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Rk - 24 (732G 2 BEEE - DURL T 58 S Bo (18R FR —2H B P aolery 15 - IS R P
At o 25 2 BB — (A S B BN LUK A Al AOMIBSEC SR - S BIRAR DA GE 58 o B A e T SEEpR |
e R BB - SRR B — TR EE .2 1% DU B S [P T T R SE » RFE BRRI ~ T2 RK ~ ks
&~ FEPEREAET WK - AT = F BRI R - R FHEAEEER - Soii BRI - B - (D)
PG ZEAE BRI IR s BEE R - WHR A (2) BULRE AR R IR - 2 RANRE R -
XEGEEAE R (3) B BTG RARY SRR, B - SRR TR G ER  REE  E
EEARAAER 5 (4) DI - EEIRETR BRRAIME RS2 3.1% 5 (5) DIEERIVIZAKRE - &
BYRAE TR B BORIRAIHES TR T rl5E 8.8% ; MR REIERAR AUET Y S A2 BRI H AR 15 5.4%; (6)
DU ESERIART » SHERAERIE T AR RO BORBE R T BT 5 (R BB B O S PR
ATERETTAE 10.2% ; EFEHRET BRI EIRRRIHE T RRE 12 I l5E 16.4%R0 8.0% - f LA - 3&
B R AT DUARE 521 7 S sl SRR o Ja ME T FEOHIB e S BB R e SH E » mT e R BT P Ak -

RS © SrREB)  EEEHIES © BuaRAeEs - Switch BRERIEEL
AL I s MoK (2021) © SSEEIAE Switch BERRSIEER T AT EEERDUa GRS - 2775287 26 (4) > 1-24 -
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PRSI #EEE (player experience ) JEHSEEEE o ANSL6E FIIERE - #EhI2s ] DU kiR =0REEs
PERIZS AR F B EIIES 5 iz » AR FRE - EEhIgs e gk rh i S A HERIRRSE - 25 %k

A F S e AT O AIAE (RIS ANEE R, - PR AEBEEGEEL (RCG) BRI TIRaEH » f&H
AIRNEEE + e ETFEE T (gamepad ) SEAET AL HFE MR /e g - 7hkanrt =] 2L
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U SE AR (analog joystick )EESRAN & I BRRIE - 53— JTHI » HERARY TAZANE 3UE A B 3 2 MEMS )
FRKHIZS R kel 2R 2 A (Cummings, 2007 ) » HAYFERIESKE RV EEES < Nintendo 7F 2006 4
11 HFr#E3k Wiimote B2 RAE » AMERRIKBTRIVET H A B FEAE - SRS IIEF T RIRL M kAT -
DUE B e s saEh SR ny S ic#EE) (body movement) -+ thXILAT AR FF 2 @ irysdssk iy - Cairns ~

Li ~ Wang Ed Nordin (2014) 3% » ANELEA HARBLET (natural mapping ) F#SEGEERI#S 7] Aok 028k e
BarhrgviR X A R S (abstract mapping ) YR8 B A T-HaE 1Y [ & R (Liebold, Bowman,
& Pietschmann, 2020) - KILEREL - 25K A R Hh SRS RG2S - TR e R 2 ] 2 i Ry ) SR 122
PR B T REMEH S AT R BN B RS g B #E AR o PR b - Bianchi-Berthouze ~ Kim Ei Patel (2007)
FAEMFCERaE Y © EH RIS PR e Bl S feEE) - (EARR AR ~ A BN ERID L G T E A P
ERR o JIRPE - Hh S gt P s P BR B0 S REEE) - N AEfR R R BRI LE RSy 2

ey bt - AT A ERE TR R AL - S35 AR P e A B e B & A B T TR

1. E PRSP RI S MR P2 2 P R A B BN B K2 AR 2
2. SSEENEEE S A DU AR T IR R A fe ks 2

RTFENIZ - LN b SRR TS - AL R A SR IR T -
=~ XRkIRE

2-1 W : BENSURRAV N EECE

B T AR R — RS BRAYIRGE - 1B kR 2 2 U E 25 YUE IR B¢ (Liebold et al,
2020) - [Nt - B TEEEREE LI o Pl — B2 A BRI E R, (Cummings, 2007) - &%ZE H Al
Tl - BB TR SN AR E AR CARER « A8 TRE) - e TIRSE, - A0 1 FY
R ZaKE R R E ST - B8 (d-pad ) AEEELIEAR BN /C - FIACHERIEE R A i
LHGET TROEY ) 5 DO EAN S — (AL AR R B A A O - S48 A i e e T TR
FALEREAR NI AR A -

(a) Dualshock4 (b) Xbox One (¢) Switch Pro
1. BERFRLUBBHMNAR AR OITANNEEE *

— e BKES - REEIRIR SR » AT R B ey T AL T Ry o AR R e [ A R e A T RS AR
R R B ECAHE A A o v T O e BRI A R - AN A BhA BEIE R FE#RME (Alankus & Eren,
2014) - EENEERIEAIEFERIFAIN FRRTHIGITIEESE - B8 ISR - B EAHRARITE B AT DAt
iy " REATRy o o SR+ RIEEEIVIMN 5L - R iR prigdeny DhREs th nTRE LT Ry - BN - SSERE
LIRS (McArthur, Castellucci, & MacKenzie, 2009 ) - Hifih - $&~Bil5H7 8L R 2 MERRA 38, - filan -
I ~ EE - HA SRR - RUBERELHE T L - A DU Y TR I R o i FR B T
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= 754 Fitt’s Law [9783% ( Zaranek, Ramoul, Yu, Yao, & Teather, 2014 ) o A/ HEANZ2HE - )48
AN - (ISEHHEFI R FE E THa e - FrERRE ST B b B B ST - fEEE R YRR AT > Bt
FRLERT AR E RIVEERA (Liebold etal., 2020) -

B FR e AR S e R AR (efficiency ) &ée - FTRIME Cusibility ) 2K S#iR RIS A
(Nacke, 2009) o #Ekizef| SSnT ey SLIE R A « Foi o fdizesd] 28 (Ardito, Buono, Costabile, Lanzilotti, &
Simeone, 2009; Natapov & MacKenzie, 2010 ) ; 38 B, » 51T - SR8 5 91 2l bhim et 25 ( Gerling,
Klauser, & Niesenhaus, 2011; Klochek & MacKenzie, 2006; Natapov & MacKenzie, 2010 ) - H. - Fiit’s Law
& TR RIS HER] » DL Fit’s Law By SRy 1SO 9241-9 RIZARH #EER RV MI{E# (Natapov &
MacKenzie, 2010) = #Xfij » 1SO 9241-9 [K Ry (T 75 ff fif] B 1y e AR Be SR AT BE ISR P BB R RE G T - FF
B EAR AR 28 — ATB S BSEEEK (first person shooting, FPS) - Hf Bt e E#5Hy il Aafe st  ayrpek -
SERRFEIMIRETERS » thghd THEHE ) SUIEBE R R SR P I SR AR T BB -

