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WIS BCHFE “Tyashikei (AL % )" RIULFIMGIESHRARIRIE o ZRTMEH BRI
o HIBTTE . ESTIRBEZ - TEEEE — D IRE BEUR B r] sE 36 e  ARBTTLE A
BWERWIFLTTIE - H B R TR BB M ETHEME - B DR R &R
=AM R TR (RITHE) » (RIEE)  (RIBKIREE) Z0TFehis
PRR BB AT TR AT B IR B RIZ MR o DUBRR 7 AT 72 R mR
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ﬁ s the stress and intensive competition become parts of our daily life, there is a glowing desire
of looking for a way to relax and to regain balance. A new game genre, healing game or

“Tyashikei ( 1 L2 )” in Japanese, has attracted great attention recently. However, few research have

been devoted to this topic that restricts the possibility of further development. In this study, we used
mixed approaches to conceptualize the attributes of the healing game first, then followed an online
investigation of how the game design elements might impact the player’s feeling of healing and
self-acceptance based on their interaction experiences in three selected healing games: Travel Frog,
Penguin Island, and Deep Sea Aquarium. Using multiple regression for data analysis, the results show
that from the emotional design perspective, the design elements of both the behavioral level and the
reflective level are highly related with the user’s self-acceptance with the greatest impact from the
behavioral level. As for the player’s feeling of healing, both the white hat game design elements and
emotional design elements have resulted in positive effects; the design elements of the behavioral

level have equal effects in comparison to the design elements of the reflective level.

Keywords: Healing Game, Emotional Design, Gamification, Self-Acceptance, Healing Experience
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EHRAEEGF - AMEBRERZE SNSRI - MR ERE R (%
FEZ AR o i bR A 2 A R Bh T M B R A R E o R AR
8% At BEL R 25t 0 ol s L o A MFI 2% THTARIBE D P B0 BRYR S ORAETM 2L
BRI - TR A HIRER M HATHREMZIE - AN MRl RE =
ZHEEARSE  MBEKEFENATITE - RERRRIREE © EHIEE =2
BHEF  FRZEMBAZENE MESHERREN - IBAOERIFRXK

2020 % 4 A 8 H App Annie #7457 2020 £F Q1 ZERITEN MBS » SR AE
WEEEE (L 2 N EE 40% 0 812019 B PYAHEL 0 2020 4F 3 H B HE
THEHEWER 30% (EEEE > 2020) - FHROMS T ERAMAATSEERNEE > F
M B th B R A BT 2 ARVAETE D o IR AV E S AR E R & TR ER
BT FHEAEEL 0 2018 0 HAFHIAE (RITTFHE) (RA2Z %) EmME T —
FRENE > HEHE A E H ANEREURE S EFHHREEDL RT B HBAEM
RARMNEZLVN  EEEEE AR EES GRITFE) (B/hZ > 2018) » 72 2018
£ 1 A 20 HE ETHEE App Store REHEITHBE o IRITHERZHHA Hit-
Point A A FrBHE - BKEE A BN BEFE E RS B BER S 2 R - M
FIEBE P RRAWBNAE > MATEFENER « BEEFEN NPCIIAE
MR EFE > MEEERBEFSRIRE BERRERRNIBRD 2B (R
o~ BEMEH > 2018) o BE KIRATHEEE) KRZECHLIAR - WiE LG HER F4TRE
LRI TR ¢ GRAVERIND ~ CEPKIRATE > FTEREZWE) - ¢/NME¥%E SUMI
SUMI : Matching Puzzle) ~ (OKEFHERS Inks) » (ZRiEKERE)  (EMEZIR Old
Man's Journey) ~ (S5HERR f) ~ (Hamster Life) ~ (&5 MIX) ~ ({BHEE) % o

PR 2 TS8R AR — AR BAFT AR 2 B SR A Y R T I ~ REBRIR AR » T2
MR A5 —RERR ~ R EEAVES AR AR (MKC #RER/NH » 2018) o BB RAREIN F%
B E LR B TR R AR T 0 BB B 3 B AN TR A HE T I R B R R A T
PEHREY > FEHATEARAGR & R — 8 A B BB B ARRRE o RHTTURE S P FH iR
AATHENIFERSTTR  MHRSZETELHRERRERG =R REE R
178 VB B FE 2R 0 BLE A3 BB RN B AR RN E A2 S AER © 54 &K
T i i — PR A TR EH B RRSEEBTEE (318 &t
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RETTRBERCR 0 DU BRI ERIRR B o ATFRAITRIIE R EAE | R
AARES B EMAHEBRED - 2 IRERTEAEE RS TR BRI ERE
{6 & BOR AR BR RV SR AT T R ©
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2.1 AR (Healing Style)

B % (Healing Style) 742 (#0807 1B 7 < IRBHISRE » TR E A H
A TS —& o B U T#RA) - BISEREREEG O - HIRIIERFEESE -
DEES ) bR T A RRRRE S EER ~ 1BoTIREE -t BA h E M A E AR IR 2 R o
HGGEME AR Z) ~ TBE AR~ DR R (REGIE 0 2008) 80 RIGZ ] © 1999
HRFIARE— (Ryuichi Sakamoto) #:H BTTB #iZ 25 o Back to the
Basic) ARBRACE SR RETERANOGRETEREMIT) o ZEER
HABMR A EFRERM T AEEAE) L 7 —2) (BEE4 > 2005) o 1E
R A2 TR T REMEHE RZEE - RENRE LR T8
FEE DURAIZ B A SRR N TRRE ) BRENREER  BREMEAED
B 2 B
REBERRE 218 O PR BRI S E 2 RO B RS » Bii6 (Art Therapy / Art
and Healing) RI/Z58R38 27 2 B35 ERS 0 55 0L 5 B8 FR (A IE M5 28 o BRIl - 1
FERESACHARESR » EARRERE R N REEA R SCERE > 28 0 BIf#E
EAER » AMEEEEMA R o THEELEHRE) (M E SEFEE - M
MEAERUEN ORI SE [RIAR thAE I /e I AE (Nanda, 2011) < B/iiaR 2 — N
BT AIETTE L OFEFRU R B AU RE o FEBREREE BUE ~ SRR
BORVEIGR A — R I « IETAIEE TR R T E B A B A R B 205
BB E TERAIE 2 SR LAE 7 = B CABER Ak HAE 48 BLRUAT o Bl A i E gE
A5 TR BUITBLO IR o BRI ET RIS B IR TS T RE T B W E A o

