS VA RIS 3 AU RET 0 s
R BB EY A MMORPG BT %K » K E MM (fantasy satisfaction) ~
B (adventure) ~ B3 Fl (victory) ~ #13BETT (socialization ability) ~ B FE B (self-
actualization) ~ B & FIHI{TIHI$R T (advancement of wealth and status) 8 /~3HER o
Cota FE#E (2015) (E MG BN FRRY L » #BZE A\ BTGB BN - B T
EH UGBTI FIERE -

—ARACES » LA E e SR AR A PRER R ] A e DL R R R BE R - R E
R E R BRI IR H R BERSR CEEBRRURE BRI a e ) ZICTHE R B e B I 5 |
[ -

AW FERR 7B B R R AR T AR R ARG - R LURS T B B B A R
(AR 2 B i 2 » 2 W) A 2 e BB M ARG AU R B3R - B
BRI ARG - IR BEG TR 25 -

2.3 BHEFN T2

#1285 BRI RO TR RE & 2 AE T EE AL RF R 2E (Ujigawa, 2000) » AR 2 HUE fhHY
fif ) > RARZS FRETRNEC) ES RS - (B TR B S - AR
HEf ELRRVRTE - AU > FY 1991 5 > THRES L&) (Miryoku Engineering) B H 452
HFENIEAN (Masato Ujigawa) &% II2F MELRIHIE > Ll TR EFRE T
WML ~ ZEMR BB | R EHRVMES » LUHBEE S A ERRGHE S &
FHAMEE B F R —E 8/ v o

fik 1) T2 - BREER AT HURRET » F2 IR E 2E 00 & WO B AF I 51 71 B0 M 5175 T A
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BE A » T LAFRE \ AR 2 PR T L 1 FR OSSR - % MBS
SR E B 772 R » (L) T T PR 5 R AR SR A R AT A
B » TR LR i 77 ACER 6 F ) (Shen, 2013) -

2.4 BHTRETBEEE

MEMEMGE ) B ) T2PEERMITTE - WE RO E2HE > FERAL
A PR (E A\ FR A & 0 9 R EE R 0% - TG R B E AN - SEEE Ry
A B2 B RUAHSTECEC - BARES 3w RO PR DL B 22 2 BR (R 1 - AR HAEYIM
HIfE AR E (Kelly, 1955) ° Sanui(1996) #F UL IEMEEE— L 8 > |t > HIEYHF
HIET R - 5230 E TR B AR VIR E 4 SRR < 55 25 BI2E @bt hn i RE LA
BB ERE R - EEERY - BT HELERNHEE EF 28T
K35 » BT B HOAHBRM G MR - I TiERE R TERERE Y (Evaluation Grid
Method) - f&## EGM °

fEfE ) T2 BRI It - FFEMEE SR T — 8 B MmN E M) H
SRR o B TISFNHE & B E MR D% - DIEERI T (RIEEE
Z TRSERE TR LRI - RS A EERU LR > (E I E A R =R
LTSRN S B RERY R LS - S 1T 51 852 0 & % ELA o B A e A AT -
LR A HR H DUR RS R ETEE B A2 B E AR (Ma,
Chen, & L1, 2011) »

EGM Rl IhE FTERE dhika T BiRa 3% b SHHOH B & SR YRR A SRR A HED -
A LR R BARRURT I 258 - LUEREGETRIZ S (KR (Asano, 1998)

1A H LA FEsE S | - EGM 775 IE R By & T AH & iz » B - 3xEH A FEaE s
(Asano, 1998; Ma, Chen, & Wu, 2007; Ma et al., 2011; Ma, Yang Tseng, Wu, Tsai, &
Ren, 2012; Nitta, 1986; Junichiro Sanui & Ujigawa, 1999; Ujigawa, 2000) ~ A B)i48
1K (Chen et al., 2012; Du, 2010; C.-C. Lin, 2006; C.-C. Lu, 2010; Shen, 2013) ~ #&&
AT #AIFFERE L (Hallsworth, 1987; Ma et al., 2011; Ma, Chen, & Li, 2012; Reynolds
& Jonathan, 1984) ~ #(H ke LB R FEHEIS (Corporcal, 1991) ~ B L AREERT 7T w3k
(Embacher & Buttle, 1989; Ma & Yang Tseng, 2012) 5% » F A EEAE 88 5 H 09,0 B
A2 BAERHN > LSRGt (e (R BE O Fh ELECIE R0 BRI RA AR -



PESSARIT BV S EEEOE ) 35

SliitAaps

FyRETRVE (& B0 BERE REE B R TR - M HCH Bl GBI ik )R e > K
WERE L ) T2 2 EGM ARZZH H BRt GBS | 18 - IR ~ aTMERE
%~ G ~ AT OIS T T » PERERRaT -

3.1 S EIERRE T RBE

SR EY) b THRERE Be TECEL AT HOE T AEAFIRITENEEE YR
Mk 8 78U 357 1% 22 L 0 B #E Temple Run ~ Subway Surfers ~ Angry Gran Run ~ Sonic
Dash ~ Quick Boy FiFK » {EAaak EREE N > 3£ 1 90 AT EER I 1 o

= 1 | AFGEERET

SOmEIE man
H1 Tmangi Studios f* 2011 4E5R%E » A LR R 2 H
Temple Run ( F[& 1) P AR o

i Kiloo F Sybo B - #iZ 2015 4 10 A - BLii#Ek
Subway Surfers ( F[E 2) FETHEEERE 108X > A0S F&5 APP #» B
DA -