AR > RERIAUBTESaH - AR FPS {EE AR L B A B (Ardito et al., 2009; Gerling et al.,
2011) - BHSEAEREYER — (A% TOE - — okt - FAERAIELLIEAR AR E 5 v B E TR B
FEIFEE E - Y R B E AL it T B ) SRR Ry xy B > ELEIRSEDIE L  SHELHEARR
TR TEAR R E IS N - P AR AT R A RS 7 A0 P IS G RS THRBE - L T RETRR ) S xy
FERE BT E - ERIRBRTFEAR SR LR ZMmi# 1k (Alankus & Eren, 2014) - fEff& L
FUFHE BRI YE - ANFFEHEE - Dok N EEERE Bl RSO BRI ] - B AN P e e B RS B
FIFHEA LA YE - 20[FIHEE - Brad D ZH RIS ISR - S MEBHEE RS - A REDRERE T 2KAl
HERYJTEIATERES © Klochek Bil MacKenzie (2006 ) HFFEsRI » 1 EEUNIAE LA ATAENS HE (L5 _E YRS BT
BB AR BRI « SR E TS HAR SR T - 18 R RILEE R T -

Ardito ZE A (2009) AYBFSEFEH, - BIBEE BEATA I AR BN TN - S SR T
Ir AR AR B - Ardito ZE A (2009) BHANILIISAIMREEADY « (1) FANTDIBEZ 68 - BN
BRI I i FE RN 5 (2) FAREAS S H AR IEGIZMERA — 5 » iGiest - BHHEE - T78
FARH 5 (3) FATEEEELEIRAAEREA » WK tWRIE S AL SREE 5 (4) FRIEE)
DUSRIACE vl DU & R BB AYIEISERY - FPS 2o —/ Ny - ERE L - Ardito S8 A (2009) H[FJRRF L
Wiimote » H5 SR TAHNLE FPS AR AR HER T Y Wiimote - iR/ Wiimote 3= Z2{IIFERL /MR infrared )
FrfSRy B eRmn S e A Eg S B - MIEEPEEREE (gyroscope) - BERMLEIE B —RRATLL T EH#Z | HY
15 xy BEAE - {H R R B i B AN E DU BT RR2E > 15 Wiimote R FIJA i ¥#E (Alankus & Eren, 2014 ) -
Zaranek ¢ A (2014) p9RfF5esat » [EREER BRI ALY Kinect 1 PlayStation Move tAZ{EFE{DRERE

Nintendo HESRAKEEE Wiimote 7F FPS S HEE S, - e T —AY Wii U i1 Wii U pro A =k
FENERET ~ PEBREERIREJIET » REITE FPS Bk ERUE RS AR HEREE (Alankus & Eren, 2014) - 41t
B RGHIZSHIELE: - BWERR'E JT TR (Liebold et al., 2020) - 4MlE 1 fs » EAREAEEE I
BB FFAA - #RPEE ol = FEE RS - FEEE TR ) SRR - BRI R TFA
FHESETFIE - EFTETFMB (Alankus & Eren, 2014) -« #jfi » HFi B ERTFARAIAERIR T - #8 FT
i B4 ( Toktas & Serif, 2019 )- & thIE 2 AWFEAEREE GRIVEE 2 — 55— A1 2 AESMAYE McArthur
A (2009) DL 1SO 9241-9 $R MRS R ARERYPERIZSITSE - FARES Wiimote ryPUfEig A= : Wiimote
RS A SR (FR8E) -~ TNEIRY B S8 (ARAE) - Wiimote 244 Wii Combat Shooter ( F-EFFHYTFHELY
TR ) FIZZEA Wil Zapper (BEFIERVEMBANEE)  MREUR « FASRYRIIEE B H b =T A
fi= o BEAR McArthur 52 A (2009 ) Sl AR [F]RRE L HoA a1 2% - (B4 ALF=HE - TEBRFRHRIR s ELhfE
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o (R G UM - BIAN © LA E BB TR - SEARRESR TR Y AT I - Hor
LA E A ERKATREEE T BRI, R o RS T/ NETRS R S T BT R B TR R A2 R - AR
AT NIRRT A T EE TR BT ) AU - HEERIAEAHIE - (B REF n] R AT ER TR AT & 85 -

2-2 7RG : RIS TRV A K8

Nintendo H{i 2006 - RRIAIFHEEE Ak 2% » FERS DB I » Bl kB o Al [ml B Y 2 5 B e
TEE B 2 i & e R 28 2 O » ALEE « Wiimote ~ Nunchuk ~ Wii U F1 Joy-Con ( Visi & Faasch, 2018) -
Nintendo Switch MEEAE /45 Joy-Con BRI E M (8 R 2 » BE 738 Wiimote Bl Nunchuk F943 BT « e
2 (a) PR » Beak n] DIRHVEE T B AU =R ESRT Joy-Con ;5 216 2 (b) Fiow » ALK /24 Joy-Con
AT hand grip - FEFIRE - A BEXESHUEGET » RIS » AR AR 7R T
T, BT EFHE ) o BT REe B R RSE AN E o BEEENE - T TR 1Y Joy-Con
HEREE A Z40[E] Skalski ~ Tamborini ~ Shelton ~ Buncher Ed Lindmark (2011) FrEigmy " B oRMET | -
Brad v] LLFE SRR F AR 2R YIRS BRI S A A AR DM T R RSB 2% - SRR B s B TR
RAEIR BT REEE (Liebold et al., 2020) - [fijxEfd ] 1 H ZABLS Ay RS Rk 28 P A Trosie s Y - H AT
e fi by T REEGEEEL (somatosensory game) | (Zheng & Wang, 2014) -

(a) (b)
2. Nintendo Switch Joy-Con F—_fERCE *
(a) 4 E#RY Joy-Con ~ (b) #A&7E Hand grip §9 Joy-Con

Skalski % A (2011) 38%s » BRRGEEERAVR DI EE S B R RHEH S SR 5 A S » W H
EfS Bk A s SE A EL B T 5L 21T B A B R AR SRt S A ] DUAHA FERY . B AR RY ( mental model )
(Wirth et al., 2007) - Tamborini Eil Skalski (2006) 2%} » 5 ISR BBy BN OB R 5EAE -
BT EH RN AT < SERIFTREIN T HR ) —a > HEEREEE M RIROREE - ] DR
FEH (realistic) ;5 MBS | HISE6E & A B LS T AT TV B R EL b 2R 55 ( mediated environment )
(1 S JHE A Lt T Rk ( Steuer, 1992) < SE LRI T /M BRER | - JZHEF A I E ISP AI&ER 2 UE 5E (alternate
reality ) SiE#EEE (virtual reality) (Siddiqui & Turley, 2006) - [h4p » Skalski Z£ A (2011) tHEEH] »
B AR B AT HE T 22 AR K (spatial presence ) FIMFIERELHR - 1T 22 A AE RKHI 2 BaE) 5 fe sl iR
#2KZ (Kleinsmith & Bianchi-Berthouze, 2013) -