BRI R AT R A S R R R B E B & DAY S22 © Pati B Nanda (2011) 24
SEMEAEHSE  BERABREFENR AR RERZRRR ERARKE
HAppEmEZ AR ERMPBRRN 0 (Positive Distraction) © 78R » —{ESE
BEEER NI ERRA RN EEEBRR A BRI E) - R AR RO B
R AR B E ARV o BEFRGIEERAT IR T RS IR A2 AU B At th ik S A B a3
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BEHYRZZE 0 Rollins (2011) 1EdFanOEIEGHEE » L Drescher » Kamin #1 DeHart =
L ERAE B EE R OEART U IT R 2 o WEh s - &
¥ 0 BIBURROOIRARRERY AL 0 A EEA R EEEIEEENGEL 5 REHE
B —4) 51 BB Z 5t Drescher 8/FEEE » KPUBHERRE(LS TERIIRIE) o Bk
THEHER  ERUAEARGEL - BEEEEREETNZEBBAETURE
REHZEORRENE  SLAARMENEFEIANEE KA R IEEHT
BhRR o ARASBRGIh AOR B ST BRI R 1952 28 0 A0n] B S 3 TR R IS 1T
HEETE D RHE 0 MR TBE) (Healing) — 5 A F 22 BI B £ 75 411 (7] Jok i R
01 HEREERE o

E TR —3 EEHERR AT AT IR EATZR 1990 K BN T
—FfERREAS OEEE a2 DORIRAE) DL TRIE ) ER TR (EES
2009) - BEEFERERISHE - [RE ) REPERRER OB A IE R B -
B FLAE S 178 B i HRIED O B RY ) B RIRA ARRE A R HE RS - EREEEI M Sh
R AT (R—) KRR 718 DREAERE © (1) MRES (2) 2k
8 (3) INFR (4) BUOEG (5) HIAMEGE (6) BAFLIFE - 125 (7) Eikib
ARG o IEETH [REARE HESAMARERBRZERNSS o

x— | BERESHMERE

25 R

A DR B — A OIREE TEA ) M 22— ISR ERE o AD
FEFZUE A B THRAE AR A (R A D IR

AR EE A 0 B INE R DO O BEARRE o MR R OIS
18IT ~ JUBESEA B EREAEE 15 A B AR R IB KA oK o

SRR AT DL B BE Ay A 18 RATHIRAE - Bl PHsH
(Psychological Flexibility) A# °

FOE AT AR OHRIIRES - RE AN AR TRBIIRMECR » mH
DLEGEH - BIME CAESIGERA D -

Hinton & Kirmayer, 2017

WE » 2013

Bonanno & Burton, 2013

HEBRS » 2013

Sajjad, Mohsin, Sana &

Abdullah, 2012 RO 2B P UBEBT S (R SR AP TR B A ~ JRUERR T

FERATEROFRER R A5 2 AR AER > SoRGthAA
PR OB ) 2 7 o

FORUE AL — RV NI AT TR L o 35 L3RR nT DR A 1 15
L PR R ARG -

ORISR AR REMPEEE  ABEIREBEN—E
WL ATLUR A A AT DU SRR AR E H R o

RERR » 2008

Koss-Chioino, 2005

Gross, 1998

Scheff, 1979 FOREFS SR 0 BG4 DLOFA OO BRARRE ©
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B AT HIEE E AT R E R AR RTAEERET)
AREL BRI EL - BN ERFRERFERES - G5 BRERTHRERK
HAEMAT » HEEDBNEBRGIRMER o IR LIEMAERS T - £
[ER 2 T IER ) ORER AR Bz AT RIZ2 DL TR/ NGB ) ACHEMPILE AR TR Y,
MR A TR - TREZR APP) 0 DRUE 2SS SRR FRMERE
ORI BREREE > i SR AT ER A7 o TR R TR TR i
IR DU B BB R - 2 AT FEIRE U ERE - DUN R AT s B aRat
JLER °

22 ek ERET TR

W SR A T RBREEF B IR 0 LU B I aZ ki 85 (Rouse, 2001) » 223
RN Z B IR A BB > E BB A LR N F © 223 Kultima # Stenros
(2010) 3B %A > A4 %2 M (acceptability) ~ S # 2 & ) (accessibility)
M ZFEE ) (simplicity) B MEiEE ) (flexibility) 2 EEE EERIIYAIE
H ; McGonigal (2011) f5tf » FEMAY#EEY 2 BLAK B IR EAAYEN ) ; M Rollings B2
Morris (1999) Allf5H - BB AT 7R BFEBAINE ~ FERME - B8~ BRI it
HA R AT A T 05 B 8 LIRS B A #EIE - AR R R Y B NS AR IE (A
Bl ) B B A T i T A A o RE R AN T £ BB SR o RO 2 B T R R

BEEFEENE  HRIT R A BB IR (LR R (Souza, Rodrigues, &
Neris, 2019) ° Garcia ~ Da Hora Rodrigues ¥ De Almeida Neris (2016) [A It 42
Hi o TERREHEE 2 0BT B BN T R I IE S BRI AV IF ~ ISR 5 A M B 2 18R
BEHIACEE ©

Chou /12 2003 445 LU FH E B & B0 - DR FTiiBUCAEHIRY R 2 H R ER 4N
EA THEE \SAEZR (Octalysis) J #&74 (E—) @ fRALH BT 758 A BRI TT
Gt~ DIRGTFEESTBUTR BT AEN I RIZEME o T 38 UMIESE | AR R
MR 2 6 B N IR IR A A i il ~ Ty ~ BB RatHISME o MEREY (A
EEZERAR B OIOEN)) DU AR AT ATEN ERY 7T A& BB EIH (Chou,
2019) o J\MHEZR L IR IR BRET R TE R mEITd ) (Meaning) ~ T#
EEARE) (Accomplishment) 1 AT A ) BEER ] (Empowerment) %=
TEWRELE THME) (White Hat) #0807 ; M/ AEZRE R =IE B BGR ST 2R T
APEERZE Y] (Scarcity) ~ TAMEEMEEYFEL ) (Unpredictability) #1 MHESELR
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&) (Avoidance) HIWAB(E [ 218 (Black Hat) #EBGEEATTE - AR THIE) 2t 12
W8 WEERFTTTRAEA - 4% Chou f5H » THIE) HEEHRFI TR IZABNIIR
AR A B EAEI 88 > HBIEEEE Hsu ~ Wen B2 Wu (2009) HIBFFUAEI& © BN 1L
—ROEREEL (JRRAE R ) KA 0 AR [ RIE) HEEEREI TR AT RERS IR
B (BRVA R & PR 5 28 A BUSORE R B T 45 3R (Chou, 2019) o & & AR ZEAT
HRERIE 2 Tl - BUEMITZOEIERARZ 2 BRI 0 K TRIE) BBERETT
= BB SO P RE AR BRI 0 R DL TEME ) BEEGH TR ER D ITRIE A2 T
BEGERAETR - AN BT R AARSBRR S 2 T E IR -

& Meaning &

White Hat

Left Brain Right Brain

asuanyul
[e120s

Black Hat

B— | &/ \AIEZ (Octalysis) (Mishra, 2020)

