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¥-F% 3

-8 FiRBaRp o

- TR TEERAE ] o Bodh ¥5E% (Serious Game) P it i S bF &
SEY B ESNET b R A R PR B )5

Poaama e AR & i AL € 4p B R 4E - Djaouti ~ Alvarez £ Jessel
(2011, p.119) f & i 5 BE 30 2R\ ehd @ RPN iR B 2N TR
RER - A ZLE R G (serious) B R 2Rt B (game) Pdi Al 0 B AR B
BN UERL AR R D A FBHRG SR FAE KT s F
F D RGRAE R P Bt g TCER MRS RS F Y B R
AT 5 B GpiiAe- RAhB Y AEA S ANLEFAFIRAPEFH T2 2
R SR EE i g

Ra L ABFASRFRESEERAF Y OATRAZE T LSRR
K T Bk AN v S BT T RN - R B A e
Fo- AT o APTILERRE L NEF TR ERTRSN LA
epiam 5 o0 B P HRE R B Gtdy T 2hp REeNIRT @ 3R fiod 25k 0 B4
¥ 8 L et g (Magerko, Heeter & Medler, 2010) 5 £ 4 > B 255t
SRR P T o e 2L AIIRFOE PR Gl A I T E SRR R B TR
Flpt R U P LR R B 2 R X RN AR e R AT TR R

B A GE B R B A AN H IR RGN F T £ Rk eny f 0 %) PR AR
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BEREL T € 7 Tobod 2358419 18 € - Heeter ~ Lee ~ Magerko & Medler (2011)
WHEBEBFLTBERFODBALBE TR ERE PR AR LRI EAE
tRETE o B SR T L SRR TGRRTIN A 7NR G 0 4 ek S P
WK BA T % o

GECFHIFALEPRRIRL A B A LHREA T B RAERALE A
Bt BBk eng ¥ sk 5 B 0 e B Heeter % 4 (2011) a7 7 w443 7B A K
BT - 0 ABATRE Y AR L0 rh B Bk BN 2 P i 2 B g S ehR
P EERR TSN BEREEN O EPRELR R =T A F T
pe XA EEBEAE AT RS T E RS, AR R R A A
A CHFREG »F A G % o 9T AT Y E0145 Heeter % £ (2011)
IR % 0 - HEE L P AR DGR S~ F AT R AR ] 2 R R
BRenf o F o BB PAL REDERGEEK > A F T B s g Yook o

BT B S5pNenB ¥ o ko R I Y FIH BN A ok 2 F L o 14y
He g (enjoyment )fo & & 2. @ enff % &4 Vahldick~Mendes £2 Marcelino( 2015 )
e iR A5t AR EENE Y SR OER G ol s A v e ko B
PRCEETE 3 BT R T N BN T LS A e 2 4o g s e
F 32 i #2. (Wong, Shen, Nocera, Carriazo, Tang, Bugga, Narayanan, Wang &
Ritterfeld, 2007 ) - 78 > Iten 22 Petko (2016) e AT 7 AP R = 2 4p F thid

Fo B PERGEETY LRI I AN G52 BR Y AP ILILR



LREEEE Fa LFSREREL SEVIE T g R kg
FY 2B DR Fopter 5 - B p A TR afhsp 118
Emaﬁﬂﬁﬁﬁim%#ﬁu{mﬁgﬁ IR IR FIL AR D e dofe fu ¥t
B4e : FearNot! Q| % - #iRZ 8 B R R FIH & nfhi 25 > ¥ 37 S A6 M

SRR R

émb

B~ % 1 RALENB Gt > KA LR AF F R R
Gif I X0 T UK kG chd RS B G S 0 %
Wl F @ 22225 cie oo Bt JILE e g ko FRRIRRG SR
RFENT Y A A G FE Y onk o kA oa WH B e (fun) i B2
BRI B AR Y P ahRd A AR RET RAASS N R RE
L L2 F B p4h ~ (engage) Bk 5% > 3&A F AL F I HE Y ok o
RBLT G M EASRE Y ek ] o R A DL T e
B S Y kA R ek B Y B ORR iR S A B b
Bo (blde: £33 WlRg) 2HFHEHEV 2 D H T i F5 50 R
R st A L v T oy e Tt AR AUARSRN Y 21 73k~ B (engage)
3 Mg & A% — 4 (narrative) k & < Heeter ¥ < (2011) L 7 3 223k ¢
BRI A R SR Y R R Are Ko A Y P ARSI R