FEETR T4+ Wiimote ~ Move ~ Kinect F{1 Joy-Con ;525 5 B ZRBL S Y e ek Fe il 25 HII A 21K 5 26 B s
B o BrE AT BRI S - AN S EES] (Wirth etal., 2007) o T 3RH H ARIETHERI 23 201 52
EZE AR OB B S5 80 » Skalski S5 A (2011) JRREEIER#ZEH 25 53 BOVURE ARG EEAY © (1) EMHEAR
sy (directional natural mapping) » DA » iE& 8 - BICEARARE RS 0 (2) EEH
SR (Kinesic natural mapping) - DL Kinect FyfX3R - PAGEHEUECETT S DU AERSREEYE 0 (3) 158
EHIEEAMG (incomplete tangible natural mapping) - DX Wiimote Ry » 3258 RHIZS SR EL T 1
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FUNBRE TRy 5 (4) sBEAR HARBE (realistic tangible natural mapping) - DUj A Ry fUF - MG
AT R Bl AR SR B U B RS 5 - B1An « T D E BRI AR, o B0 E ARIREY
HIMEE: > Joy-Con JpftRy T BEFANK | - FEAMIIRERGHISS AR IRRERSE - WI8ail Ry " e EBE Rk
B o 40 2 (a) AR s i Joy-Con Z22€f% hand grip 1y T80T | - & B AR LEAREAT AL BT
FANIRIE - vl 8w " E R H AR 5 - 406 2 (b) Az « R0 > EF5 Skalski A (2011) f§ky "€
TEERRES | BT - Liebold & A (2020) FE1GA HARTMERLL T HHSET | TR - AW RS LA -

BRI AR R S m DI B AR RO 2 78 H AT AR R R 2SR I - BB
223 o HRRGHIES S ACE BRI ST » i F BRI FH8EX - Gilbertson ~ Coulton ~ Chehimi B2 Vajk
(2008) L Nokia 5500 Fy BBl (PIEEMEREHEDI AL A ) GBS B HEAIR s i bt i
AR i AR » HAIFFRR 5 H AR ERERBUB N 25 - BV EEE - SAIREBNZ -
DUEERIFR (MEBEMEERES) BRI 2 R « R AEEER ~ RIS
NG R it A (Cairns etal., 2014 ) o {HIG—fERYSE » IS LEF5EPTER RSB BRI K 2 J@ i 058
FeRG BN 2D SHEEIREK ~ fe I FEREE B B R B R - B (TR Gl 2 x Bhe z il ) SRAERY -
ST - L N EEAE - EBHE A SRS TERE A 7% (Teather & MacKenzie, 2014 ) - JF[A2 - iR}
i A BEE B O ILIEAR - [ARFE R ER A IS IEER 6] - EITHRE R T8, BiSER
SEIFY Xy FEAEE - R RE R RS xyz AR - B R R S HGE HREEF AL - 2RI - BHSRERAE &R
1k o o FEfERHR ARR LR F K EARREA REME R 08T 1L - (EFEL BOTRHELUEREDK - MHEH - &
DIEECH AR HET T R AR ILENE - Do B RBAHEARRN ] - anpbBiSe - nILIfEH Teather Bd MacKenzie
(2014) AIRRSCACERIA « i B 3 BB F (ki A HGE B ARV 2 BIR AL BB - Rk WEEE
HELI A RE T E ) MEFILENL » SRR A S AR rRg % TIE - Fenle T, -

G - BSRPERIZAE TEBNEE (exergame) | FIBTREGEEHFAEE EHESS - Lin (2015) LA
HRE#EL Just Dance 3 B kLRt - FE5fE A Wiimote ~ PlayStation Move F1 Kinect B ABLERAYL3R ~ [MEE
S HGEE) ~ BRI A A R 28 - 58S e e PRI 2R RERY A b Lok HEREB)5E A  Bowman -
Pietschmann Eid Liebold (2017) LA FPS MLEBESRAHE » 2 A A D 5B H TRAT Wiimote FYERE -
BHITANAE FPS YRBUE Wiimote » AIEEHEBEFELA 21 Wiimote 1A H, » SR EIERGIERE 2R AH
SR AEBEEL T HE RS e R 28 0 & I S - BrR IR EE SR AT T AR, AR
B e SRS R - tET ] DU ERARIE - EAR - Dok " S iesEE) | ey UE AR AN R AR -

2-3 SREEE) : EMEFEEBIAMRER

—MEIMS » ARG R Fy i TSI SRS A7 AR R (presence ) WY AT HEPR E [KF& ( Tamborini & Skalski,
2006) - JFUKIE H ARBUE AT DRSS TRy T IEBE/ 48 Cillusion of non-mediation) ;- JEMAYIEEES L]
B EIE SRR E SR T B A P SN AR BOE RIS (Zhang, Lakens, Isselsteijn,
2015) - BRZKEH - SE AR TR, BOBME T RECLTE c EREERARYIT R TSl FTEs
8 mARE SR T HAY ) AETE T - S ERERRE SR TSR L ) - it T E
AR - IS —1RAYE » ERSEMEIIEE TREE ) - i " RER ) JEEHA - Hxm
5 THERIER ) R T RRURE - TR SRR ME R R EREEET - R EH A TR
FIrREFRERN IR Thy o o WL - (222 (R R A SR -
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ZERHFAE AR B T PR R o BAWE » FERTim iR A A E RO HHRAR IS - T B isEE) , AllE
TR R BIEGN - BRI - 120 : Schubert » Friedmann Eil Regenbrecht (1999 ) 7 AE Rk
o " HETARE%N (embodied cognition) | - thERE - B EEE RS R RERE S PTRERY AR
eI - EEE R E R R E SR S Do i P S RS - T R A RS T A SR
iR RIHEE R B CRTT B2 530 » RIECEANBEE e 5 2 i PR R B R B T REH B iR
S AHANER SOREEF - ANELERES - AU Stappers ~ Flach B2 Voorhorst (1999) £RA AZETT Ryiry4: 8
Bk » BT EORE RS AR & IR - Stappers EA (1999) F%y - BIE ATHE TR E PR
HEHIHIS BRI RKGHE - AMUIARTS AR ERE R 5 - KR « T8RS
SE AT KRB AR Sy + B - S Re5EE) - 55751 - Waterworth, E. LT Waterworth, J. A. (2001)
DA SRR ~ SRR R BB AT i A AR s T e BB | i R B A A R S ME B SR -
L4 » Hoshi ~ Pesola ~ Waterworth E. L.Ed Waterworth, J. A. (2009) &% T E. - iR@F1%EES (Avatar »
USRS ) A2 TIRAIE 22 (blended reality space) | AYRHIERIR - thiG 2 EEATE S 2
HY S R BNV & — 20 Ry B ERVBIERIEE - [EISEERYE - Hoshi S8 A (2009) FrgElny T H - E40[E
AWHFCFR B ER 2R - H B G R EE 2 AR R [ » PTRET AL SRR -

B L #EHIRIEEZES (gameplay gesture) B fEEBIRKEIZE 2L (engagement) ~ ¥ A
J&% Cinvolvement) ~ f21E RXEIEIR K - {EMFEAHRRI5E .17 .2 G 4F (Bianchi-Berthouze et al., 2007; Nacke &
Lindley, 2008 ) - JTiEsRt AR =R (Kleinsmith & Bianchi-Berthouze, 2013; McMahan, Bowman, Zielinski,
& Brady, 2012) - iZ26Hff52LL Bianchi-Berthouze F1 Kleinsmith 2 A FURFSEi B SR » #80 BIEH A REY)
A AR E D G AR 0 & BB E i 22, (Kleinsmith & Bianchi-Berthouze, 2013 ) - 5" 5
BE R AR (automatic affect recognition systems) | (Bianchi-Berthouze, 2013) - {EFEHEEETIR
TR AR B RSN E P R S R RE S o (E15—121Y.2 + Bianchi-Berthouze <5 A (2007) {KiFFER AL
# - 2 5ieks (full-body experience ) HFAEENE = HEM » /AR FEER  BBIMERIERE - Gk e
% J IR - Wallbott (1998) W5E3RET - SHGEN{FEIZ B nTREMIMASE BRI E (FRE) mAEE - DIk
BIEL - FOPES Stappers TEA (1999) ARNERR T SHSED) , T AR RAVFBERBER - WIFRE
Bl < 2% - ARG - BN T Z2MIAAERE ) AR - RPN E TS 2 B RS R 3 R I
H » HOE AR e S BB o] DI BRI EF S E - G IR A e s JIny 51 -