PUR2% Chou (2019) BHRY THIE) RO IR ¢

(1) EREaEAME (Meaning)
MEARMEmENE ) 2—HEERa AMERNEER EAMEGEE CEER
A—HER B ENE o BEar B - (E Ty (Narrative) ~ T AL

(Humanity Hero) ~ MF5E 5, (Elitism) ~ T#FHIE R (Beginner's Luck)
1 T&EFE) (Free Lunch) WEGERFHRIGRABNITREL SEHIE MR

(2) #EEREE (Accomplishment)

% LA 2 T M N TE RV B ) (3R 5S ) BORE 2 SRIE I 52 PR B o R IE X
DENEANMEMNRERE  WAESRERSE B - TERER NEN B8 7T
R E AR BN A B EI B & ; IREEEEL (Point) ~ #(E (Badges) ~ #EE R
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(Progress Bar) H2ETH#5 (Leaderboard) EiEEHY EFEEGL) HRUZOE T
et o

(3) BT A& I BEEE (Empowerment)

R B 7E 7 B[R BE 2R B R A B IR A TR BN R AR AR AR RTOR A - TR EE R
HEAGITETRE - BIERGITRERE T AMBERZAE N7 52 <
i F AR FTR o IIHRODB N REH TRFERBIERS - A1 FELEN
BYERUREAC AMBER AR - Bt - TRFAIE A BRERR) 2/ \EIERF WA
T R YRR TR ©

2.3 [BrERsT | [BEERRY

TE N BN 154 ~ B B A & 2 BB — THKE 2 a1 e
i o Agarwal B Venkatesh (2002) {5 e A\BE ELEIHT A 15 & B0 A & HY
B T B AR H B SR EBIEA AR BRI o S2EFRAEE
BN Za gt asent P EE AR Y TE[A015 46 8 B $8 52 300 (60 2 TEORT iy © AR4B Tractinsky »
Cokhavi ~ Kirschenbaum #2 Sharfi (2006) L{k Sheng #i Joginapelly (2012)
B RBAHIMEESE - FEP LM (consistency) ~ BEIMEAMHEE
WEGEHENEE M52 —EEFEHAE BRI ARG A RS
SAE AR RIRHLE S TRt A A (A& MBI s —H AR 2l
IEERE o AR5 ARG 77 H » van Corp % Adams (2012) AR
A.CT. (Attract / Converse / Transact) f58 » ZAE Y I B ¥ T8 3 & AR 7T 5 P
SIHMESE © Norman (2004) 154 FEF2 (emotional processing) ~ Jordan (2000)
#HHEAZE (user benifits) » #2 Desmet (2002) Ef#FE (product appraisals) %
MR R IE A s s BB L R 2t o ARFR A.C.T. FAYRYER * Norman HYI5 44 FERZ BRI IE
BREARMEER  BIEMTRRETR ( AREEERETR ) 2 E A& 15 H
BRI > BORF R A B i 2R R 2 DU T AT IS S SR BB R A o o

Norman (2004) /5 7 it B iR 6 & HUIB 4 2 2 0 2 = (B @ REVOFEERR | K
REE 2 (visceral level) ~ 1728 X (behavioral level) FIKEE X (reflective
level) - MLt=/BRXEHE LHHERZLZIFET McLean (1990) LUESHEECEEAT
AR TTEEEAS ) (reptilian brain) ~ THFLEEAS ) (mammalian brain) ~ B2 57
IHFLSERS ] (neomammalian brain) & =f N JEFE AT K o 1E B ZE S gH -
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MNFEDIEB A RAVAEERE R - B8 REEEZIME—YJEY (Norman
& Ortony, 2003)  ULEIRABEE R - BIEE M — G ELNEE  UEEMI
REREFE - Norman (2004) #8% > AEEEIEELHEOY - ERUDIRERKE
SME (appearance) HITTREAME - B TERFIEME (perceptually based) -
BN N EMAIE ; AT 28 XL A & B A D AR B GE F AV RS BRAE R - tiZhaE
(function) ~ AT¥EfEYE (understandability) ~ 1 (usability) B 5 B8R
B (physical feel) PO FZRZEFTAHAL o 2 M EAMIEE (pleasure) FIRE
(effectiveness) 217 #%/E RATEMRAYE A o (FH MR > B AL ZE AR
AR R EE TERZ  ME 2 MISEREEREEREEMAEED 0 BT
5183 1 1E T 1% 4% I JE AL FEARBE (Norman & Ortony, 2003) e Patrick (1998)
FE IR AT SRR 2 A A o BT RS 0 E R AIE @R TN
FEENFT A B sk R A SRR S T R B A E WM R B E REEER
R B EIR A — By » FOAR A OR B IR 22 R 1 AR RE RO 4T 2% J ZR [ e ) 68 R 4K B
(Norman, 2013) - fi [RIEFEZECE A(E(E (Value) BIZEERRE o FHEAARERE KB T2
JERE TR AR TGN EAEAELE  KEERZSENED A BEANAE
Vi it 2 B ¥ (Self) sFTEBAYE L (Conciouseness) © 1EILE X ASE S 317
HIFMITA  sHEEHE (Norman @ 2004) » ZE L ~ &85~ HE FEMEERWN

=271
o

R | B#ERET=EX (Norman, 2004)

AAEE R BEAWS1H HNEL ~ KA ok~ @~ A A - BEE  OREE S IREE
1TRER FEAR IR IS % HeAE  BUBR ThAE ~ RLEE ~ RERE - RS
RIBER A& OB BB o FE - R FEER - BRIER

2.4 BEEM (Self-Acceptance)

Ellis (1980) ¥ B M EFR S © AR T 2 B REANZEMAEC > KRt
TRRAZEZHERN - EMVSEERN MUk Emitt N2 GH#EF - SEIEM
(accepting yourself just because you are alive, human and unique - and not
giving yourself a global rating, or being influenced by what others think of
you) J o FERAE (2008) ®i% 0 BIRAMNEEMEN A RFEH AR H2ESE
e BNEERF— 2ERESRN—EEEH D - E2E—EANBEIMA
ARFAREEERERER  RES o I BRESE o el HEBFEENE
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HEE RAE—HE FEEHAHMSER  AGRMARNBEMAFEE -
AT FE A EE I R0 S B SRR 32 B 0 RORURKSE T AR B A 5 4 m] AR B
FRPEECRE SR - TABRERZZINE ) - THBhEREHES ) FHE2R
P B OIS A E AR E SR o T I _EARLE B RS A] DU B A PRS0 - (EEE
Sy e EME AR B D BB M RO BE S M TE L i 0 BE AT B IR AR BN
HY