Angry Gran Run ;8 #GlEEUE Ace Viral TIEER 2012
Angry GranRun  ( RE 3) RS DIEERW M%) Rilfstm B a
B N F AT E RS R R RSN -

SEFCEHEUE Sega T FIFEL/AFITE 2013 £ 3 AT -
Sonic Dash  ( R 4) 2015 £E 6 A FHEEZER 1 (8 AT E S LUKREARF
TEHEERA B RO 8

B KB Netmarble Games FE T HIfE#EEL (Quick
Boy) #2015 4 10 A L » B—iE & EREEny
B EFHREEEL

Quick Boy ( H[& 5)

BRRE R A - BB E
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1 | Temple Run

— e

uick Eby_

3.2 HEB 2 | S IEEEIBTFSHEE AN TIHH

KIFFeLHE 7T B ERBHGTEHE R - BT IEARIISOTEE > 8 E
SR —FOE B E N GEITHEK - HIBTR S AiEBloE A RIIEUE Ry « Dras sl
HEEE=E A - B EIERRE=/ L E# - BN EREEFRLIEE
Rk AT 0 BIEBRIRZ R BB ES AN AR ( L EEER) W
(Asano, 1998; Reynolds & Jonathan, 1984) o A FEaf a4 MIEE AT TE) 4 B BGE A
$ 14 17 > Hoh > Bk 9 i - ZlE 5 7 0 FEHRTE 18 ~ 32 BRZIH -

BT B CATAAGERT — GBI - IR B A E (e 5 SN G Bk P (5% —
FEEEARER RE 10 08 - ORI > HRIESHEARSHCHER - fl40 - 3hak
NEGH  FFCERTE B SR 2 R 2 R ERR - TN B gliE
[ 5 BRI SR DU B R AV SRR N3 © fefk - AT LIEEIBAR] - LEBAIR 5] IR
15 —FGEBR S H At R RER 51 A 2 LUK HE BB 3R DU B R SR
CASECING
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1k e

M

T

Wi

BEoh - —(EEREERRIGHA R » Al LIS SERH S RO 7R - ST — RS
Y TREEE ) R4 - MEITRAMN - BAHE D BB LBETRIRE RS - B 1] DlselE
ik Bt H R R 2290 - IR ZH#E RE RS EERARIAE - /T
ELBATRD » AL ERAITE

PR Z A& R A IR B - (RIS ~ B T =R - —i%
5 ZAEANNEHEE - AIAEEPRAIEE - ARZHE BE R EER R
TheER AR LEAERE - K2 MFTEFZE BRI RRRIF LR A5
TAEHE e B0 - FZETEN DEFCERIK S IRAVEER 2 ) Z35E NH—XE
E THRSEREEMEEAR A - QG DEBSENT ) ZKHURR S [RGB (Hh i) -
B aEH AT EMN NERSEsERD TR EEEH T 2 ) ZahE A
& THEECEENS RN 3D HEE - Al N5 A 3D EH K Rk 548
WF (L) ¢ ik FERGER TERS5RE 3D AR TR 7 kA 2
LA — PRGBS » ) ZinE \GERE TEREE 3D SRirg RIsRaER
i THERW ) AU R A T (_EBAL) -

3.3 R 3 : @RIAFEAET WY EOM 15HEE

BT AW ST R AR B RS ARG B BT I A AR - LI 5
= REE RS TAIEESES o LS AR R B R RRBA R - &
tH EGM RS & - 400 6 - Wtk Ng - BB B (R ~ s (FF
[BHE) ~ T (HHEER) MBI - AL > SERGEEPERLIE - Bl LIS
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Beik o BTN 14 MIZEEIER  SH@8—IR EGM #5i8E % - 58 14 RIE
Eif by — o B LISERSEI RS (Stewart, Shamdasani, & Rook, 2007) » 22 X LI AT
ZHERMNERER - AT RN R R B — S a) - A0 - 8 FEEAE
HERE - WE S RBERMBE  TEZEFZREMN LRS- RFESD
(I ZEHE IR RAARIEE - KRB BTN EGM fEEEE L
41 B2

3.4 S 4 BEEFHEENBIRERS

£ EGM FF G E o - AR TEHE (8 7 194538 ) 1 44 (E BA260 0
BREETRAE AR -

AWFEE—D - 18 44 (AR B EEWFETEASEIEE - LIEFIETIER
BN - (HHCBE kAL ~ REEAL - RIUL - BF5EEE 44 [ DBUZE \GHRRIEH -
LR A EREBMERENERER - DEBFRE - (R N REETERFRE -
B FE AL - G EE R A % - FGEHRHERIRER - KT LUE R i
IR AT EY 75 ACHE R, - 75 S RE LA 1558 L1 (8 3R i R A ) 2% 2 ) - S e R PR A B
MEErEE -