2-4 ERANEE - LR EE)E

TR AT DA Ry T RFTR 0 AU EEDRKE  GHAMERE ¢ TR RE R, o 2
INEEIT S BEESIIIE 2 (Sanchez, Zea, & Gutiérrez, 2009) -« FHEFFMH FIZB4ES (user experience) » Hrazi
B e BRI (Nacke & Lindley, 2008) - wBrit: (playability ) HE 2 H PR HAYEES: - Hok
B AT F P AYZE (R » S5— (a2 AR PIRY T 38k mT P4 (game usability ) | TLIGRBHEARAE (Nacke, 2009) -
TR BB S P ER R AT R - AR RIS Ry T ikt o IfoaEH L A it (interaction) o Z[IFij
GRS 2R AT SE TR FIRY 1ISO 9241 » &8 11 Eifry vl MR R R E R © " —HEEs T DL
TEFF A il 2 MR E SR - AR SERANMEMER e B « | SRS " ar
& (measurable) | AYEFE 5 IiAEME (effectiveness) ~ FERFIMEE (satisfaction) ks F-HABEEL T
FERSHE PR TR R LFEEE (Nacke, 2009) - X1 » RIFIMED A R DU B AEEs - [RIXZE - "IEcie
MEZ RN DIREEEE - LB EIEDIREME(EIE - /A2 » Sanchez ZE A (2009) KA BeitE# by ¢

P 3755 B 1 S et B SR B e A 3t LS SRR R ) Lo 75 £5 FH T 2 (i S S AR BB R B SRR e
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bratiahs o HAREERI - vl f(E  iwE R BREETE E A EFE LR ga i - A0 AR$% Csikszentmihalyi
(1975) HympkER3s (flow theory) F5H! - 5@ & HIBKER AT B A MHERFIRIE AL - BREAT AR Ela
T (FRR8) WERLAE T Raba P B AIR 3 - SE RSN B m] A0 P e e B R 22 -

575 » AIBCiERIb A Rt 2 S DA FE RS - ARH phEER I SR R—#k - ELF Nacke %
A (2009) ReHE « T nlBrlhSt ¥hEEEE i el - FEPEGETRAIES G FRIRTR » Draciaba st
EREESGETZ M AT - B EPEIRAE S IR A8 | - SEAEMEMER - n] Dol Sk st i ek m oG ikat
Dok Habs i S BRI B8k - Nacke Eil Drachen (2011) 38% - R HAT R 1L - Draciabali e
RIITEE - IR TIRYE SR BGHE E WIS © AR - fEAE b RS SR i 2 ieie 5 2%
& ATHMEX - & thEBEREN KE DR i S BRI R EE A Ty R - E
R TET R B BB RH AR - 140 « Nacke Bl Lindley (2008 ) Fridtz&iI i (boredom ) ~ 43 (immersion )
FOmsk (flow) ; Pedersen ~ Togelius Bl Yannakakis (2010) Frzizgnyssd (fun) ~ yHE (frustration)
FO#kEL (challenge ) ; Bowey ~ Birk B Mandryk (2015) Fr#EEER9EE 7 (competence ) ~ B = 4# (autonomy ) ~
FAERRATEZ (enjoyment) ; Wiemeyer ~ Nacke F1 Moser (2016) Ptk » PRk - PhEk - 2R
(tension) ~ fEJJFIIFEEL (emotion) ; Yang - Rifgi ~ Marsala il Pinna (2018) fifRtanystis (difficulty) -
ViR RIS (amusement) - HERAYSE » A ATH AT PERIBE & # B K 224 B IE M B #EIIR R - 18
e BeBgrh ey e A G A H kit im (Bowey etal., 2015) - (HISIHERE » PR RS HAHRIRI K2 2
DrEagsE BT BT EIEE - B L - EEAE - RRE SIS FEE -

FHR B faksr i K [RIZE 2% - Vanden Abeele + Spiel ~ Nacke + Johnson Eid Gerling (2020) Eil=
BRFBRPEH bra iehais B (player experience inventory, PXI) » 353 flfl 75 7% - HLIORERAIHLAE |
SiitEt] (ease of control ) ~ ¥EEE & (progress feedback ) ~ 7HEENE 5|7 (audiovisual appeal ) ~ HiZ
IR (clarity of goal ) FIBKEY ; /LoHE—mt &#fos AL « Bk (mastery) ~ 4%y (curiosity) ~ YEiRIEK ~ H
THEMIE S (meaning) - AHIMMEZ - 5B Wiemeyer S A (2016) Frtifryboaciale =l - 175

(behavioral ) ~ EPJEE (physiological ) FLLERE: (psychological ) o HAT Feif il miREGEHE - Lk
RO ~ BRI ~ I ZSEE AR P Al R AR A T Rt = 5 BRSO SR R e ~ LR ~ RF R LSRR
W ABE 5 LEREO RS AYIES ~ Draddl ~ RisSd  CIHEE ~ JaRrioE sl &
BURZ - f7r bl 588G - DIREROI AT#E R T Refbon 2N = AL B 1 5 OB — ik & oA AT #E O B B
ARSI s SR » B T B R B LB B 2 B3 - B EB S AW 7E e EEHERYIEE -

RHWE T ES - FSFHE AT DI 250005 DU TS AR SR - S ER 2 3058%
W5 o i E o - f S G 507 EL BT 4176 ( game engagement questionnaire, GEQ ) » % - Ijsselsteijn
FA (2008) Frage » ARIEANFIEFERAS B ATA: ZZREARA - WA 2013 R ERERTIENE - HREHEHRS
BarR% S BE (core module) - 23t 33 BH - HEHAHIENNZ © GEJT ~ YR ~ ik ~ BX5R ~ BRIk - &l
R E SRS ER R (1jsselsteijn, Kort, & Poel, 2013) - #KH Csikszentmihalyi (1975) RYiHKE G
F Agarwal Eil Karahana (2000 ) RYZEI0RHC (cognitive absorption ) 2885 o SR » FFE R SORAERES
HAARM TR R BE R 2R S+ FER TRES [ S BE B ie s - B R RGE & Ok
SRR LAY B I B IELAHBRARYEXTRIER ~ 2K ~ DR ~ EHERAAET B RORHE Ry AR SERY E R
FHEIEE ¢ I F L EORREAR A R - 2 T RIBEERIRR R BB RE - & AR E R
Sh IR (McMahan et al., 2012) - [F]RF » ABF9EEEEEA G G EEEEA IR - W B EITAHR
ol - FERCPRE D RS E NS S B R X e L T T -
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3-1 TR