O IR M (Psychological Flexibility) #EHI 2 AMARE NREEE B A & &
SE MR IRET 0 SREN B O LUR & B Y77 X | B S ER IR 2= o Hayes ~ Strosahl »
B Wilson (1999) LU FH 58 M il gm 2 B fft - SRt B 340 (acceptance) HEIE
2 (mindfulness) HYAT %575 > B8 % 5  BLRGE B 1% (ACT, Acceptance and
Commitment Theory) o FEARELRSHRIER 4 0 LLHEZIZ RS HMEEEE
HERMEREE CATERRE - B B3R 0 (] DUE SR OB E N B EAAIIE S o
TERFFE LA & 21 25RO B s B B Tl o Bt o 0 B ATHIE B REMRAEAN
RENER AAQ-II EXRMEHRE ACT Rk BEIERIEA NEELEEERER
A S2HEFEFETIRNER o AIFFERIER AAQ-TT EREST B FIRMATFTE -

B EAIBT IR DS B TR ET RS 0 A ERN B TR A ELE A O B A AR B
W92 B Z M2 T+ 0982 o Oltean » Hyland ~ Valliéres » £ David (2019) % iR FE
YEZ HERBIT ARERN OB ERER A RUE - IR BREBANER
PAERERFERERC (Psychology well-being) BAZAHEH 4= IEAHRARIRZZE o Ryff (1989)
WAy BREMZENEROEZERNEZEE 2 — B 8RR Y&0HE
FREERSABIAEF—EREE 0 2008 4F » BEHRMTEEHZME - FEFEHE - A
REROBEEFEEROEEZ FHEE > DIRELCER - B R - DEEEK
SR E AR T B AR TE PR B A REREEE R B AR (Waterman,1993;
Keyes & Waterman, 2003) ¢ Waterman (2007) MY FEE=4EK (Subjective Well-
Being) ~ LIEEREK (Psychological Well-Being) F1##% 3248 & (Eudaimonic
Well-Being) =TEHY=EHE B2 B B IR MAYRA B &1 THT 9T 0 3830 B BIRAMIRAE
=R R R R R 0 A o B R AAAREE LU FE 5248 AT 43 7O B
MEfRIR o 5 0 ERIBEREE R 2B B TREMNE B TR
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executive
processes of
personality

(Neugarten)

maturity
(Allport)

basic life
tendencies

self purpose in (Biihler)

acceptance life

self
actualization

(Maslow) autonomy environmental

positive
relationships

individuation
(Jung)
will to meaning

mental health (Frankl)
(Jahoda)

B | OERRAKBEHEERESR (Ryff & Singer, 2008)

MifR#E Perron 1 Wolf (2009) 2% Ortony ~ Clore 81 Collins(1988) = fi £
EH R ELRE 0 1R B A B RO R T 1 ORISR E A FE KRR —
MEFEREK (Well-being emotion) EERM R AMETABEEGFOE - B A
TRHRE R B PR A — 30 - EERE TR REANEE) WERE
RIFERS » A& B BUA & DUR A A B - g RIFN B BARAER o 550 /8
FPvEsm (Self-Determination Theory, SDT) (Deci & Ryan, 2000) #125 (&5
DR R BRI < [F 2 1EAER [EEFWE 5 HWEE (Competence) ~ [FHH
L (Relatedness) f1HFHE AP (Autonomy) =FEEAT KA GEENEEH -
Mt =AREEATRE R Chou  (2019) B9/ \UMHIEZEAERE » UH 2 BB T ©
Ryan (1995) #8% » NEMFERGE T AHEEREOHEEE » AIEEII R EHE
TEEAER - BEBEEESEBTRZEE CARNBE - BrllE FREREZE
BR > HRZEBNANEERGIER - kK2 BEREREEREWER » BEE
AR RE A ORI EREAERE (Deci & Ryan, 1980) o ##EIAS(EZ
B — 2B EBMA > OFEERAERE EEHRA > EERTERIERNEE - F)
SRR > AR AT BRI R I R A NAE BN B EERE R R 5 o

AFF TR B 2 T BN I R AT E - B OREZ BB
SRR EAARBRTTIZANE B CRIFHE o B - DUERRAY B REBAELITFAIMREEIE
AR EAUCORY > BB AR ETEEERE L (1) MRES (2) BB (3) i
HIR (4) BB (5) BEIAMER (6) (EAFLAFE ~ 841 (7) B OiREE - 5
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Bt T REIBE R = Y B A A E D RRET R 0 AR AR
FyARTRFLA BB AR ST 2 A 2848 o TR RS B B s R 2 TE [A) O FR A BE A
H > T EEEE TR R BT EE R 0 AT T EREIE o (REE Lt
B 2 BGERGET TR BRI R B BRI SRR IRET R B SEIR
BN

% 1 B R EPTE AR RRIIB A TR - BRERENRERZ B A EAR

%o

et 2 @ B A BT A A FRIEERETTR - BN AE N B W EA EAE
2 o

et 3 @ HERETTRENERENRAERKZAAERPZE -

Rt 4 @ BERETRENERENERRMAAERPE -

(= HRAZ

TEOE A TS BNt E2M LR — R E R TR A
IEREERNE T AN ER  AEAREU=REEr (B=) #RAHEME -
FEER— 2550 2R SRR T AR RGBS - SE R R TR AT TR AT -
FEER — ML HR(FRUE R » (] APP NH(E LLEHRAE APPfigures » B 28 HPE4
A = B RERRENRERTHER  BFER XA RAHERA ERVERE
TTRAEDHT  BEER= | IR B DA RIETE REFEIKIEAEE R AVEEFEE
ETHETRERE - #0R LRS- BTERIKES T -

IR > M kst > S~ >

W REEN PETEFE AT & Papiin =

RS E AT

1
| 1 e |
| T
| l
[
1
e |

B= | HRRER
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3.1 BN

RIFTT S — P B AR RE A8 0 R 2019 F 12 A 22 HE 20194 12 A 31 H
IR EE RS o EEEETRON 2020 £ 1 A 4 H#E(T > itk bEHE Rz
RERFFE o BEE 7 AT ERXSHEEREBT 0 SFHEERNTRITR -7 4%
T B 2 TN~ IR B BT R BRI RIR = 4F o RASHRY TR ER ) 2
2HE |RESNREATHRER FRHLER - TREE) ~ RS AELED
2 2019 F LRV - R TTR BB R AN HEE BN S IR -

REENBEBRTFH

Zaig A (B 248k  |BL 318H S KA L
ZHiEB (B 248%)  |HRAE 4 fEH HEE

X C (02450 |BIFE 3 #5645 Mix
Z#iE D (0 235%) |2+ 24 Paper.io 2
TEitE (024 L 34 BRAT A I
TEiEF (024 |MEAE 3 BRAT A I
ZHIEG (50 235%) |24+ 3 BERES