ABE AR 85 52 E) - 8GE 102 (B EE S EME - S8 bk fikE
W T B L — R Bt % R B8 — 9 & o B7Y Sonic Dash B Quick
Boy #EHE /DR 5 4 BERD » FEBFRERME - Fik H#t ¥ Temple Run
Subway Surfers ~ Angry Gran Run =% \ZEREEUE S - Br 7 H C 2R
AL 2N - IFEE ER B — SR S AN 2 OBk - BRssalint 10 0 > B
FIZE RO T ARIEER - FIERST L 2 FOlEsL - HE HINR RIS o
FH R (R BR R B S R =B EE8Y » S2HE ST B =30 JRE A S LF -
RIRBELL I = F WU ELES - ik » B—FCEBAIFE 8 ER T 95 MAMHE > =
FOHEBHE L 285 (BB R

ia 285 BB R T » BE 156 BZLEEE » 129 BB EEE » ik 19
B 50 Rl BEEER A E A 195 1) ~ EIERE 69 10 » & 21 1 »

3.5 HEB 5 : SERYEIN
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AR E NS 285 M HIFE B 44 BERVEE B RH A SPSS iz ka8t » 1T
1B EE T B AT

5 B o BT IRF > A WF 98 LLIR 38 73 AT (factor analysis) » 328 $2 =£ B A0 70 BT 1%
(Principal components Analysis) * #HURFHEE (Eigenvalue) K 1 HYEFR o 5T
{56 F B KB B (Varimax) MEAT R SR80l > (00 (R 38 & RAEMURE - #idh
fEEAEA 1] (AR FEMEE > EF 7910 11 EME RS RERIE » HIiiE %(F
T A RETE T LAMMGR - 2RI RRE 14~ 812 815~ @8 16~ @813~ #E 37 - 33 -
35 0

fEs: 8 {8 &EE % > T 36 EEME > FETHE N ERBAIERIEZ ST o &
PR 7% [ A5k f6F R 3 A A3 S v A T IR Sl > (Bt G A R 3 B T R JEROISE » A 1AS
REd 8 HEFEE > K% 8 MHEAIHEZS HAERE » KIS AR Er—EE T L
fIBR > 737 Ay 29 ~ RE 28 o

DL B8RS 10 78 - HH7EEBI5E 10 (AEEMNANE » Ba=XIFF : () B
SR EVR E BB i - R 2 BOEEE - a0 - RS AEBA IR SR
At AINENTE - ©2) BT R FRGEEECT AT Bk L HRE - BIAN 2Bk AT o
(3) RA[RIE B A & AR A ISR RO REE » BIAN - \YIETBEE S -

HEEMHERTR - R 34 (EREMH - MEHEET RIS = RERD DATIERIA R D
B (R HOBFZERE R L TR - 4 42 fifPaEfEH -

3.6 S5 6 : MESEFHSEB D BS ORI

% TUEER D ATRIET TTIE - R BT SURBRRRC L R (RS pl B S L -
FUE R REAGR o TEARFES » BB BRI S EARIRE R - EAMEE R RSy
BREEAFA -

ATy T IR AR A Ol - 7 B (AR - RS E BRI )RR
TE > A SR $— B AE BB PG aR A R o 55301 05 44 (8% ) K #
& RER[EIRE - B M ME 2 FOHE B ik ) 0 B (1~10 73 > 0 Bos s AU R B0A ik
1) o¥5E - AW TR R —FCHEE R - & S ERE R -E A R AT Y R 3R 0 B (factor
Score) R LI IH » 2 E BEZFCE BRI 1 MU O IE - ST Z T ER
T o HFFEERA Stepwise 220 % TTEER 2715 (Howell, 2012) » EERUTHIE THHE A
G TREEC » SETAE AN A ST 4.3 HiFT ©
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4.2 EEEBEIIER

TERTMETF 7R LR BE 5 th > RIEE R UL 44 (B RE H B8 - 285 & 17 i FF
ME B E R > 7E SPSS # 8 d # AT (5 9 iT (Reliability analysis) » #f &1 & & »
Cronbatch’s Alpha {E 2y 0.835 » & B IEEE R REEE (DeVellis, 2012) °

FE R 3R 708 75 T - BE AT G SR B SEAE R R AEER P % BR (Bartlett’ s Test of
Sphericity) » H X2=4359.86 » df=561 » p=.00<.001 » ZEH|FHZEKHE » KMO {E/y .81 »
FRiE 34 A KFEINFENFE - HOEGETREEROT o MEEFHmEERT T IERE /)
o - HREMREE R L, 63% - AWMU CIEMEE T Lland - HEREHME 2
AR
K 2 | BESEFHRERBHNCEBIEE

BHEE IR e
1 HEAT SR LR ER Y -
24 FEENE > BE T -
11 BITERYREZER - BT EEED -
F1 : BEREEHIEHIERSE 18 AR Bk e o 12%
19 RSB HEEER -
33 FHE LM EEh ATk o
36 HEEDRARPER - (BEBCR)
2 BAR% > Rt -
3 B 5 % BN E IR
4 THERAR IR AT
F2 : REBE IR 5 AR Z TS TR o 12%
6 BB RA - R TG e BR A -
7 ANVEEYE » BEERREIHHE -
8 NVIESS A2 5 E F -
25 19 o
26 EA L B B AOAT o
27 EHERATRIR
F3 : MBS A — 11%
30 YR SEITIE
31 BT o
32 HRFE S R E R
40 FRISAAEBLE
41 SCF RS R E ) —F
F4 : X FE2INERE 42 I EREE o 10%
43 D > & TE - AFIRIE -
44 WK PR S o