AWFEAEVIHE AR AR & - BT AlfTHYNFFEERRE - DIIHEARE B « (1) TR
PEIS A T REBRE) 5 B, - —H VB A RAENE I E RS2 EA U E TR A (2) FWLE
FEHERIIEMEFIR B B RS - Rl SR AE B B R B Y 9 (Bowman etal,, 2017) 5 (3)
R#E Wallbott (1998) [YEES - SEGEB) | DIFREGHEIVE - MAASE 5 (4) VIPHE > BTk
JERFEH B P Be B B B E S - JERL A ETFRE AT - 2RI Bro/Einsieie e 2L 1 S i) -
HESR R DB &, o (E(REELUAIB HEER - (R TR RN B£8R - (E i e
N TE ) ZERE o KB o ARTIEAEERER T E AR B ) (ER PRI - ERUER R AZEE
i T S AEEI R FrelaE Ny " BiRIGERYE o - 408 3 fR

-
) MEsZAle
B gy | SFHE .
Z| 4
#l
vl
| = WERK
CREETT -
e wFgE KESZAL G
J B

3. AWELL TO>IEMRE , - T HREER , M "IKREER  ARRAEINMEER

B AR LB JTTH - TR R IR - B TR ) AT RIS TEE - e
JERFEZR e R EBRAH - R0 Ry E TR EETRE T BRI ) AURE - 2R R R R R
FER - SHELPREARE RS - RERAIERIINTE - E AR I B AR E R SRR A2 DR TR
% - thatid a4 3¢ Joy-Con Ze5¢fi* hand grip » 411G 2 (b) AR - ME—RUZERAENEIEERETE S
R o HK > SZBR5 TR ISR B AR P 2 e By S el DL T &, B pac s - 8k
AL B VLRI " boachals ) DUETERHERTS AV L8RS E TS - &tk - FEHRRSEmEL AT -
PN [l 2 P ) S BESE B AT BB AT AR B 208 T ISR o - T Ry B B Bl Py ] RE (2 AY

THE o ARfsTEEAE - FEHELE TH ) AR - S ESEENE ] DI PR S R F R 7

3-2 B - kBB - HFREER

LIRS0 - TGS ) R TR ) Wl Ry TH I S - AN 4 ol o Hodr e TGS
SIS B SRR AR {87k HE - Z3Jl2K H Skalski S A (2011) Al Liebold A (2020) Hy/LaERRR
SRS TSR EHEERE (AVG) ~ R8T (FTG) - #£81 (RCG) MIZE— AMESTE (FPS) 1Y
fE7KHE - 53 USSR A B FEEE (Super Mario Odyseey ) ~ i ™1 (ARMS ) ~ 5 BXEEH (Super
Mario Kart 8) FIZRFHAFREL (Splatoon 2) SEPUFGHEELEE - £ T HARMST | AUBRERET - DURGERE X
AT R RE L BRI e 5 2 R  F5 57 S B 0 DA R E e A2 5 SRV - )\ [l 552 -
JBIRAHAERET « [l - FERY TR — S BB, (ZJEH - ARWFSEER T Switch B8R, - SLEBRE i -
BT - AWTTERER T IRREIE ) A0 T AN, RR RS - PRSI T SRR S B AR
SR FT SCRERY T BB ED o FH ALY RAEM A AR B it SO SR A0S By d R S - OB R ARk B R
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Bianchi-Berthouze <& A (2007) F2k 1] LUHE FH B 8 I E AR 8 S B 0 Z2 R AR IR, - &/ Ml =57 a8 ol
SRR I e BRI F RS - R TERRE ~ 2K ~ TR  SEPERGRET 8 Rk A FE K
H = H SRR VIR BRIMEAE - 5% & S S S eI 2309 I B M o 2 -

summ )
______________________________________________________ (EmES) =
EHBR R Bl g ‘0
; : ] ) =2
FIRIH o S 2
FTG ity | ¢ RN — @
' [ o
L it 21 ) @
J t RCG ammmeey | @ : - PR 7
g B ” b — L _°
FPS At | | R SRS 3 M — a

|

4. FIREFRAZ BEE - EERNERTE

i
¥E
P
=

P AR o R0 T 2Ot T ) TR o AW

pu

DU T E SRR, - SR
HRH 51 =R R ¢

H1 @ #ZEhl55E (BRESEAL) slsi il & i B LA B s
PR (R s S o iale LA B 2
H3 : SEEBE b iale A i)

IASREAN AR D R SRR R - Ho o HL B AE RA A R S BeE B
1M H2 RERERER G Do R B Baey T8 ) - AR 3 g ey RS L Hﬁ&%ﬁﬁ%ﬁﬁﬁz
HHAY IEFE . BEIN B T s e 5 Mo H3 B RIE FIAREE W] H1 AT H2 v e A R -

3-3 &

AWTFEEGE 24 (152 FH 2 B - BOSEEHTE L - SIFFAC TR 20~30 Bz - HAN
G 2 BB R - RIS ARAR R ET T /00 « 2RI - ARBTFeER A Switch B2 RGEEEL R £ 2R
ERERIE - SRR SERT RSB T RER Ry T B - [RIBLIRIR T /25 ei Switch BRERIZER , Ty LR
S R R - 5 12 £ - DU ISR B S T A T B O Y BB R R T RE S s

3-4 R

Fo VEIRERT 5 (WEHEAL) BB BGESINZE - AW R AT Al R R i SRR G E AR
TGS T HZRAPYEK Switch 32 - [RIRFHIE Nintendo 73 F]JJHERY Switch iR SizE, - UAG - B
FIECERIEEE (DUNRMERAEEE) ~ wE L EeliAEEE s (LU ERFEE) AR R (LU RS
TR ) Womlh BRI - HAS @1 - A0 N ESR 1R - JEEE > ANRINEEEER - B A F i
BT ~ SRR - 38 27 SR nTRES PEBrR FE AL AN RIS e bl B s s - S5 g ANt
FU Ry B ERRE R Ry H S B B SR I A
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& 1. AERARRERRIAURGEE AR R BT

y RIS B R L jihhes e -3z BHEATER
mwHEE : )
Super Mario Odyseey ARMs Super Mario Kart 8 Splatoon 2
1ty 53 T 3
TEERE T .
3 G2
S EREEAY Bk (AVG) ¥ (FTG) Wi (RCG) B— ANTESTEE (FPS)
R I
(TRBED : T : W
T B
szt SRR TN HEHE HETHE
HERRIE Eig HEBE) Jiml e
ek R FLL L2l FeitE Feite

PRSI SwitchForce (2017) Nintendo (2017 ) My Mate VINC (2017) ThatSrb2DUD (2017 )

TR S AERE - R TRGRE EEEAR - TR, ) O RER TR B
Z237 Joy-Con #224€]7x hand grip - 4111 2 (b) FR » 2 SRECEPITAAR T EEFHE 5 AGE TP
B o RHEHM - T AR ) ARy TR o IRRRE R AR - S2HIFE A LE IR T
FHRERC R T EETHE 5 - Horpr AERFEFERE T LB A E AR P 25 1R - 2 PRI 5C Joy-Con
A EEE T AR AR - 200 2 (a) AR - JBRRETHERE ORISR " RLeE , - B ERR
FHREERISHHEDBIE - ANEYIHRBHR - b R B o BB - BIAN « BIEFEAYENE sl
VR P A 2R BT 5 TESGA B B HUA R H E AR s - STE (0 IR I EE TR -
4 2 (b) Fis - (ERE PR AR GAR - BRI SR B TR ) - 2 LA S T
TR DUERBET TR T % - DI RE2 B H Y - BIAN - FEEERYZEA 510 ~ R H ARG YE -