£2% Johnson (1990) 5 » EREARA MRS » FIRNREAR &
BHREAMR ~ [A178 Rigm HA SRS o Stewart B2 Shamdasani (1990) 5874 @ £
R R g FH A R N L RS~ R MRS 0 A EER
B BB EE 7= A DURBIF 7 & %5t &AL /7% » ARG E TH o Fit -
R TR BRI E AR B AR TR B TRE AT - (SO TEET
2N THRERFEER TR MRS (ERBENEIITERNRRZER MUK
AERMEBRESHE  UWERTAIERE - 2ENEECE  fRITEERE DA

AT E BT ST > AR E IR EMER TR A WEHT BRTE
B ZGETER 0 WHE =R AR R T REBETRY - ARBAERHE
TRl 2= 8% DhlRamEn - IRBERN 2 HEEEH (Storyboard) DUk H
B RIEEE SR AT TR0 PR — 0 G B RSS2 = SRR
AT E LU B A T EE AT S AR TR (BIEECRE) - DUE
FBEMER AN EMER =GR REM - 7 (Z5E S i AN aEn
Bix o TR NSRRI R EER w DU R & REE o amdEsplan s

1. DRmEmsE J
2. BN ZEEENREZIN - ERRENFE R TR
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DB REAE KA RO FH T3 E CREIFER TS &R
R HIE o 2 HEEM 2B NS E G ZahE R 2 S B R a R LU A
BRid i O AR RV RBTEND OB LU Tt o 0 BRAY B AR TE N B 2R (6 38 TE R RS
BRLUREIRADOIERIE - REEDER= > TRAGEN B \ARIUBETTRAES
A 5E52ah 6 S8 B R e EEYEOE 2 TR SET A IR BRI A BT R AP
LJBEMTRHEBUTR © MEMEER —RMERAGR - BMSEER TRE) 15 T—
FEEDGARGIRES ) - BEIEAIEREAERE - FrA28E —B@%  BEATHRERZ
BZH > AREROE - BAREMEEME - sES 22 KB BBV E L o A
WYL AL 2 TR B 227

[FELIBERZ L RN REI AR ERSE - A X7 E 2 B BB NG T ) o

RZ | RREIRERERE

AL BEE_me | RO (BT (R )
S — (EREAEIRALIISE AR T I KB — FIOEE (8% B)
— BEHCE S RIRIECE SRR ([ G)

— B LR A BRI o SRR AR (85 C)
— BRI - MBI TR OB BIAR (% D)

& 2. BRRTRBELSYE
— ERRN AR » RATRERER S O BN AR S SRR - S (o B Bt
BL W5 gL F| AT (R N .

— REEAHE » SRR AR RIS e R R TR EAET

E(J N &X%gﬁﬁ v % B)
BIRERHSAPIRIRRE | _ 110 rm s sl moms i - MR BIASHEAE /S8 EIEIAN (195 D)
REZEEE « R B e B R RIS (H% T)
(IR RERRIZ AR ETS ISR » T— O B — IR SoRteT RS R —
LEEBGE (H5 A)
B2. EB — SR AR P M ARE (7€ C)
WL game W M AFIRIEE  ERBEERSE (8% D)
AR SN 0+ R SRS SRR ML (9 B)
R I R @ A S BRSO 0 e SR, LAk T U (T
({7 B)
TR Y I R B I — R R @ B SRS SR b AR 1SS » s e
AT LU R I E AR S TR S P (%€ )
— BB o BRI EIAY (H% C)
@ 7B E R E N AR R R RS (H%E )
— A R RSB S A RSN (I B)
A R RERE AT LIRS - MR KBTS M @ il (11 C)

TREEZF [E A IS R R AR R AR A — L ki RADEE R (8
FE)

— GREHFILREEFNER (FEEF)

A2. BRI EHIOIE

B3. &8 IR &Y
1

élp

B4. fREES IR
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BB — 2 B E AN RO A O SER R 0 HilE 0 KA SR DB R IRAZ A
(Customer Journey Map / CJM) E3 » 45 RANE VY o 335 2 F 078
HEEREAZ AU ¢ TBABSL ~ THUTER) ~ s8Ry ~ f1 TSR o AR
B2 Chou (2019) FrEFARAY B EVERZAERF o 540 » B CIM JMSAIEFAE TR THUTERS
ZBHIREERBAYS » & L IR AR REAR 48 RS2 RD R B o T LA SRR LRI B RS B — Y &
EABRI ERER=AERERE L ARBEREEMEERERL L (FATH

Enter App Daily Task Enhance Exit the APP
TASK +  Check out the condition * Check out the Daily Task  + Trying to get higher score  +  End the game with satisfaction
of the role in the game *  Fulfill the task +  Upgrade
“How i P i ‘I want to walk around “How to get many style “Penguin cherish m
THINKING owls my Fenguin to see different kind of g . sty . ,:g 4
today?” - of Penguin? life
penguins
L — —
FEELING /"_..
= o

Record of Different level will have
TOUCH POINT, My Last time lagin different bonus or function
Too many pop up
alert message

‘ Character Appearance ‘

PAIN POINT

Task which is too
difficult frustrate me

Stakeholder Design Team

Design Team
IT Departmant

Design Team
IT Departmant

IT Department

IT Department

Design Team ‘

BO | BERFRESBEERLE

EXRR= SEARBATA SRR AR [RIE) BERETR  CAREREY
PR IE BB OB F A AR B AT REJR ] BT FE R A Tl EEREIRD
HIFARZAEER  ERHEEER BB ER  EORERMAE S HE DR
TEEE - RIS WKRE =T IRV 5 RN BB ERR » KT
FERAZ 2RY F IR B SR IE A ST R AT ST ) ~ A5 5Ra (B 1) - BiE st
TR =R R THIEBERS  (SRZSEUELH] o fERF R IME & BB
S B ARG R IR (ERVEE S E R A O H B R E S EREUATEARER -
FIIE » ABTFCTE B R AT TT R 0 2 B B IS M R st M RS T s st FITH PR A
B BT R BB R RE T = DO 6 B RO RRRR S B B BB 2 A A B



B AT HREBEE TR B IR A RN ERERZ 2R 69

Gamification Elements
80%

70%

50%
40%
30%
20%
10%

ITHEE b1 KRS
Whitehat m Blackhat

BE | BI8ERBIERLERSTTTRILH

328K

ARWTFL2E 13 R IMEA 22 i i B B SRR - R AR M R P 1S 21 AT U P B
HEER - FRATRESER RN HRE R TR BT o I 6 SN B
INFI RIS APP &l LIS APPfigures » BEEER BT B EEY » BERRI A -
RIS ~ FE R B A B R E A R B 2 S R PR R T Y B R T
Biradiam= (R1N)  BARKRENRERTE — RITTEE - &S - K
IR — ET AT o

%00 | iOS £} Android IRE BRI Z B ZBERRFHIEE (APPfigures, 2020/3/12)

THERSHS

LRIBE (BRESHERE © B8k 7/ EhES
2020/3/12)