MRESIEA R RN B F o R it ok SRV R S E B Y ik 2L B eh

=
R

F2 o rTRRAA Y R A AR HNE Y ok k R B LT § TR

T D R o



A . . a
CEE I S
¥- 8 KAk TRE
Learning by playing | & i 4 AF"S% o nesgenme B P B Y ¥5E% (gaming)
HRE S N T fe s 2 H R AT R i B R R i 4 AT 3L hE &R

¥] (Gobel, Rodrigues, Mehm & Steinmetz, 2009 ) - ¥ % #= 7 & AT R * &8

YRBEFF el "ﬁi’jﬁé\ﬁﬂg—%g bonds d TR ko T4 osk

FET - B R T LS B PR RN A ¢ A L B
I SRS S RSN LT ARt AR R SRR T LR

Feh P AR RYERY A Y ,Th 4 3 3 07 % ( Marchiori, Torrente, Blanco,
Moreno-Ger, Sancho & Fernandez-Manjon, 2012; Wouters, van Nimwegen, van
Oostendorp & van der Spek, 2013) « ¥ ¢k » Wouters ¥ & & (2013) # B 2344 o
RATE B WAL T RDER AT L TRE Y LR A iR AR LR
Y25 L @40 AFEART RS PEY 2N AR D EEE Y 5
AR E 0 T EIR RO B 7 IR~ AR AR A E P L AF e F Y ok o H0 B
ERCALBCIRECE S IS IAAE ML /A Sy e B e 1 EV AN G AR Sl
RAIR DA RT IR BT NG IRY §F B9 end i1y ] £
FEAE R R A AR L KRS T B T F R Sk
FHOTRFL R~ SV s L0 A F Y o Y #4 -

R oo I 2ot el g 7 Bk BB L 8 Y Ry ok E 1 & 2 Winn (2009 )
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BHFEHT I SRR TR NE Y RS  FRT SRR
(design)~ 7 5 m (play) 14 2 52 (experience ) = f& =2 (the DPE framework )

kit 2 PR e AE Y22k B A B AG ¥ 40T B F 2 -

# R

Enh)

) 8
F

%

3!43
sch o 2P M E (storytelling) AL 5 B B3RP hE L Ko o THRE A F

3 (learning) ~ ¥%% (gameplay )~ # * ;ﬁ% (user experience) I 7| % fcdy ¥%

o

RS A% o A BY F A RA SN fEERLE AR T A2 0
Py ® B E  o A Bk SR ek o 000 ABT R RS B Bt
GF Y AP TR YRRV R P TR T F L RS A P2
Rl A AR ENERNGR D AU AE L L SRF Y ek R B R

T ke PR Y R B A LB (R RIEA  BRER A ) 2R

B (St ) 2 Benbl 0 &0 bt B ¢ dofp BB Bk 5 08 ¥ ok o

o8 BAZLZREME—=EIFI
ek AT BB A A £ - BRANEY 1L v I BHL RS Y
FHREH > BV FE AERET Y ARG Lo BRASHREY - &
B Gph a2 £ a5 @4 b ami g 4 piRamnk > & By A bl R
e benlnly §EREPHERENG AR A FRERSH G F
+ (Blasko, Lum, White & Drabik, 2014) &%t fic 2 555 2 16 m,gjr g =l 4
RN AR EH RS S R e S R S Y N W

Ao ehs N3 RUSRPEEREAT TP AIS A Pt Sk ndh T B A LR R
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AN s R EGAFF IR T EEABA LR awm e B E
HEch SN Y ok dndis o
AR TR R 2 B PRV AT e TR R T B Y o - B end
N2 BB AL R )T“u%’\? ZER AN ] PN R < DA
MEF R R B A A dy LA AR T R G e
ERP ARG At s € o LR o & Heeter ¥ ?dﬁ (2011) =
23 ¢ o 33 %R 7% (vulnerable subgroups) % dp 7Rt 2 TR RN chIR Rl
(non-gamers) ~ # & g & 3 3= Pod 548 47 7] ghz= R (resistant players ) 2 %
ARt HFE T RS FR A gy 3 4 (attention) ~ T (affect) ~ 4% &
(commitment) ~ ¥+ % & (challenge) 14 2 254k % 3 (performance ) % B %78 + »
F3E 3] 3= 7 (resistant players ) fvif g %) 7= 7_(eager players ) i 2L B forsgt
AR S LRV AR R HE o T o e Boh SRt s IR R
EFEY BB F LR IR R L 2 B A R SRR 0 R Bod Bk i
LR FR IR R B L A Y otk A - IR TR -
BB SRNEE R 2RI B R g R B LT Rndgg ) 7o
L AZRER B A Pegk h4F > & b i Heeter Eﬁﬁ—“z (2011) sw= g & 417 -
FHh B SRR RGN LTS R L) Ak Rk
Bt iflde R o Bl SR B EFAAR S IR R TSRV AT G AL