3-5 WERRRMR
3-5.1 Switch HeEkE#E R HiEHI2E

IRTIFSE LA B RIS e 28 8122 » £7 Nintendo A FEIFTHIGHAY Switch Rk 0 — By B bR

855 o Hrp R B2 PR H] ARM 284 - BT BRBE 25 £ I E NVIDIA FRrs By Tegra & fv » WiERH] 6.2 INEEZS

IR 5 - MR Ry 1280720 pixels » 3@ HDMI S5 H 528 - fEAT I B ey A 3 1920x1080 pixels 224
S a3 BRFH A o B 220 /e 45 Joy-Con - 4011 5 s » PUREIFIRUERS ~ FEERERUEZRA A RUE RS -

Switch & RKZE 25 £ ZE PR AT R B T RO T Ry o o AT ZE AR RV T 1 S R P R R B
SralgnE 5 (a) ~ (b) Fow s A B~ XORIY DUz FAGES TR - 406 5 (¢) Fs s AiEtRRIAZE
P AR A - G ISR YE - e 5 (d) FoR o 1EAh - Switch fRIRKPERIZRHY " REATRy ) - RZHIfL
FARUHI VY E T RES R H4%2 - 2068 5 (e) ~ (F) B - Hdr > ZAEAZRRGHET N GRIThREsE - 53l fERE Ry


https://www.youtube.com/watch?v=EUmdWfYdKk8
https://www.youtube.com/watch?v=eE1jg9II_Kw
https://www.youtube.com/watch?v=DTjzLagFq8E
https://www.youtube.com/watch?v=c0ep2tJk8f0

PR 26 40 4 1] 2021 4 12 /9 :

ZL 5 ZR - JEARANIEIAR S - S FIACHE TS B8 o S B AR P 2 UG R HE I AU S R S 2 R 2
5 B R E B AIBT SR AL BT AT SE T R R R B - RILEPYSKERER 0 R P Al S B B AR —
TEPERIZR R IR T R 22 22 - Rrli2 " RoOAT Ry o FHRRAVIREENIEN - AR - sk 2 Fos -

(e) ()
(a) ()
(b) (d)

5. Switch BERLI2HIZ8 (Joy-Con) WISAAHAMTEARHRIE "OITA . M TRETA, !
R 2. FARHRARRERRIBA RS RAARRIE MY

ERATE B RETEE “RERANB TR BEER

PR B BRI T TR T, - BT A 2 T

e W) SERLTR + R UGRTE - SRR R
W 3 BT R - (RS, - I I T BLFAIE)  £500y-Con
SRR ALIX  YREAHEAT T 0 - Tl -
PERCBCROE AR R |+ 2 R -
{58 TS TAHIBHYE - BLAb + EaRE B SR TAAE
3 BMEEERCATICET B ) SELTR -

BRERAR RN T Tk ) o o BRRREREEINA T | 3R
I TREE) L SE SR T R SR EIRITRREN(E - 2
TEGRTE B BRATT R » AERRIRARSE - 235 1258
i TS | /oA Joy-ConZRENA TR AR ADIA »
BEEAEED " 12 | 5 DU SZIE R T R} /245 Joy-Con -
b R R AR D AR T T TR B, 0 X Z
e 1 BRI - BEE L ERMEFTEEEARA - R
HEAGE A KRS AR U R BRI S AR RN 25
P o SRR R - R R ST R TR
g -

BE R CER Y T EEFRE L B (EEEERGHIES - R
ERPERTEUREYE T J91A L SETERO TR - BN EhENE
S IFEGETE AR BT - TERIREE S » 21
FHE TERE ) 28RN hand grip #YZ:45 Joy-Con ZREVAFAR
RESUR AR DU EHARATES T " R28 ) » Z filE S B R
o B L RIS o SR ARG B
RIFFEHMGE _E USSRl - T RSy, KRR L FE R
HEITORFANY TRSHERRE, -

RS R CEREY T EETERRE L TEaC o (ERRERRHIZS (/e
Fii7~AYmotion controlskON ) « B RREFERTEVRYE " BEHE |
SEERTR » BINURENE - BRI
1Tk - TERRRE > SZWE LT TER) hand gripsik
AR R AR DU AR T THY THEHE S > X Yih
s EEAERH o B L RN EEESHER » SRE L
N EETRREOA - YRR DA AR R BUKHERY TR
et | o MERTERSRRE T - SZHIE AR B R T
PRI SREST TRE @ , A TEPER | SE T IERM TR o

LR G A1 Wk
BRTEEE
Super Mario
Odyseey

Rt
ARMs

LG 18k
HH
Super Mario
Kart 8

3 WNE 7
Splatoon 2
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3-5.2 H#EE)RCIR

AWFFEERA] Xiaomi A &EfTHALHY YiCamera (/NEGEEIMHEE) - S BHEME 729 - KIL#EELE
REBRESETHIRACH - DIECHSZHIF I S iEB 5 - AWFPEERA 1920x1080 pixels ~ 30fps ~ &k
HEFTRC R - HOBRHHARAOGIE Ry F 2.8 - 3 A A A By 155° RE LR A A R S BE S S TR R I -

3-5.3 HEEETEE

AWFZEERF Vizio AN TP H LY 47 In) 3D i B RS » TG B E3DA70VX-TW » 847 E B 19201080
pixels » 7 ERF[EEs 8 ms » 225 R 420 cm/m? » BRE¥TEL R 200,000:1 » Al EE R0 16,777,216 » SPS
HEE R Ry 120 Hz « IHETLEE Ry 105cm » 1555k 59cm » AT 5k 178° -

3-6 MERIRIN

HIfA A58 2% PlayStation VR 1 HTC Vive Fitf3#1r 300x300 m? 3575 E Ry BB » flif Fy " FeMh | -
BRI TRk 97cm > 4118 6 (a) FR o SZHIEHCERUENL Y sty I o IR DA ZE5EEA T3, -
HEIERT RIS DR 28 150em B2 » Hd PRI BN VR LB R 28 /K SV R s O AL E - B A (il 30° -
FF THX (Tomlinson Holman Experiment) sZRR238 Fr i afy i FEBIRE IS & BOK - MBS S
UEYZAETE )5 300cm i - 40 6 (b) FoR » ik 115° » AfLISERmE S E ~ BRI SRR ds

- (b)

115°

‘\/

150cm
’ (a)