42 RS | BIUE | B0 | —ONE | B

17 R E B - EER R
F5 : FHARRIMNE 22 BIEiiEi AL R 7%
23 A RHEERR -
10 A HEE AR AT LAGE A G A TR -
F6 : B{EMA TR ERIE 34 S (FH) FIEERDTE - (AR 6%
39 TR — 7 AR -
9 fAEETEE R R -
F7 : ZRApELE 20 HETE B REBRET - 5%
21 HHHTE A ERERREEHED -

4.3 BITLHDITHER

PRI AT B 5T 073 2 B8 6 - 1% Rl & B R Bl AR 1 B 0 AT o A ST ER A
Stepwise Z % TLEEF T (Howell, 2012) » ENTHREHEE GRER R - &5
& SRANSE 3 © Stepwise 3225 % TLEEF I HTIE RV B EZ L ENIEE » KPR
FMMAREZEE REEETE - —FCEBRRETE R BT
K 3 | ZBEHNHZTEHRMREHER

i Temple Run Subway Surfers Angry Gran Run

F1 p-value 0.00 0.02 -

W RE 5 8 0.78 0.24 -
F2 p-value 0.00 0.00 -

W RE 5 8 0.59 0.56 -
F3 p-value 0.00 0.00 0.00

B RE 5 8 0.76 048 0.69
F4 p-value - - 0.00

B RE 5 8 - - 0.32

F5 p-value - - -

i RE 5 {E - - .

6 p-value - 0.00 -
JEERGRE 4 E - 0.32 -
F7 p-value 0.01 - -
JEERGRE 4 E 0.23 - _
S50 7.27 7.9 735
TR
Std. Error of the 7.27 0.72 1.02
Estimate
ﬁiﬁ%gﬁ%‘f 0.01 0.02 0.00

fRFE R R R’ 59% 63% 53%
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(1) Temple Run iBEREINDHT :

HffEHE RS » T Temple Runl SEERE D (1 £ 10 79) FH1EH A
7.27 ; (EHEE AT RO B TR ERE T - #1770 Temple Run JEECEERERE /)
SRR DU T E BIRERE KM > H S TR R A (A AR 22y 0.84 - HEE
M F BUB{E R 0.01 >/t 0.05 » S ENFEZ KA : YN > L THERIRER £ 0.77 >
RERELR® F 0.59 » RIHAE TU{EEIE TS [ Temple Run #HUE 111 &
59% WIFERERE ) o LSV ERETE 73Rl 5y ¢ F3. THEERCERR S| A - BEEE
p £50.00 » F1 TEAEAETIEIEESZE) - BE{Ep 5000 F2. TAAEE
APURT ) BEE{E p £ 0.00 > F7. T 2FERELUER Y » BEZ{E p £ 0.01 > #5/)
A 0.05 - 33 PO{E E ZRE A V(R 3 Beta {H 518 0.76 ~ 0.78 ~ 0.59 ~ 0.23 >
ALl T B/ EREA G5 B2 Temple Run 2Bk DR (REEY) » M TR
PSRRI ~ TAEEENRT ~ T RERGE L I EERE B K ICRR -

(2) Subway Surfers BERIEINDHT :

HfEH &R EH > Subway Surfers) BT 1 = 10 23 ) 515
3B 7.96 ¢ TEBIRS ST GBI R0 EERE R T o B Subway Surfers i
BRI ) thE PO RS T 2 BEE K HE > % T H R A A E AR R
0.72 » BEEME F MO8 (E R 0.02 » /A 0.05 » SERFEE KM - B4 > 2 T HERE
(RELR B 0.79 » E(RE R B 0.63 - KILEVU(EBIEEFY [ Subway Surfers
BB T B 63% WURRRERES) o OB TY(AREE /5 4 ¢ F3. THHEERK
BRIEEI AL - BEE{Ep B 0.00 0 F2. TREEERIIRL » BEZ{E p & 0.00
F6. MFMEERESE) > 8 EHp /& 0.00 > F1. TEEEEFIBMIIESZ
REEH p £ 0.02 » B MU {EREEAIEYE LB Beta {[H73 511 5 0.48 ~ 0.56 ~ 0.32 ~
0.24 » ArLl TS ERIIRT ) B2 Subway Surfers S8 1B R &2 » M
MREESERESI AL ~ THEAEEERE) ~ TEREERIRERSE
) B AR AR TR -

(3) Angry Gran Run J@EFERINDHT :

M ERFIEA > T Angry Gran Runl SEBUETT (1 E 10 73) 39580 A
7.35 ¢ (ERRERR FRGEEEIEE 1R BRI S - ¥770 Angry Gran Run HEEEE RS
ik 1A (A R B K E > B TR R (RO A AR e 22 4 1.02
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BEE R F BU8ME A 0.00 > /N 0.05 » SEZIFEZEKHE 40 » ZITHHBRRE R
F50.73 0 ERBR® £ 053 FIIMIE “{HZHE Y T Angry Gran Run 5
ik ) ) ROEE 53% HURRRERE Y] o LaliiE AR 3 Al A ¢ F3. THEESUR I
FIAL B E p £ 0.00 - F4. T EXXFEINER » BiEEp £ 0.00 58
T {EREEHIIRE( LR B Beta (E0 Bl R 0.69 B2 0.32 » AT DL TREEECRIRA[ A
1 Angry Gran Run BB IR (REEY) - 10 T ESCF280E R Rz -