AR A DGR E E o FI AP DA PA I B2 B aEH Y e M 4R



A 2 8 B A FEAP Hense RAE A 3R P AR R e A 2 endS b

W3 Bk SAYE ok B -

FZ & SR PE-AT

I

— P T

BRI AP YA SRR T o B R 2 Y
Pk g o g o F B (Klimmt, 2009) 35 F7 7 B Bk o % e 0
FEAN ek 5 B2 RN o @ A (narrative) 8 B 2554
P IR 0% s (multimodality ) 2 3 #¢ 14 (linteractivity ) 14 ¢h & Jf B2 o0
ey ALl e

Mcdaniel ~ Fiore ¥# Nicholson % %‘?Jﬁ (2010) #-sph @ chdcE 2 H 0 43 40
M R B ATFFAAR AT & T (R A7 Py
fE —4 ih—&;m;z?i HiG AR FE N L E kG - BERAL -G8 T e
B mFAp PR AT op F A G o0 I BT AT HE R IR
V- AT SR SR R F R R L R T L L o
H@pa 2 67 s AR E a3 - BEAGR AL TG R T E 0 ¥
- AR REBERALNET LA AP L o TR R AR R A
FOOGEN Y EFE S U R S TS - BF R [ G AR ]

A o



.__Jg)f';

a4

DA E YRR VU R ORISR BESSPN F U K
PHEN P e I ek ~ B (engagement) (Winn, 2009, p.1016 ) » @ 5% 4 E ek
A A+ ¢ ¢ 7 A & (protagonist) o4 (plot) - % Marsh ~ Nickole ~ Klopfer
Xuejin ~ Osterweil ¥2 Haas (2011) % %i FT Y ¢ e PSRk E MR T B S
BoBAETERGANATAIMES AFERIKRI AT LEAN F - BRSSP

g B Y R Bk ERAr A FERREFSOEIFFIUEIENGENF L
THP ENMA T R ERRN A R A AR T AR R A
BIE2F ¢ 570 S AT R HEaNZE 43  aAT RATED BRER

i B B 7 i “f o 14 T AR R R IR RPN AT dnE R e fr 2§ 0T
FRAAE R A - o BAE SRR A ET RS SAEITA 0 n B AT BREE

A IR RN R RS B Y R B RS Y SR - A E

w

ERp AN A JEAPIIP: Jy Lo PNPAS 22/ N S
B AR T LR AT REIRTS B SRSR L ISR R A
o RRFH FHGR L LR RO RER X Em A B ffed F O E R
PHEk ¢ Rt 52 - Mcdaniel @%% (2010) #-g 3R % AL % stz (immersion) &
=g sk @45 (narrative transportation ) » 325 R RE R S FE Y Ha &
BWpe? i ® s e F o R E - A Fla A8 - BIRF L K P m AL D

R o om PR Y gL 24 > Cohen (2001) A7 P BET - BR=%

Fiamitd Bk el @ Apinfts enL B p ARBEL FIAEPE T



P& A AR ARk Ot & F O PR LT R E B ehkE £
FRARFEILFIERNA S LI PFY P AE T A S AR R Y i g b B
TR =R TLRRF @ PER L RS S8 AEREE Y B EER
Pehdde o mpedsii A d M AR A - 2o AR R Fl 5 Al RRES B
BRtd I ARG rp o EERST A L ARG Y G- BimRaA P fodsta
b EAL e 4 ﬁhi\:’f»;m’% ARIDPEM S P & F g T 7 J

BRNEE TR ML AR g R L FiERY R o

)