30")
7Y 73cm

300cm

170cm

97cm

300cm l

6. FRABMENREERE « RESMRE (BHEE) 2AHUEREE

3-7 WBRRLET

BT ERAN ARG ) o 24 SEHIE AR LRSI T RIS ) R TS | ARy \E1E
o Ty Tl T NEFERE L FTS [RERY T ERTERKE L o 24 (1 SRIRE R SZBINERF LLAL TG LUOYRC - B
FtGZ AT > AT A S A B e H AV BEAR R 1% S b e R bt 1 o SR P A B HE el ¢
wiky T EHERR ) o B (S E RSN E R RSB - A0 7 R o EEREBIEE - ZHE
HEFTSU AT BB R TR R e Ry BN o BEEMEERGE TR TS A R TEER
JER PRI o BRI FEB - 275 SO ST T T EBURGET TR - BN - S2H
SERCE —IEBLL % - IKE 5 e > FRETT (A5 - B —1H5I0AG - RIS ST IR E T e
FEARFIR - s E DIE R e B R - WA i - BB R R R SR -
e ATEA B EBREHS - IR 5 0 - AR9E Ealt - B — (S50 BA e 15 70 - R EBRAKY 120 734 -
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ZHFBE No.X

ZHISR X BERE

r T T @SS

7. (B TERER . W T ARERS ) AR ERRRE

3-8 BHSh

R ERTRABR © PUBSRHRATI NI o PORERLRSE R B RS - H A R T D TR
(E3HE BB TR, - MBI E RS I - DL 7 (AR Likert BT I
14O BBkt » (F 24 3 MR - ELARSRA T DU TR LT3 (B S MRy Tk, -
3-8.1 HEER

FRMEF RSB R R B > LR M E B R 2 22 L 3 AT A B e - 1B
8 (a) TR » il HRAF LI  DUS IR REEKES Photoshop BEHAER S F1 815 418 8 (b) FFF » 4%
AR IR image ) MEFTEIGE - FRAGHTE, THRMERRE , o BGCRE - Hob o B8 () FHEHEN
SO P SR HE A TG - KRG R A 2 - PRI A (b) FR B 4 -

(a) (b) (¢)
8. MIRAERSEEBIEIRATE ¢ (a) BEE -« (b) BEMEEM () EBEE
3-8.2 ERER

K H 2B AR —EE BB T R AT ac sk T S HER) o DU FEMIREE After Effects
FIs GRS Photoshop HETTRRER - (REFSZ AN ORI LR A (O E SRR AR ERE 24 - A1
8 (¢) FirR » itk » HsZ B AR image J HETTEHE - SRR "EENHE , - B BEE -
3-8.3 ;BB

A T EMEEIAE | AT SEBNEE ) rUETE - FLHEEfE (base area, BA) Fy4rR} o sEENEIAE (motion area,
MA) RyorBE » annsk (1) Fors > FrfSElRy TiESEI3R (motion rate, MR) | o ARBFSEEE © EEHEIFR G
15 0 FORSZHIE BHA I R AT RS Y 22 R AR RGBS - R A A S R A »

MR = MA_/BA 2~ (1)
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3-8.4 BRE

KE - TEEE R ATETTHY T BB ) - ERLIRIEER - BRI o ATTeREt -
BORKEUR R IEE - FORE SRR IR - KL - R R R PR HAR IR M 144 -

3-85 ERE B - BIER - FER

KE - RESE R T ETTHY T HBRERS )  BRIRIECE R - BN LAERE - ATk - #52
J& > TG ~ PR SPEREUR R IR - FORSEHIB AR 7 B I R R BEVIRK 5 L > BfEER
RSB AEEEE AR SRR B ~ BHIRE ~ SR PERIANES 5 -

W ERAEFH

IR S - ST A B BR RS S S serh iy T3 o R T HERB L AT RENE: - AW
1 TSR ) mlR SR —IH S 0B TR, R TSR I G T = A R
Mr o ARSI - ST B AE 2 B EER BT AT Switch 8L - SHHSERIRAI D5 B bay FuE S E 2
REEA FRENZZAAEH - (B2 > AE T HRE—FH8 ) 558 - Doith Switch SEERIYSEHIEAE " SR ) B
RIS AR Switch SEERAYSZHIE - REAHMBILEA T BOE » T2 =2.576 » p=0.017 - FEANILIASSE T
P ERRCEE | SETEE RGBT RPRARRY TRERITES ) A TSR I
WA B AE B S8 2 FHBARS i » BEBEZE - 34 S BT Do o BeBR e TuTH LR SZ PTG T TR AT
Cronbach a ¥k 0.733 » JEHE{SE - Lt - i [FllRF 1 Hrog HaBRe 7u3H E BRI S B TIRIZR 04T -
HETREN RN SR - SRR R R v 81.954%  Horp S5 —HHINSRAVERERE Ry 61.346% - HIX|
FRAMEEHE 0.5 FIRBEIRTE R « B - TG - f AT E 2R 5 58 IR R Rk
20.608% - [KIFRE i 0.5 AR BOR BRI - FORANTFTRTER FH Y TuE E 8RS B A U -

4-1 A EMEEFEMZEEENERR

FERRBEAERE T - 1T A BB e B - TGS ) A TSR | BISEE R
EFRIE > 73 H5E Fa, 22=64.603 » p=0.000 A1 F(s, 69=20.336 » p=0.000 ; [AJIF » 3 th s ReE 4
ZHAEH > F,69=23.560 » p=0.000 - 57 " #EHI75 ) AIMAEEARE - ANiE 9 (a) AR - BLEEE » FEEHA
R PR 2 AT A A DA 5 - WERTHE T i S 2 R S HAE B AR U T A
BT ARSI AL I ] PR AR AR X S B %5 i R SRR Bl (T i A B A, -
ST - e TESHER , AR - BRI R T T BT TR EBERE - 406 9 (b)
AR - FEAERDR T IR ) EEEAN S iR B

lE— S BIgE T RIS 5 WSRO - AR R PR R B T A = OS2
HBEZEE » 43 RRE Fu 29=6.224 » p=0.020 ; F(, 23=113.949 » p=0.000 F1 F(, 23=18.270 » p=0.000 » &7~
SRS = RSN AR ] R AR S E B R = N AR - Hrh DU M LAY 2 8 e 25 QNI
9 (a) P s 2RI » AR AR BRI AR 2 B R 72 52 » F,23=2.460 » p=0.130 - 5351 » %S T il
BEAY ) BB AR - DUFGEESATE ARG B Al =y 2 BB 25 - 201E Fe, 69=6.993 »
p=0.000 #1 F(3, 69)=24.388 » p=0.000 » Hr DS RRAR Y 2 B i Ry B35 - 2110 9 (b) P = #€HH LSD 4%
IR SAHIE AR L~ FEEEAIR T = FOE R ] AR (S E B R A = R B - R Rl
R REEEL 5 RLAb - S AR [ R FH e R AR = S B FU B v LAt =008, -
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4.5 O W 45 o [
© H§IL: o o T
4.0 o it / 4.0 /&
35 O R / 3.5 ,// \\
o/ // \
3.0 // 3.0 / \\\
25 y / 25 / \
2.0 9/ g 2.0 / . ¢ ;
1.5 ; 1.5 o ©
1.0 1.0
0.5 05
0 0
] [kt WLEPE RS L e o
(a) (b)
9. PRI EFGERREAT S B R BAEEN R
DL FEEREUR - Be Rk =y B M A S B A B A - T EREN " EETRAA L B - Rl