AW TG FA R L Z D R M REN D - — R 37 B AR T RO Bk (k)
T =R B[R AU ) B KR TG R R T [RI3R o

5.1 BURBETHESOCEBEDED

FERGEFIREEGE A - 528 EGM #5i8E - REMEHEESER - LLEED
MrERRIZR D TR B AL 45 R > AT LISEER - Cronbatch’s Alpha (8% 0.835 » {3
e BA RIFAERE - MKkEZNFREN TR BN R REREE T - It
FAETHIRE AR B PR - (1) BA B ETHEIERS R - Q) WEEE IR
3) FREEBCRAI A ~ () N EXFE2HERE ~ 6) AEHINUE - 6) REATERER
&~ (7) BAERGE - DU E S s 09 34 THEBREER G - FEHIRRIAZ0 T -

(1) BEBEBRIMGIERZR

EEEET > KERFERBTEENE : SMERRR - BFILBE &)
A IREYLEZEL ~ /AT EREY) ~ rER O BEER AT B EIREER
Fe B TR T ZERIEERL - NEFHSMFrERE - SLNRBLEEHLTEN
—EE - P @R R B AEEAERMEE R - BRI EE PR
N L 7 16 PEL g B %2 [ Fe BB RS » DUBGE AR rp DU Fa v Bl S RE B 150 Bk
BB - PR AR E - B R TTERSR - Bt EGM fitsE T - 7258
H)_EAEE R - EEGE RS SHGERRIE  JLIRKE - BT E ~ ERAETE
HIFGE - ] RAHEBET L ARG 7 ZEHY @ 1 B AR TP eI R O R B PR
FEUEERASETT - n] DUBIREE S 07 %
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(2) ABEERNIM

FEEERS IS BER AR LB Ry - 5% M e TR L ~ BR{ERA R
B Z [A@ S O ~ BEE B SERE e ol - \MEFEE  BEERE
SR I ANV EET 2 EEN(F - 15 N SR R BT AR (A > — 1
Efatim - H B 2B LR ~ 55 - BEE AR - L2 ERehE R R Y
INEERE > BB — EREFT S HE® - ) —EREME - B (ER R DU B & 2 [
WG - FEBLE AR SF G ~ Bl al LIRS - hBaiea] Dicp ik - 35 LE[A 53R ¥
PR - XA ERER E TR SR S - = E BEWRA IR -

(3) TRERBRKSIA

RZFEEEMEREFRIRR RS  FIEEHBEL - S EN - 28
BRMARIR ~ FUELEBAE - FREMRE - ERUTEHFEERFHREF -
SUESSCR R IR B EE R 23 - L8 T 1 m] LARR S A B (0 B R A8 2 B
2= AL BRI EEIR - BRI mARM EBEREZEE - G5 RBENE
HIE YL ELE Ry o5 LA SRAEESF I BB - KA S EE ERR e FE
MAES AR EB BT R B G =L ~ ETHIR AR -

It

4) NTEXZFZ2RBERE

E R > R RAAETHEERROE - FRAAN G - (FEmEriE
EARER)—¥ ~ M ERE R - ) B AR - K BIRHEE 5 - EER
FRAT LAY By R KR 73 = SCF SR LU el /Y » @tk 3% a s i P AR A SCoF B
FRIHE—H 74 RENIR It A B - BERARYIRAZ o ] DUS Rt T 7 EAE B
> WK % BRSSO BLE TR R B E

(6) SHEERINVE

FEARRINUE ST - IWERLEEIRS IR HFREEE - Al B ' ELR
B~ AT ) B AR (E A SRR o JE L AREERA S - R EERR - H
R LG BT RAEBEE I » JE AR BN BEEm & - (Fr R A NG EIR R

(6) BRIFABERERE

FEREATERWETTHE » KEEKETHIHRFRR - GHERTLEAR
ELHE R ~ A LUERIEEAER T 17 ~ FETER T [R5 - 5L
FEHY R E R - EOREIERI A G - RERRFREEERRNE I - A G BB PUEE]
i o EEEE RGN - NEE o 8RR EMALE R R AL ik BRI F 2
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fEZ IR A ERRR > XABLRBREE L)) - BE L BEAEERRG - 5
R EANFEEAEE - ARG K EREAIRTE - R — B X — B ORI
HISEE

(7) RIERFRE

fEREREETTH > KE A RAETHIRFRS - ARE A FRERERK -7
At B BARBRET - AIHTHE AT BRI MY - (G LEAlE —Moid e Bk
WIEEASERIELET - BN BlS BB R IEH A M E) » 8L [A5R AT LUE BT 0 2R A
FUR ~ BYEIER DE - RAERRSHIRE TR -

AWFTE IR UEREREE BRI R FE A - S8 I BHET R A 17+ BGRATE T
%% (Greenberg et al., 2010; Huang & Hsieh, 2011; H.-P. Lu & Wang, 2008; Mohamed
& Jaafar, 2010) » 77 B[ {# &+ 3§ AW} 5% EGM H (L B _EGZ B9 &0 78 34 - k2
EGM TMIRAWE » JRANEEE b BRERETRSRATFE o AWFEhR 1 oMbz ey
SRR - SR A R E AR EEGERET R 3R - WAL T — (e R R E AR
WIERAE » iR 1B TR B AR AT R 3R -

5.2 HRABRISEVREIETHSE 2 BHER

FE— PRS- By TISF0- R U Y Bl R ROl 3R at e IR R 2 &
BER  AWFTEH S =3 EAEEE) - Temple Run ~ Subway Surfers & Angry Gran
Run 1T 04 » (EFAGFRE R Al 1SR BT K B = FCH B 1) 0 Bl R B B = R
TSR > A0 AT E A SCIFTTRE R 3E 2 BE3R 3) o H AT DABRHAIS AN ¢