Pt s T A A nY - fAuE A S 32w (empathy ) & Paiva- Dias

Sobral ~ Aylett ~ Woods ~ Hall &2 Zoll (2009 ) # % B 25582 T 55 & = & & 913l
ri

FoPRSFET P RO RE ZNTERLBLE AL AL RR SR

ﬁ

+ N

WA AL D E B 2 B G AT A G FRERAL B
BUB Sz A F oo ¥ o ER T ORGSR D T o FER S K AE A

ZEh A Al AU R R UECIAR I ETR L B TR L I T P L R < J AT S A gk
2 b0 R ORGSR LR ek i 2 e LSRN A g ded o
B I8 fE Bk 25k Ak B aE R 8297w (Tettegah & Huang, 2010 ) -

Green ~ Brock f= Kaufman (2004 ) 225 ¢ £ @ ihw § o [T E ~ 3
(blde: £ AR~ EF e E ) Fr a2 BRRA2ZEMAREAL I o
Frapr = > RFLRRAR AT OEARES P- BREKZDWE R 7 12

BEPHTRIRT IR AR BATE AR EHFEIVREY R FATE S



BEJNEPIeE N B AL M E & A F o pteb > 5§ (Dickey, 2006)
BN AT AP GAeRF OES  FHORTIE TR ETF TG SR
B fris s d 480 b PR AT Y B EIR R BRATiEsE o § BN I L iR
N R REPF TR g s

R <y RS ETITRVEIERRY IFINS PRI IS RS 4

SFEd A TR RPRARR Y P TI BR R AN T R e TR R B g R

RARFITE R S 0 ROR R R R~ B R R

( Dickey,2006; Mcdaniel et al., 2010; Marchiori et al., 2011 ) » @ 3= 73 25k e

B R AR L R B gl

& (Lester, Spires, Nietfeld, Minogue, Mott & Lobene, 2014 ) - d 3%

]

RIL N VT

91@

BATE Y DRR ERFHAEN BN E L RFOEA T AE R G

SN ES:
4cE T A 4 ek 2 4] > Busselle ¥ Bilandzic = g3t 22 42§ BT G AR 4R BE chvs

¥l o ORH G H T e B 4E 0~ (narrative engagement) (g e — 42 E

)

fRaidd BY RSN R O BAT A MEP RRA AATERY el

1. 4% @

2 t% (narrative understanding) @ ¥ &

7R frsnir b B BE R

(cognitive perspective taking) 3 B > 5 &Rl BRI A #7305 oucE &
Ex:ld

PR BERA AT fRAERE e R AR C ERACE R Y
%;1 —’ﬁ ?Eziz—é ) m'\‘/._. q_l%%@%} F{iﬂ °
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TR
Porh

— ;E,{ﬂ;i‘

A% 4 ¢ B (attentional focus) @ & B E BRI A Hi&AET NE LR S
s AR R e

f4# ~ (emotional engagement) : 45 BEFL % $ & 4“7 » chlidg » &
- fa e o (emotional perspective taking) “uE4% > ¢ 7 L
& (Cohen, 2001)-~ 2.« (Zillmann,1994) 2 % f = (Oatley, 1999 )

EMA BV FRECERFFOEETR DT B2 b REoI e d X
TR R on PR Rt a4 TAE L F R T LA R
¢ LI 0 A A A e e RS A Glde F TRl 8 5
14 & RIERNEIR -

¥ 75 % (narrative presence ) 2 BE A G§d &T KL FEB | RTE ¥

SRR R TR e iR AR AT T ATRETRREAT

o e R AR EARE TR A PR PRI R 2R A
EEE R o

it ¥ 4 Busselle % &  d o HC] A0 I 2 AL N P L IS

AIATEGEA R FF o FREAZRLT 2 L ARFEY AT
BAELG v FIP AT P PEA B LS RN AT B gtk

[

H1: % 4c¥ Monfok S5E 8 ¢ & i h4c$ 3~ (narrative engagement ) ©
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¥ ¢b s L Heeter —t%‘?—‘ﬁ (2011) #>t B 238 3= 730 A %7 7 3 MAIE
AWRPAFHEIZ ALY PRAR TRl G R ERARTS ] BE L
B Ap j\p;j;,g;;?u;“:} %i?igﬁ*‘,: A B ORI VS A ey