BE BB 7 S B0 B o B —
YR L5 W LIRS 1 0 15
N\

CRE v TS - B Ll e gypge| Tantome/2019

B BRI -

DU FE RGBT M i A OME - BOMER]
RBIKIETE 48 DURHOREAEY) MR KRR RRE - SR
Rt GBI RE ST A A AL

A T A5 R 2 R P BT 19 7
_ S - BRI R A IR - O I
. .
B s WEFE - SREA MR ERamTE o 20

AR T BT R o

FLERO Games/
2016
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3.3 ABHH

RERRERIRR > ABEIAE 2 HERKE 1 RAEA AR EHEXG RN
AEtEEIT BTN B AT - 3 ZimiEE & AARITHE IS REE/KIRE =/
FHBEBRIE KSR BHEAMSMEFEERT  S8BRESRREP=AME - &
575 SRR LR B R B TS BRI BEERE. (A~ (2585 ~ 50 ~ 4550) - BEAL
IR A REETE D o O NERE R 7T BER 0 1 27 3o~ [Z2AH
Bl 2 DEERE)  REREAEARSESAERF DB o 5757 BB = (4w B 1
BRUERE AR 2 EINAE » 10 B ERIPE 1S 218 — (E 8 B A2 FE B e S E R
ZHEH Y 73 B B HRT o LR ER B A9 T 285X thn B B A A2 AR 2 P B > S A
FHIEMBERRGHRBRENFAEAAE Dy EREHEHE WIS NERME
RATAIZE o RIS B RS ARER (RO EHEEERS TEF) B T3
AR TEEAL R THREZR) o RIEIRIR RSB IE BB A A TR R ATEHE
WA TR LU 2B STRIUTEEER (HEF) ) - DIRZ TSR H
FRRTETH — AR ITEENR £ (TR ) AUREHTRENERENRE

xA | AR

TIRE

BA B % BR BEA B B8R BR BEA B #8E BR

B 15 16 18 9 13 15 14 9 14 17 17 7
BEREE 11 13 15 9 9 11 12 9 10 13 13 8
BNHAR 12 14 17 11 10 12 12 8 12 15 15 9
WD EE 10 12 12 8 9 12 12 12 11 4] 14 9

HBAPIRER 17 16 18 9 13 16 16 11 13 16 17 11

BABUFE -

10 17 17 9 10 10 10 8 11 12 11 9
&aY

EimRIDiRRE 13 14 16 10 13 13 13 11 15 14 13 10
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34 BEEBBIR

IRIRBE L — 455 » ABFF2% Chou (2019) B AME SRR T R E R » 1EF
ER=STEEm 2B BT TERS) B TE5R) BRREERE - A S TR H
BEIE  (RARIE=TH OB RS B R  E R MBS -~ BRER - BT alE
TTBFIEREESR » DU BB RS A SR ARE o o — B BRG]0
BB R EEEE S Norman (2004, 2019) ~ van Corp #2 Adams (2012) E#5%
FmAtEITEE R  ARREET A @ N MIERIZ# [Jsselsteijn ~Poels ~ 81 De Kort (2008)
FlT s R B ASBR % (Game Experience Questionaire, GEQ) » BRAIHE A T4E
J11 BLOTHREL WOKES R AT A G TR RIERGGT ; A THE) HEH
B TSk TED ) AR P REL T P BB P R AR BB T R T R A R TERR AT o R THE )
ar

WP TE > B FoBe il - EIHE G2 % Bond %A (2011) FREEEAT AAQ-1I &
& (Acceptance and Action Questionnaire-1II) o ML ERF L BZMITHER
B XERMER - BERHEFTE  FAERREMERS S HPtEAK
[FIETRE 0 BIAREE 23 457 8 9 [ o BFEERIFIHMOIL 2816 ERHEA
B .84 H 3 AN 12 {E A RAVERIEE S HIZ 815079 » AAQ BR AT LUK IE
ERHIIER - AEBK - HgBEHEAERENRE BB RN R R %
5 (ACT, Acceptance and Commitment Therapy) b @ /2 #AS 5 1 (5 A A = 301
EREHY B Fereah (Hayes et al., 2004) o HRAARERRFE AT RIFFTEITREE
AR BRI BT R ZRATH > B SCEE SR - BIRE R (5% 852 BRI X RATNER
MHERTATSEN

35 EEAS

ARBFFER) BB IH 1B 4 et =R E IR B e TR F R - AT R
ZT BB RIARAS o B ML RIS R B AR E R o I AT R AL R A
#sk » Chou EMEEEGERAT ERER © HEAEEERIITTE - BE AT HEEITRAH
PEERIER Norman 1E s s =@ XM LIREHHEFEEE » DUN AR B |
BB AT TR MU B et = R ETE - HIEAERTITS  HelA R E &
ko BRSNS LR
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BEER

ISR TR RS AR
A AR TE R B o

PR R EREZE B D

B8R ER

KRERH
728 20 SR ) U LR AR AR A Y R
15 BT AE > REASTRE CHE R
B - SREERAT T REM (HRTAE)
REZRZIMEAE (32 A)

TEF IR RS ERBH A 27 i
MEETIECD -

. B R A R R RR A - AR
AT R BE R RE R P AR
SELRHT 2

\ AT
FRIBREH R LA B U BT AT B ok @ R £ A AR O
PRI TE) © FE AR AR 0 A AT LS R T o
BERESAOIAEE o (ZHEF)
BB B TR (3 0 43 A R FEETI MR T R O
EREA R o B CREIBIAR (Z5# D) o
E 5 T O R R e — RSt e R =
e ‘ WE SR AT A ES BT DU
- TRAIE CRYEE B 2 AR Y IRA R B S WA (R F) o
(ERE G 2 B o
GRG0
SR LIHERATLUE RO (HEB) -
.%E@?ﬁ\%ﬁﬁﬁ%% g |[FEERR . ERGERGEE (8
SATRAAERR © %C) o
TR T TR B
5 151 5 PR PRI (0 B8 T RS — 4
P ZEI S0 A 2T PSRRI B R R
n BEfRSH (HEB) o
THE
| BT o TS B LU R MR AR [ AR e A 0 A s
R A R E A G LEAERAY » IR R (ZHHE) o
B R HE B BB OB SR o IR
HURTLUREERS o 41 50 R A P e ST 4 St
B R ARSI ZOHMR (ZHEB)
B (PRI MK FrT LU SRR R E - M5
BMTALE IO | SWEEN 0 &R ABRER RN TE

A—FRAUAESR o (323i#E D)

T EEEEENE BRI IR 5
PRYCEEE (AR F)
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BHEREtE R R GEQ IR

PR B R M K EHE o

PR O AR R R B o B T B 1§ A B E | R OE ke (Itwas

BB RS K ENE - aesthetically pleasing.)