() fER B RS EER A C R D o - RS A AR EINMOE
RAEBEER  EEWEEESR - BMETEEDCRE - vIHITRE N EwmE - Bl
SRR F A TIEE - BRI LRk ) HE AR BT R AL RN 3R - BRItz 9b -
oAt /N B S TR A Rl A B R R BT AE -

2) T EEEIHTHER » AT ANBEASGE B SR A] DU 0 AR % % » (B[R] E,
FERURERN B T FRGEEEE - (YR IR FF A RE IS 77 - RILREIRS [ T RIFREVEILR -
R =FEBHI AR EUAE » RAN RIS R0 Bk S R T Y 22 B ¢ & TR B B % O
ALUE Bt SR et 2 B0 R L L - A RE S B L RS A Ho@ R - 38 R AR AT
FURI LIMERE R H AR -
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(3) AWHFEHRYEE = (ERE & [OOSR =FEE T - 19
HEEVEN (LR ZREAE TREGRES A BEi B REr > TR
(RTERRES G BRI LR BRI Z0F A - BERRHY M B LN ~ B Z NI RAR
HHh ELE B B B AT - RS Br R o AR - TR R TEIER E T
BB PC FE » HENMRRATNE S HRHIER T2
R4 | ZBEBOBHDBRERBE=RNBERR (BNER 2 BX 4)

BEEL2E S9N DE MEEENBERIR p-value
Fl. TEAEERAERSR 00%*
77 F2. P98 E IR 00%
Temple Run '
F3. THREERERE S| A 007
F7. T RERBU 0%
Fl. TEAEERHN S 02%
796 F2. TEEEAIR 00%*
Subway Surfers '
F3. THREERCERIRAEI A 00
F6. MR EEEIE] 00%*
735 F3. THRESICRIEA A 00%*
Angry Gran Run ’
F4. THHEXXFEREE] 00%*

*P<0.05; *%p<0.01

b.3 s
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W& SESRHIFERL - SE R ARG A T

AR ST ST - HATEL BABRIRGET AR - B iR AR £ X
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(ETERIBT R AT E o AVEELEBGERETE » WAl LSRR R A T AT & R R R AT
THORA B ARG -



A8 RMEEER | HIUE | B | —O—RF | HFR

Vg

SRR

3l

Apperley, T. H. (2006). Genre and game studies: Toward a critical approach to video
game genres. Simulation & Gaming, 37(1), 6-23.

Asano, H. (1998). An Hierarchical Representation of the Consumer Value Structure
using Qualitative Data Report of Modeling the Evaluation Structure of Kansei
(Vol. 2, pp. 223-231).

Barr, P., Noble, J., & Biddle, R. (2007). Video game values: Human—computer
interaction and games. Interacting with Computers, 19(2), 180-195. do1: http://
dx.do1.0rg/10.1016/5.1ntcom.2006.08.008

Chakraborty, J., & Bligh, P. L. (2011). Evaluation of Video Game Interfaces. In C.
Stephanidis (Ed.), Universal Access in Human-Computer Interaction. Design for
All and elnclusion: 6th International Conference, UAHCI 2011, Held as Part of
HCI International 2011, Orlando, FL, USA, July 9-14, 2011, Proceedings, Part I
(pp. 30-35). Berlin, Heidelberg: Springer Berlin Heidelberg.

Chen, K.-H., Shen, K.-S., & Ma, M.-Y. (2012). The functional and usable appeal
of Facebook SNS games. Internet Research, 22(4), 467-481. doi: http://dx.do1.
org/10.1108/10662241211250999

Chu, K., Wong, C. Y., & Khong, C. W. (2011). Methodologies for Evaluating Player
Experience in Game Play. In C. Stephanidis (Ed.), HCI International 2011 —
Posters” Extended Abstracts: International Conference, HCI International
2011, Orlando, FL, USA, July 9-14, 2011, Proceedings, Part I (pp. 118-122).
Berlin, Heidelberg: Springer Berlin Heidelberg.

Cota, T. T,, Ishitani, L., & Vieira Jr, N. (2015). Mobile game design for the elderly:
A study with focus on the motivation to play. Computers in Human Behavior,
51, Part A, 96-105. doi: http://dx.do1.0rg/10.1016/;.chb.2015.04.026

Davis, R., & Lang, B. (2012). Modeling game usage, purchase behavior and ease
of use. Entertainment Computing, 3(2), 27-36. doi: http://dx.do1.org/10.1016/
j.entcom.2011.11.001

Davis, R., & Lang, B. (2013). Does game self-congruity increase usage
and purchase? Young Consumers, 14(1), 52-66. do1i: http://dx.do1.
org/10.1108/17473611311305485

DeVellis, R. F. (2012). Scale development : theory and applications (3rd ed.).
Thousand Oaks, Calif.: SAGE.

Dickey, M. D. (2006). Game Design Narrative for Learning: Appropriating Adventure

Game Design Narrative Devices and Techniques for the Design of



PSRRI B S EEEIOE ) 40

Interactive Learning Environments. Educational Technology, Research and
Development, 54(3), 245-263.