B e iR PR AR MATEREMSERERY AL AT R

o

PP R f i NI B IRk SR bR AIR fa ¢ 0 Ak
Foeite 2T UBGIIRPEI R 4 0 BER G E T TRk R - IR 3 = TS
PRER A~ 0 T AR AL SV R Y o PR AR RETA A g I~ g1 K
AEDRNERY B CApEE CHEF B3RS Y BB 7 Eoh BN oi B IR e
Ko B e BEM RRSNY DL ARG T2 gl - L - RS K
3 Fpd Flend & (Magerko etal., 2010) > F]ot B A ¥ fHerfiod AL ATH] 4o )
B BB id BT KA N 5 PP 5l 25 M & (seductive details )( Rowe,
Shores, Mott & Lester, 2010 ) « 5134 14 km & 35 e & 7Rt B 28 5 A8 ~ 2L 5 e 514
fRfrd B fEE gL APl i E o m v AP 3 ST G 6 R A
Bk o STARK SN AR 2 A REAR M e 4 FlA RS R MR A L 4 & A
W A 0 B M EF RS F R (The Disruption Hypothesis) (Harp &
Mayer, 1998 ) o #7 14 T i¢ 8 B 4|32 F B A Pk S Y MR AP E § ik
FEE S LEAAETAZOP FOAIABN T AN DN F o FIE N ER
HEA R T AN Y BB EA SN TSR e 2 3 RAT ~F D
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HE R AL RS ES T B HERTOE O B o R A
Bk dspt? kT A A HI PRI Pdh AP I RO MR

B

H2: 4cF A3 3 M{em AF A HAT R ~» £ 5 23 8% « R A B AcF

BB ACE PRV ¢ g MACE SR A 4 e E 0 (H2b) o

T RH B S A LI R S S Y T D
SERE ST E RNy ST LS B TR TR s
7 éh- BEELA AL o £ lten 22 Petko (2016) T 5 ¢ > H M o5 E ¥ ok
AL A AT BB Y ek U E A Y k% o B A S Y ok il B $
b 25 K 2 R PR TR S T R 7 LT R e
A SRS EEEY ST RIRE A LR T Y EER S
TR RN CE S 1) ST B L LRy T T S
BP R 2 SR A Y R R SR AL )5 B S e $Hp Mk
WAL - HEY BB PR Y ek o

P ke B BT ok BV EARER AT R &

FY DL AR S RT R FRE R Y e KT Y g
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TEHFREEY Fonu TR R M RT AF Y ERE S & R
FEFEFRATEY DR BEIE AN EHE Y F 2 p Aoki  TREE BB
Endviy ) b kg ¥ »x % (McQuiggan, Rowe, Lee & Lester, 2008) » d gt ¥ 4ric

7
THEVHPEYRPL G 7ROPFEL A - ¥ 7t Marsh ~ Nickole ~ Klopfer
Xuejin ~ Osterweil £ Haas (2011) ¥ & % 5 "ZR3E4cF o * T 5k b chf §
Phk VR PATARRDEIFENE T PHE L EY SREE D Rtk
BEBERAT R A DFEAHR S RIE R AE S B Rald ph FsR R
PGS e n B F RN Row FIL IR AT RAD A2 R
CEHATR L R R 2 FAPAE SRR AR R RSN T A A -
FRENEH  BRIRFI G B4 D R F AR Y aaaE o
Mok PSR Y AE R HE Y ok g v B2 E8S & _Rowe ~ Mcquiggan ~ Mott
¢ Lester 5 (2007) sy ¥ BIWET > ARG AT EY ¥ hd BT ¢
PR R L R o~ B FIU LB A $ 8 g e 84 E 1 B 25 — Crystal
Island 4 4732 Faip ddo i~ F > 42 F L L BB L IR R AR E R
AP R AGFHRE L SN EHR F AT T PRI EY SR AT 2 b
B AR FERSR SRR SN L RERL ST oxd B o B Y Y N
® e B g (Challenge )~ 4% 4 g ( Curiosity )~ #+#] g* ( Control )¥7 & %= g ( Fantasy )
$r BATAFL:AFERFEY DB AN BB FE T L A SR
ARR TEE R P AR S AR RO RS T @ F Aok T USRI ReikE Ao
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RAMEY R - B2 RFOTEL ERREIRRL T IR R RN AR