s e AR R SRS E A - SRIM - [FIRRERA T BTN, AV BRI E BRIy 52 AR REAN R
BEFTLARISENE - FHIERERRAIERR AT - 206 9 (a) FrR > HRERMERAN L - (HREBGHERL
BRREEE » BRI EAE B A T N B R AR AN = BIGE s e AR T $ T )
Ko wS R « 08 T ROUT Ry o IVAEERE - 403k 2 FoR - i T LA Be A R R RS Bl
FIR SRR, » FE RGO T R [FIAR DL SR T 2 A5 0 B B B) » SRR ot B B DA SRR R A Gk
R BRTEEE - 55071 - SEESk e AVIRF )R T T v] RESS i B e B iy — TH B AR B B, - AR
P PRI B AR AR A &7 > FROERFRE N SRS 2 E RS R 2 — - BIEEERIRFEIANE - &
1M > SZHE WG RS2 ST B ERFT SRR IR ST - [RIPRAE R ) 2 B E R Ry B i ; BB E
B =CRE S R ARER - 2B AERRZ BT JAIRA TSI T - FOFTRBHEY S B E B A SR - ARAR
SE RS IR AACEN IR i 2 ) S e Bl - (ORI B 25 BRI RE RS, - FE B —/ NETRBAER T 3 - SR BEI
DU A B SHE =R A A SRS R AR S RY HL i R SRS A % B B B L B s 2 -

4-2 EEFEMEENLRE

TEFEMRER AR T - AT KB B e A 8« T I EE ) R0 TR R RURREL - =%
SRR S = TR R A AR R B AE R TS ) RS AR R0 - G TSR,
A= EE 4 ERUE - MRy Fa 69=4.380 » p=0.007 ; F3, 69)=4.492 » p=0.006 1 F@ 69=10.747 » p=0.000 -
FACHEI AR - 2 RAITIGRGE SRR SRR —BRiefl 285G T ERrgEEy - 206 10 (b)

(¢) Frzm 5 M ESTRIEGE JH & ) (S FE Y e RS =X I S 8 i ey EEE iy dhigs - 206 10 (a) Ffr o

HIG o TESRIEEEAE Y T EBRER ) AR o TEAMREOARILEE T - 1T ANOVA S ELE R E #3
PUEGEEAE TR R RS 725 F(s 69=2.658  p=0.055 ; [T 7F Rk = R BB 7 7 » F(s,60=4.781
p=0.004 - #&FH LSD SH% AT - BISTRAE TR UG IR U B AR R AT B (Y ] AN 2 e
B PR HIEAE BT PRI R R A AR AN 2 S BB 2R - 400 10 (a) Fors » ERiieil (e RS
FEE TN KRS - ANRTATERER - AN HAL =0 - RIS BT 2IRAI IS DL T - S2HIE 2R IE
BRI [KIE AT RE PRI R BERR A BT B ZE SMMIAET T30 - 1T RS [RE R By BBy 1 B2 T iR
5307 > TR ) SERORBIN BRI L U - (EAS AR T hrE B« A R H RN
SRR = B R RS B TR T 22 =0.542 » p=0.020 = ZIHLE G » WP E S 577 28 BRI K
BT IR HIE B R R TR - [RITESE B B AR U AT B Bl iy B e B nE B B R BRAHR - H
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e 2 EIE R AR « AR » A i = BTSRRI ] RS E BB I BIR R - Al RREREE
RS E BRI i e A A A R R R B RS B R EEN ) HA SR -

25 ® i 25 25

O T

20 20 7 20 o

15 e 15 & B\ o 15 - R —

1.0 \\ 1.0 \‘ , R 10 \\ \

05 //D o 05 " 05 \‘\ \o

0 g 0 0 e

W EI L el e WEETE PSPl o WRETE AL e e
(a) (b) (c)

10. EEREATRERERR ¢ (2) BRE « (b) EXRA (c) R

HR - MERDHESE R Y T A2 ) s - AR T  DUFCEEAE AR UREH ANOVA
LR E R RIS 725 F3,69=1.481 » p=0.227 ; [i{E A8 RS =X R BIREE 72 7 F(3,69=4.393 » p=0.007 -
HEEH LSD S AT - i AR B R A 552 RRERE (R R R BRI 4 - 1T BRL PR S 2 SRk b B
PR - SEZRN S RS L BRI ] PR R A A SR (A sk A% - 40k 10 (b) Foms -
SRR T AL B RN B A B R R R AR 8 - ANAUATERER - BRAEEEAE T S A Eh i AE
BT AZ RRAHR - TIEERRIE - (B2 B3 B A - Hodr > TEETRRI, 0 E AR AT RESZ RRSE -

H

= MRS T RIS ) AU - FERIRERAIERE T - HEfT ANOVA SRR E 33
VOFGE AL TR R AR R R U BB 2 % > 702 Fe 69=6.022 » p=0.001 F1 Fs, 69=7.086
p=0.000 - #EFH LSD SR ATHE » AL TARNIR U TG R (U FLM =G0, - S8R lIE £%
FITFARE T BB AT RS BRI ZE R T » 2B SR LY Ardito 2 A (2009) SFHYTARAFIR FHZKEE
TTEHEE T TAEAVEIER © SRR AR AR A TG R AR B (K BRAEEE A T 1 » 4fE 10

(¢) AR BRI EFE AR R Nt o T 5T 2 ) BEPROR BN PG RR A 42 50U - B
FEEEAIRAR A T WrESH - FEFE B PR AR AT R (U Tt - T 220 =-0.750 » p=0.028 ;
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Abstract

Whether the body movement during the game process comes from the interactive features
of game controller, or game tasks? The study suggests two independent variables: “controlling
approaches” and “game genres”. The “controlling approaches” have two levels: the natural
mapping and abstract mapping, represented by the somatosensory controller and the gamepad,
respectively. For the “game genres,” the four levels consist of adventure, fighting, racing, and
shooting, represented by four different switch games which may be played in somatosensory
manner or gamepad. 24 subjects participated the experiment, and were allocated to eight
scenarios cross-multiplied by the two independent variables, as a within-subject design. The
body movement tracks recorded by the camera on the ceiling when each subject participating
each scenario, were converted to the “motion rate,” deemed as the objective dependent variable.
After scenario, the subjects report the five subjective feelings with self-reports, including:
Tension, enjoyment, smoothness, control, and comfort. It is found that (1) both “controlling
approaches” and “game genres” influence the motion rate significantly, with an interaction; (2)
tension, enjoyment, and smoothness that relate to the immersion, are significantly influenced by
“game genres”; (3) control and comfort that relate to the interaction, are significantly influenced
by “controlling approaches” or “game genres”, without any interaction; (4) as a whole, the
statistic predictive power of the motion rate to the tension reaches 3.1%; (5) from the view of
“controlling approaches”, the motion rate’s statistic predictive power to the tension under the
gamepad mode is 8.8%, and under the somatosensory mode is 5.4% to the enjoyment; (6) from
the view of “game genres”, the motion rates of “ARMS” and “Splatoon 2” are unable to explain
the five subjective feelings; the motion rate of “Super Mario Odyssey” has the statistic predictive
power of 10.2% to control, and the motion rate of “Super Marion Kart 8” has the statistic
predictive power of 16.4% and 8.0% to tension and control, respectively. In nutshell, the motion
rate may predict a specific item of the player experience based on the properties of “controlling
approaches” or “game genres”, and is deemed a potential basis of the implicit measurement.

Keywords: Body Movement, Game Controller, Player Experience, Somatosensory Games.