Du, K.-H. (2010). A study on the correlation between the user’s emotion and the
product affordance and charm - a case study of faucet. (Master thesis), National
Cheng Kung University, Tainan, Taiwan.

Embacher, J., & Buttle, F. (1989). A repertory grid analysis of Austria’ s image as a
summer vacation destination. Journal of Travel Research, 27(3), 3-7.

Federoff, M. A. (2002). Heuristics and usability guidelines for the creation and
evaluation of fun in video games. (Master), Indiana University, Bloomington,
IN.

Greenberg, B. S., Sherry, J., Lachlan, K., Lucas, K., & Holmstrom, A. (2010).
Orientations to Video Games Among Gender and Age Groups. Simulation &
Gaming, 41(2), 238-259.

Grodal, T. K. (2000). Video Games and the Pleasure of Control Media Entertainment:
The Psychology of its Appeal (pp. 197-214). Mahwah, New Jersey: Lawrence
Erlbaum Associates, Incorporated.

Hallsworth, A. G. (1987). Repertory grid methodology and the analysis of group
perceptions in retailing. International Journal of Retailing, 3(4), 43-53.

Howell, D. C. (2012). Statistical Methods for Psychology: Cengage Learning.

Huang, L.-Y., & Hsieh, Y.-J. (2011). Predicting online game loyalty based on need
gratification and experiential motives. Internet Research, 21(5), 581-598. doi:
http://dx.doi.0org/10.1108/10662241111176380

Kelly, G. A. (1955). The psychology of personal constructs (Vol. 2). New York:
Norton.

Khalaf, S. (2013). Flurry five-year report: It’ s an app world. The web just lives in
it.  Retrieved Jan, 19, 2016, from http://blog.flurry.com/bid/95723/Flurry-Five-
Year-Report-It-s-an-App-World-The-Web-Just-Lives-in-It

Kondrat, X. (2015). Gender and video games: How is female gender generally
represented in various genres of video games? Journal of Comparative Research
in Anthropology and Sociology, 6(1), 171-193.

Laitinen, S. (2005). Better games through usability evaluation and testing.
Retrieved Jan, 29, 2016, from http://www.gamasutra.com/view/feature/2333/
better_games_through_usability_.php

Lee, A., Song, K., Ryu, H. B., Kim, J., & Kwon, G. (2015). Fingerstroke time estimates
for touchscreen-based mobile gaming interaction. Human Movement Science,

44, 211-224. dot:



50 RREEH | ENE | B | ZO—KF | FFK

http://dx.doi.org/10.1016/5.humov.2015.09.003

Lin, C.-C. (2006). An attractiveness study of consumer electronic product. (Master
Thesis), National Cheng Kung University, Tainan, Taiwan.

Lin, C.-Y., Hung, W.-H., Fang, K., & Tu, C.-C. (2015). Understanding players’
achievement values from MMORPGs: an exploratory study. Internet Research,
25(5), 829-851.

Lu, C.-C. (2010). Research on the Attractive Factors of Pleasurable Products and
Pleasure Durability. (Master Thesis), National Cheng Kung University, Tainan,
Taiwan.

Lu, H.-P., & Wang, S.-m. (2008). The role of Internet addiction in online game
loyalty: an exploratory study. Internet Research, 18(5), 499-519. doi: http://
dx.doi.org/10.1108/10662240810912756

Ma, M.-Y., Chen, C.-Y., & Wu, F.-G. (2007). A design decision-making support model
for customized product color combination. Computers in Industry, 58(6), 504-
518. doi: http://dx.doi.org/10.1016/j.compind.2006.11.001

Ma, M.-Y., Chen, Y.-C., & Li, S.-R. (2011). How to Build Design Strategy for
Attractiveness of New Products (DSANP). Advances in Information Sciences
and Service Sciences, 3(11), 17-26.

Ma, M.-Y., Chen, Y.-C., & Li, S.-R. (2012). Exploration of Attributes Affecting
Consumers’ Adoption Rate of New Products. Advances in Information

Sciences and Service Sciences, 4(10), 138-148.

Ma, M.-Y., & Yang Tseng, L.-T. (2012). Applying Miryoku (Attractiveness)
Engineering for Evaluation of Festival Industry. Advances in Information
Sciences and Service Sciences, 4(1), 1-9.

Ma, M.-Y., Yang Tseng, L.-T., Wu, Y.-T., Tsai, Y.-L., & Ren, T.-C. (2012).
Evaluation Attractiveness of Wedding Dresses: Qualitative to Quantitative.
Journal of Convergence Information Technology, 7(5), 263-272.

Mohamed, H., & Jaafar, A. (2010). Development and potential analysis of Heuristic
Evaluation for Educational Computer Game (PHEG). Paper presented at the
Computer Sciences and Convergence Information Technology (ICCIT), 2010
5th International Conference, Seoul.

Nielsen, J. (1994). Heuristic evaluation. In J. Nielsen & R. L. Mack (Eds.), Usability
inspection methods (pp. 25-62). New York: Wiley.

Nielsen_Company. (2013). The Mobile Consumer: A Global Snapshot. Retrieved
Jan, 19, 2016, from http://www.nielsen.com/content/dam/corporate/us/en/

reports-downloads/2013%20Reports/Mobile-Consumer-Report-2013.pdf



PSRRI BV S BB ORE ) 5 |

Nitta, Y. (1986). Problems of machine translation systems: Effect of cultural
differences on sentence structure. Future Generation Computer Systems, 2(2),
101-115. doi: http://dx.doi.org/10.1016/0167-739X(86)90004-X

Pace, J. (2013). The Ways We Play, Part 1: From PCs to Consoles to Mobile Phones.
Computer, 46(2), 94-96. doi: 10.1109/MC.2013.64

Reynolds, T. J., & Jonathan, G. (1984). Advertising as Image Management. Journal
of Advertising Research, 24, 27-38.