TERE PR R R -

ﬁiggiz;QEngigf° oy [FOREBRRE RS0 - (1 felt skillful)

FRETABES f ERIERERE o REBHBRLT LFH o (I'was good at it.)
fEE kiR #E R (Norman, 2004; van Corp
& Adams, 2012)

FoA ERE U BRI A & At the highest level of processing we find

BB AN RS 2 & reflection, people’ s self-examination of

B % their own actions, understanding, and

monitoring of progress. This is the home
of self-image, of meta-processing, and of|

EBAPRER IR B FHER the whole range of articulated emotions
including emotions such as pride, shame,
admiration and gratitude.

() ARBR

ABFFERIER A 364 73 ©
=
K7 86.2% o H1E 104 AL
RIEEER 69.3% » HZ

CR

# 24t » Apple 10S 5 52.2% * Android 5 47.7% °

TR IR 20 T 1 2 B0 {6 P A B )

PEbRZE (H B R B A AR T 5 4
EEAIE
M 210 fif o 4E

iz 3L 20 - 30 HVEEEEZ
Ry 30 5% - 40 A EZIHEE 0 5 19.6% o BHEFHIAT

THEE
BRNEREATE 314 63

PRI IR
e NEIle
=i

ARy - B —FEME

BRI & 21.9 % » @AM EREHE &5 30.1% o

4.1 BEESH

AHFFELL Cronbach's a &EHIZ 35 B HlE 77

FEERATTTR » TREE R IR

AR = ER - B RC B B BRRRA  MTEA A — 2 o 2 Guilford(1965) #2H
Cronbach's a fE/NR .35 AEAEE » M 358 7 ZMAMa] » 7 FRIASEE o

AHTFE A MEAE

AEEE A Cronbach's a (B4 .768 »

W#EERET L ZE R Cronbach's a {B4 0.885
TAERA 813~ KA

1Bt R at =8 ) = A
WA 770 o BRI
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X7 914 0 BTN 852 - ARBE L BAEER 929 6 BIETFAZBHE&HE
JERERE » BURAMERAHE S8 -

4.2 LB A HHETRRSRE

R AR TR » (AR ER L (simultaneous regression) #17%

TCABER AT o [RIIRFAE BR SRR MR AL R o 8 A TR 7T MR TH AV R RE o B ASEC

(2000) W NS BIHZORE 2T H IS —E2 RN RS EAEH
HEARRENFAEE o Bt - SRR EEREE AR TERIRSE 7T 1%

4.2.1 OB ERIRST TRA BRI ZBRENERRFREAERBENE
BN BB IEC)RRR

IR R » 0 F(E% 8.258 HEZFIREZE /K™ (p =.041) - HIEH#EER
AT B A B A = J8 R BT 2= 1Y Beta (A B2 Al % 155 (T=2.332 > p <.01)
Bl 098(T=1.483 " » p<.05) ° R~2 % .505 » BA 50.5% HIMERES) - BRGNS » -
HME R R s BB A et = DO BT R N B B B A IE AR o

RN | LIBREWAKEIRZ ZTERER

TEA 818

BB ELER S 167 .071 155 2.332 1.441
.225 .050 044  8.258™

BERGTT=BR 137 .092 .098  1.483 1.441

*p<0.05 (FHFEE) **p<0.01 (FBEZAERE) ***p<0.001 (MBEEZEABRE) ;n.s. RRERBE

MRl T EREAIRTHEIRER R REEHRE = E X R s =g 2IE > 8
FRIR AN A AR TE - TR B AR EER AT o [EIGRUWRIL - RIBERAMERT
KREEE A FAER 1.079 » REREEKE (p=3) - TABRHN FER 20.071 2
BEEK¥E (p <.001)  Beta [H{R#(% 246 (T=4.480 ' p <.001) ° KEERHF
{H% 5.036 * EBEE/KE (p=.026) °R’48I% 003~ .060.016 » =f{&E 2
R B IR AR R © ST AERER - TR E B TR TEEI o AR
JETHRINER » AT 4 R B Rk st T R RILE A Em R o
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FN | LIBEREMAEKBRZEERMEARBER

REER

EHERE  Beta T{& - F &
- =N .085 .081 .059 1.039 .059 .003 .000 1.079 .
TRER 257 .057 .246 4.480 .246 .060 .057 20.071"
RBRER .105 .047 126 2.244 126 .016 .013 5.036"

*p<0.05 (1HREA) **p<0.01 (REZABRA) ***p<0.001 (HREREARR) ;n.s FonERRE

4.2.2. B8 EERSTt TRABHERTZBANERAENERXRZEBIECR
B

DUE g e at B iR aT =B % BT BB 2 B IH o 1R+
A T (B2 158.833 0 ZEFEE/KEE (p <.001) - MR - HiRRE BT (B=
339 7 p <.001) EFEE AT =8 RAVERRGTTR (B= 465 p <.001) ¥R
JERAZ s BLA MR RE AR RR A TR

£t | LERRZAKBRZSITERBER

: RAER B/
T8 E18 5 F & TR
R
B8Rt .379 .054 339 7.074 1.441
711 .505 502 158.833
BREBRH=BR 674 .069 465 9.715 1.441

*p<0.05 (18RA) **p<0.01 (REEZEABRA) ***p<0.001 (MBEEZARRE) ;n.s. KRS

DUBSE LT =B R = (ESIE S B T BRI » SRR (RT—) &AE
[k (B=.307 > p<.001) ~A7AEXR (B=.529 p<.001) EKEERX (B=.645"
p <.001) HFERECZ HTER S B RREEESUR o H={E#IEN Beta (GEEE & E
B RORABEE R ~ 1758 O KB JOE R R R B 2 1R M o TR 1
E5y 0 REEEREERR 9% BIMERES) - 1T2E I 28% @ BB RAIGEZE 41.6% B9
fRTES) o
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xt— | LEARZHKBRAZHERMEAHRER

FRiAlEEIR BAERE  Beta T &

FHEBR 460 .081 .307 5.695 .307 .094 091 32.438"
TARABR 576 .052 529 11.009  .529 280 277 121.188"
RBER .561 .038 645 14.899 .645 416 414 221988

*p<0.05 (#8FA) **p<0.01 (REEARRA) ***p<0.001 (HBFEEAERR) ;n.s. RERRE

423 ARBER/INE

RIBEERDITAER - AR RSRSEA R R T

®t | REBREBRBR

fRa— HE A RRIR B SR TR BN E A E R B A AR - PRI
i 1-a AFETE P A RE Rt TR BTN BRI AL A IE A5 2 Dy
{R&¢ 1-b HEERPI T AOAT 2 IOt T R R R A BT BAL
fR&% 1-c HEIERPI P A BB R R T R AR R R A R BT
e — ST EE R RI G A st o aR o B A A E B BA 2 5 i Sappava
Rk 2-a HEBTE F AR RE R GRE TR BTN B R A B A B 2 N avA
&% 2-b P E R IIAT ARG TR B R EA EA S BRAL
= SlEEGves ) SRR R RS NAEEZ- PRAL
G| HiEBGE TR BN EHE R B R AA EARE DavA