/

=

IAFERR TV R AR B FE E RS £ 8 PRESERY o

AR PR LR SRR FlA ] RO IR R Bk SR F Y B A TS

B R R R B R RSN O R o AL R 3R R B H YN s 1

HOWRASHA T o AF 2 F (A - AERSE PN R L DA & F
TR BB SR T o M F IR R RSN K 0 R B
WS A T P e BT B B Y kR B B F Rl At
IEERP AT AT RAAT UU- BTG OIEE LR E- BLY EF
A LB e A BRR enA  R G kg o AR L 7 R
BiP R F g 4 AR D o B AR SN Y HE R PR R AT AL IR
R4 A Mk in 2 BBk P53k e 4 (Mcedaniel ~ Fiore & Nicholson, 2010:15) » 7]
BB RN MARE AT AR RAE B R AT AT BN Y IR
FOERFER Y Fehkd o B AHREE S R T A SRAT A RS LS B
ey eE S SRR A LR 55— AE R A S AN R 5) SR < YA I Ll
FURERAENE L AL PR L A OB § B SR Y R
Pl o TL i Fod Bk ehd & R o ﬁiﬁ%%éé‘« ATERE B T Ak o
AT I E LR ATE P S Ao R AR @ Bod Bk
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RIS N R 0§ PR IRTE fRRL AN TP DL A G E Y ¥ E A

Baozas s H T - A4

f,m

A Ao fRAR AL k@ A2 R g Y ok o Tt A

AL AR AT A BT BGK

H3 1 % 4T fhenfch SRR § B RPE g ¥ ok o

I
~
*
4
N
dw
TRy
e
\%}
P
4
8
y
=
9

PR Y RE s TEER O AT AEH

33 3% 8 R
g ¥ cEa S RS

o

e 0 1295 Heeter :—E%‘fi (2011) e33R T > FART| R R B H B
Ao h et BREAAIRG p NI B B AR AR 2 o Rk F

TR AL IR R A f A P OEENEART 57 - R Y ok o kB AW v

EY R pE B G T T A 2 A A S B HIR S R FENR Y B Fla
Mo AE S Y ork R ARG R ARE Y BT D g 3 - &2
B i S AR P AR R PR Y IR R R B Mt AT
LE T g a9l e & (seductive details) (Rowe etal., 2010) » i&ut 513 (4 m
a7 @FEHEARTOE Y S > FMHs g+ 3 EE (The Disruption
Hypothesis) #+8: %% (Harp & Mayer, 1998) > ¥3 vt g £ en ¥ »c % o 558 11}

o A BN EH FIRREA S Y R RN T A8 B Y BRK

HE : 4c% A% 3 MAcTe paf A $E 2% B4 23 167 o Ffp e ks 4%
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SEAER Y § 0 A SRR A 4 L F g Yok (HBA) S AR R
G AT IR 40t AT I A 2 FU S ¥ k% (HBb) -

HE © idE )32 Fun® ¥ ook B ¥ MO0 A 3= oo

B d LR e B4 SR TR
BB SN ehE R L - TE U R TR AR A B Y sk
PR IR R A Y R ehde i &1 S AR IR RS Bk
R RETE A B R A R - BERE Y kk it T BR T o3 S Bk
PEECARB AT T F 3 B A F Bt B Y & & hP 854 de Iten ¥ Petko(2016)
HERLGREY 2% ¢ IR 2 RS L Mahp gy
% g Pk Soikenié B o Valcke (2002) s g RIS GL % (schema
theory) cimBR 7 A BV FF L AR RAALF it & F i ¥ E by L
LR BEPAEDEP BT > Fa B0 0 BEoE L pFanuief g7 oo
R AR E YR - BE RS H B F SRR
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Heeter % & + (2011) #4rdE 3|32 f A& 570 2 Rl ¥ g @A 3ok
o B D3RV AR A ehTe R Tt AT R kIR Ie R Bk Y5 0 * #2148 (lintention
of use) #-xX B4 A S PR R FEHELRTS EFME - 7L TR £ 7
e A SEhS FXRFHEMSREAAATHGE 2 F P FhoT
T gcds 2588 (Serious Game) i & £ #-fici S5 B * AL b £458 5 R
L AR A B e R AR A I SRR e AL G AR D
RAL e o BFANLRIE FEEASRP AL s A2
2R o R B R 29 0 AN G (L) A EY AR g T
Ko ~(2) ARE RS AREFIZ LA () AMgREVRY Fh s

&% (lten & Petko, 2016 )

S AR
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B G TH S 0 A8 5 AT fE (narrative understanding) ~ A E 4 B Y R
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engagement) - * BHrg 2 T AW LG = BFME 0 X+ BREA