Sanui, J. (1996). Visualization of users’ requirements: Introduction of the
Evaluation Grid Method. Paper presented at the The 3rd Design & Decision
Support Systems in Architecture & Urban Planning Conference.

Sanui, J., & Ujigawa, M. (1999). Extracting Baby-Boomers’ Future Expectations
by the Evaluation Grid Method Through E-Mail. Paper presented at the HCI
International 1999 - The 8th International Conference on Human-Computer
Interaction, Munich, Germany.

Shen, K.-S. (2013). Measuring the sociocultural appeal of SNS games
in Taiwan. Internet Research, 23(3), 372-392. doi: http://dx.doi.
org/10.1108/10662241311331781

Stewart, D. W., Shamdasani, P. N., & Rook, D. W. (2007). Focus groups : theory and
practice (2nd ed.). Thousand Oaks: SAGE Publications.

SuperData. (2012). Mobile Gaming: Casual Games Sector Report 2012.

Ujigawa, M. (2000). The evolution of preference-based design: Research and
Development Institute.

Wharton, C., Rieman, J., Lewis, C., & Polson, P. (1994). The Cognitive Walkthrough
Method: A Practitioner’s Guide. In J. Nielsen & R. L. Mack (Eds.), Usability
inspection methods (pp. 105-140). New York: Wiley.

Yee, N. (2007). Motivations for play in online games. Cyber Psychology & Behavior,
(), 772-775



52 R | BIUE | B | —ORE | B

fly sk —PRBS R TR BN D

F—obtp : EAER

11RO 5 %

2. 14

3. il

4. BB -

BEEkM - BEEAER

1. PR RE AR B

2. WFGHE B N EHIRE T (1~10 70 D BiBEAREE ) ) :

F=8bp : BORR

B IR E AT ER I TR R B S BGME - IRFIRAIRZRE - R

WET Ve
IE T 7 B [ IE
woOOeEm ®
ENICIR
[ FRE - [FE

EEECEEE
JBN /BN /e E. JEN /N /e

1 AT o - vveerrreeereeeeeeenes O000000
0 BHES o ARIHEE 0 ooveereerreerrreeeeeeieeneies O000000
3 BB R EIBL o oo O000000
4 R o oeoveereeee e O000000
5 B FEBER I o o veoveeeeee e O000000
6 BEERE R T I B o oo ooooood

T NPERFEEE  BEEREEFEHE Ooooooo



10

11

12

13

14

15

16

17

18

19

20

21

22

23

24

25

26 E

27

28

29 &'

30 %

31 %

32

AT ZE 22 SEHEE © - eveveeereeeeeenns
TR EBIRAE o coovervverveeeeenenens
A AR AT LIGE A R AR R o e
BITEEMEZEE - AT AMEY) o e
B NEEAARIRSEFSAE - 4NN
AP RN 0 - vovvoveveoveeeeeeeeenns
ATH A L TTBEEETR 0 - vovvevreveereeeeeeenenns
TSR G IRIIEE 0 - veovveoveeeeeeeens
ATLLEEEE o ovveveereeneneseeeencese e
AIRERREEBDC R > aER R LT o
APPSR M o oo
AT M S R S o ovoveereeeeeeennenens
B G BAREUBS, o e
AT BRI A TREED o o
AT A BB 0 -vevverevereeeeenenenns
TS o -vereevereereeee e,

EBEEREE » B TR o v

TEERFEIARL o corvrrerrrr

S

N
(B
(g
i
ETD
%H
-

22

BEETEFIATIHR 0 cvvevremrerrerern,
IWDETUEFE 0 «ovvvrrrrrereen

B E BRI o oo

AR T B A B BRI )

OO not

OUoooot

OUoooot

OUoooot

oy

OUoooot

OUoooot

OUoooot

OUoooot

OUoooot

OUoooot

OUoooot

OO not

OO not

OO not

OO not

OO not

OO not

OO not

OO not

OO not

OO not

OO not

OO not

OUoooot

53



54

B | BIE | B0 | ZO-—RF | EF5

33 FHE [ VBB ATHEEIRE o «veeorveeeereeeeeens
34 FEEL (T ) T T o veerrreerrmreernneeenes
35 JEBEATETIZ o cvovveveeeeenieie e
36 HHE GBI AR o oo
37 BET-ISRE—ET TR o voorveeerrvreeereenneens
38 — BN A B R o «ovveerrvreennneeainreaiins
30 EEITUER — T HITIEHE o «vveervvreerereenneens
40 ZEBBYIATREIESE o oo
4] TSR EIRIEI — 2 o cveerrreerereenes
42 SESTTBERE o - veeverrreoreereeesreeseeeeeeens
43 EtD > A IE  AGARAE o oo
A4 3RS > BBHRZRE o cvvorreenee e

oogogog

oot

oUogoot

oUogoot

oUogoot

oUogoot

oUogoot

oUogoot

oUogoot

oUogoot

oUogoot

oUogoot



PSARIT BN S EOEIORE ) 55