(B) BRH

517ABrRERBERENEAENERENEREQTE

SR AT 22 T A0 R ) 58 1 B {68 PR 1 T 3 A O A B 14 R R 400 B 22 PR B A AR
(personality) FUBFFEL K BN R MR > o B IEMN (self-acceptance) B
BIEFHEN R BRENEA GEEEREE  MEME 8 REB A SR
TR o HEHEMIR B RNERME B CEMREE (Rogers, 1961) @ BLAETEA SR E B AH
B > Coopersmith (1965) 2t T ZHERETE B T EE SRR - B TRES1)
(competence) B2 778 (power) BENERHI LU RIIAESIAERE o BE IR 2E
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MR A EHCAENEEER  HERRZHNE CHATEEY T HEAEHIE - £/
BB B AP O PR RGR 52 B R B SR R (scenario) #8858 @ 522 ) »
FEEES ~ #:1) (Novak, Hoffman & Yung, 2000) @ S48 2 BT R ETTHEE AT E
RHEENNEEERR o KFFRAETAERMENRE LOE T A a8 -
BUEBHHUTEEA SR 2 FH B2 BT E o BIRTES BRI A F IS
IRF o ETEATEUA B BERS LREA RIFRVIRIE S - A BIR BT R AV B B AR e UK (E A
I o

Norman (2004) 8% » #R(EEHMHEH (usage) EITARBIEE &5 &IVER
7t (s P BB BB T 5 | 3 B 5 48 e T B (6 FH 38 B TR O FRAR A o S iR W) AR Y BB (R0
RGAENTEY > EECHREIER  §@nRESLAEES% (Norman, 2013) °
R A F OIS BT ~ 7k B ARARHE o DURTTE AR BEERER | BE
H CHYIRTT H EEAT T (B RATRAE B LA TFAE o BBUERS © (1) SRIN=FE > DU
BIRITHEATEAFRNS IS o (2) AE OB EERTFIRITIITE - MEm
TEEFET A B ERA TR 0 BURHIRBIM IR R TR EHEERS
AR R TCEO 1 ERE L RIS ZI#R 8 © Novak » Hoffman B2 Yung (2000) 5
o NERARER - TZRNEIEE) B TR BB TP 2 ErEEm s
ERIFREE > EALTUIREE (low) RIRTEMRMF o FHEB BT 28 IR Et BB E
EEMANEE R 2B EUAIE T RSEY T - BUTERS ~ BRI E IR
7%y  McGonigal (2011) #5811 » fEREFR 7 BN EREBREILEE > HRERIK
178 % TToEm%EE ) (urgent optimism) ©

SR R E A B BRI B BRI TR B B SR AU R BT 5T o BN R
075 MM P TE BN A% BLOME B MR DR E (E RS AU SN T 2 (Teo, Lim & Lai, 1999) °
Ul IE A B IR AR - Mayo (2007) ~ Miller, Chang, Wang, Beier, & Klisch
(2011) FFFERE R > SIBKE O RRAT R EE ISR B RIBE A - 2B H I > Ems &
7% BIREFEEL (serious game) FRETHVEIRE o TTAVIBIZA 5 A E LT
B E—ERAEBRNDHEZNEET  BRENSE - REERERK > §FEC
FEEHFME  EREERIEEE R o Kristiansen B2 Rasmussen (2014) 7?
Building a Better Business Using the Lego Serious Play Method —& {5t * &
TR EE R ER ERER R ETNRIEE  EMRE - B N ETERAIIH © 7
RS JMVEBRE A o RAEE > R T REE R AE 5 R
ARBE B o Bl o EA A ROBE RIG B E A E B B TR 0 R AR
[P BN R B A TR BT RV LS TUNE I R IR M S8 ) R R A
IH o



78 RIMEERE®R | A% | B3| —OZOF | #F%

5.2 oieERR it HRERSN B RENRRBRZEATERRE

Ofz

W 7e s RER > IR B ET T RN B RN E R A EAEE - o
Jc 0 BIRHEER AT TR B B BRI AY B AT LI SRR < - IR PR B TRIEM
BiE5H9EE Ellis (1980) f5i > ARYIBRERE T EFEENHEME - BREMARE
WEBARR - AMF A B IEHEEE I MEA BEAATER o M BB
TR R B FEIE I G AL o R (0 B B 3 B AR AT A A - R BB B R At T R
) £ # Chou (2019) A Actionable gamification: Beyond points, badges, and
leaderboards —& H e B/ \ M skt 7T 2R B H TR DVE s AEREIE o B =THAA IR
KEEZ B DR TRAZIEEAROHETRSEY S K& TR
B o BIEH BT T RE B RNES RS - B AR ERBENER o FHI
RUTFUR BN HIR T EEGETTT R » a2 T B (& B TR
I EE AN - HIEHEFR T RAFHAENNEE ) (internal drive) =&
B o Horr o XD TR RELARL) RARE o

I FR B RO 05 B R T R AT H B TE N AR BT AOntIRK » W OR {68 A & REZE R B AR
W RREH 5 o IRATHIE ~ DIREMREKIERE =R A FERE HRERE
BT R B AR RO BT o =K A AR AC IR R B R B A ER]
DUEREE HIRE A 2 & - LMRIEEAA > B LT ABRERIEERBTIFR
R A LU BB RS NEE o fF 2R SE A MBRIOM S Ea R TRtk
BERrEE - BEERFAE L —EREEAERVZER T RERERIEHEE
AL o IRIT B RIS =8E > fmEEFERETRTNVRY  2EHE
FIR R FE TR E M = E o R IRATRE AT UGN B A E 1T IRITRI G - It
F A LR EIFR A RIBAE A o BIE - Bts O H ISR SR A2 =S E DRI 1750 &
—EEHIRERE ) » 11500 E=BERE ) FTRAEERSHBHD M

FE BB R AR SR AR YR B AT B Lazzaro (2004) fEa#BeaH 8 BG1R
PO B R4 (Fun) FHRHE > BRI R ICE B 1S I A0SR 0 A PU S © R4
248 (Hard Fun) ~ fEEL44E (Easy Fun) ~ ABRZEER (People Fun) 3R E %4
(Serious Fun) o $REESEER % 105 18R R HKBUNTD) » B —BE NI E IR REER -
I SEEIRNRIT AR - AEMATEE > BHEATRIFES IERE M o A
SEEAR EHTA N PREE) SRR IT A AU SER o S0 B LER I E B BT A AR AL
R o BB A BERT IRTAIEHEEEE) DUk TERMEaEA )
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