’Iﬂi‘f’\ﬁ%iﬁ:

AP FRs PESNERZAA(FELA 3T AR LRE -
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dORE L A E R RIS SR e Fp AR SR AR &
T4 e 3 ¥ 8] (Manipulation Check) 1 rxzatlpedr chscE 22 5 B F e 4
B oAy -2 XEIKRP 0 F- e AdS 404 0 FE v - kS
R ARF T AR HRATI RSO FREAFLEL CEEFS - 0
PFeAWPlod W H - ZHH B FOR FIAATE (P s E 7 55 M iR
FHREDTRBET ZFF 0SS BE Do o Tl ATy RS - RS o
MATE I p - AR EIAFLRG EI NI 13 9 P NFER F
REPNFARRL L FEARYFFHEROFE SRS FF o B F
PHERTRCEATABEG o IBPFAFLEDE - FAZRHEAL 30 4
MBI RS TR s 2 F R TEF AT 3 REAT I HEFLE

A & WO T R[5 Rowe % § 5 (2007) #3350 e 2§ 3 & % oh
WML Y TR e BAT RGN OAT A ERT A H L PRE
(Challenge ) ~ 4+ # g (Curiosity ) ~ #=#]g (Control) ¥ % % g (Fantasy) % =
BacE~E o BEF 7 BRI (Cronbach’s a=.86): (1) AR FZBHEP ¥
FREH~(2) AEFEEFEF PREIAR(3) wFE2FAF > A EFHF 2
fgend e ~(4) AEFEE- BH raE ~(5) ERPREFHRELA- BEFR

P o
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Al EAKRTY ¥R EpE S Llevene T - RS FEL 0023p=
0.881: <> 005> m2iF B3 BB HAPE Pk > FIP ABRX KR Bp & iR

TotEE-2287 pd R 5 28°p=003> /30050 & F MIES & BEXK

g scE Pl (M=535-SD=1.04) & 4% % (M=437-SD=128)

EABELR VUSRS EFDT N %

Fo 8 FAARITHEAN

AR%FEF 30 kA e R 120 o B bt % 128 4 - H P

74
FOREATT KT E R AT Aok e Ao B4 ok
AL 119 im e B P PR e R iE T7% § 0 23% £ # % F & 18-30 & (M
:21); 25}%@11‘( (1

93%»}‘?{4 AZ R ?’S%m;»pfé'ﬁ T3¢ B ~80%5 +

H 57 15% 5 AL

Tobof MERES X TRl bk 5 8 G (204%) £
k30 448017 (24.4%)

Sz sepFpl Ll L 2

LT (19.3%)
] ﬁvéﬁ%&%iﬁ% 17 B BE2 t5enT o8 75 &8 (SD=5.59)

1&#4c10 #ant 553 (2 108%) £ kR &3 &2 5% (& 9.8%); 51 >
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BE L - RERA L 124 5 @t

PR R AR T s
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kL@ 8AFK (193%) =3P LE6AF (151%)-

HAE A A R ARG T OB RS EF AR E R LB R b
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AXFEFHD EA L R R RS F o sl Y R T
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EUECE W AT 4B S et B 25 T 4995 Hayes BEIE et B
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BhRem H2: AT AR 3 MIese RAF LA 55 13 15% o fded)
TRR R AR PR Y g AT R A 4 {8 acE I ~(H2a);
B REF AT OERER P €0 MAT SR S 2 4 R aE 4

(H2b) - j€ & 5 7 Mg pp4e » 5 p TP RPEFR ~ A w2 Bl e ¥

FIRIE (8 nE S BT RS AN AT N - Bk BEE AT
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FTHEPE L0 2 RS0 A H2 a8 %Y R L B E
ook H2i G B A

et o A7 E AT - A 7] (Generalized linear model ) 0% £ #ics 47
WA H2 > d 2t & - S 03] (Generalized linear model ) shiBzk w4 ¢ 25 &

F AR I R R AR 5ol [ERE SR e PR vl T i RS

WBEFRGCR T g Mo H2a-b #1 Bk s — 4B A IR e R AR s R Y &
W MAT SRR A L {8 AT O B AR TR A B AT DS TR
ORI A R o (e B G RARACE A S R RER A AR R L P 3
E% > AR RPIFAN - FAHATFR 7 REFPE AT HI R M4

T 02 RREEA B AT O T T Bl AT R ) HERE

Bt H2 32 2 > 72 % e - ek H2a &2 H2b & e 2 g B 1k o
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%% 51 A MR L = R A HACE £~ 2 PROCESS » 74 &

R SIE L ACE

coeff se t p LLCI ULCI
Bt il 0.4442 0.1817 24446 0.0163 0.0834 0.8049
s 2p ) 0.0093 0.1843 0.0505 0.9598 -0.3565 0.3751
= REAE -0.2525 0.2497 -1.0110 0.3146 -0.7483 0.2433
L s 0.0595 0.0343 1.734 0.0860 -0.0086 0.1276
teP AR 0.0051 0.0134 0.3842 0.7017 -0.0214 0.0317
pLizyzgipFE -0.0756 0.0497 -1.5200 0.1318 -0.1743 0.0231
F&
RO ATHFALRFEFAUHAER 2 - FF R Il 745 &
iR BIE A DN
% o i BIE L AFE IR _
df SS MS F Bxit
BN il 1 2.993 2.993 0.460 0.006
e Al 1 0.190 0.190 0.251 0.479
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Bl 7 ¢ 32 RS AT S A oA E

36



BEUBI A THR TR HI D B AT B afih 58 ¢ & R ah
Fy»nsk o FRAPFAeT? o KR ApEalevene kT - RS FEZ
293> p=0.086> +* 005> &G % E BAp & HEK > FM AR PR AP
EenfiRT ot @ 523960 pd B G 1170 p=0.018 -+ 0.05° £ 7 F MBS
B BBIK 0 WIR R LB MATSRFE T O R L L EF LR B AT
PEEL (M =13.78>SD =1.59) e ¥ »c % 1L M4 E 25 (M =12.975SD =2.05)
Y %3 0 Fp H3 A = o

AFT G 4404 Hayes ¢ PROCESS 4 47 % 2 343 HA : 4% ~ % ¢ B4 T
PrDr BEEYE > TEER P AAT A FHEY SR KEART
7 PROCESS ¥ /i M e fFE & kg P g REH w B FEEE T
(BOOtLLCI =-0.5874 » BootULCI = 0.0387 ) » @ 4¢ » 24| %78 2 {8 en i3 4 & 7+
7% ¥ % (BootLLCI =-0.5706 > BootULCI =0.0939 ) » i % & % £ 474+ & 24041
e MRk VA 5 BV MRS R AR 64 F NEFE A F B ATHR

2 B A REE 4 A CTEAFEZIPREER > ARG ES
a2 mifidd Piv s e BEXD S o

% 7 : PROCESS %~ 472 ¢ i B %k 5%

=S S

RO 5]
Effect Boot SE BootLLCl BootULCI
-0.1839 0.1514 -0.5874 0.0387
4 e 4| & 4;
7){3215};»)‘ “)\K%J%IEI
Effect Boot SE BootLLCl BootULCI
-0.1353 0.1580 -0.5706 0.0939
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8) ¥ ¥ B BHAIRAALHS chafr g sy m P HFY %k BEFPE
47 H5 2§ AL

o AT E AT - AA -] (Generalized linear model ) 0% B #ies 47
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1 8 AF A B = TR A F ¥ o % 2 PROCESS # 174 &

I B Y ek

coeff se t p LLCI ULCI
e REE A 0.8815 0.4943 1.7833 0.0778 -0.1000 1.8630
s 2p ) 1.1761 0.4863 2.4186 0.0175 0.2106 2.1416
R A -0.5545 0.6626 -0.8368 0.4048 -1.8700 0.7611
SN e 0.1732 0.0920 1.8829 0.0628 -0.0094 0.3558
YRR & #4 -0.0238 0.0353 -0.6726  0.5092 -0.0939 0.0464
pIavsgips 0.1541 0.1382 1.1598 0.2491 -0.1097 0.4187
i
210 RF SRR UHE Y 22k 22 F5 SR HA iR
’ﬁ 2&1‘ : 33 37 ge
% L¥7 | ER* -
df SS MS F By
e REE A 1 34.895 34.895 11.198 0.001
e Al 1 19.828 19.828 6.363 0.013
R A E 1 0.770 0.770 0.247 0.620
AR 10 A& ek fFR
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RT3 .
index SE(Boot) BootLLCI BootULCI
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