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The Effects of Natural Mapping on Persuasive Outcomes in
360-Degree Virtual Reality Advertising: Spatial Presence and

Enjoyment as Serial Mediators.
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MERFRES > ERETIROBMARERABIZEZ TBAHARELEBETES
R 360 894 % X, (omni-directional ) B3R M4 EA - AW > EHFTIEA F

SARWMERFI X > HEHRHNZERFT XA RTOES LR ? BT RANF -

KRR — R BARTAIGO=HERTIE  BANVR - THEEAHVR
ZEAVR XA TRABARHEE  £2EE 5 LEITHEFRT - AATUETRE
BEHAARHENZAEME IR HES RN REGBE > BRI h T R R

BRI EE TR -

RGRBT  RE 27 X EHT B 09 A R 8 B RH R 5 1%
B AR IE & 0 B 3T 0 BB B AR ARSI 5] 0 48 d 7 ) BR 3 R B4R 44 R

HEEFTNBE ARG ESBRERS

Mlée s @ E#F 3 (Virtual Reality) ~360Z % R ~ B A # & (Natural Mapping )
% F E& 35 B, (Spatial Presence) ~ %% %4k (Enjoyment)
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WRFFSHABRBAIETRE ES T IRBAMTEER - EBRE RS —RARA
H R AE T A A © 20144 Google ## 1 Cardboard ° #§ 4KAR 7 AR ER LK » m # &
S LERAFENFHROVRNZER B FaRN s RLEaEm ;13
# > SAMSUNG 4.4 # 7 Gear VR > B 1 Cardboard #2438/ » T B 4535 -
3t #10culus &1 1t 4 36084 52 % h 5 20164 > Sony ~ Facebook $1 HTC > 474 i
PsVR ~ Oculus Rift $1 Vive * ¥ AT f=§ 7R F] 69367 £ 7R o F #4358 £ 59 VR
A% BURELHE PCo R RE TR ETESRTIRER  WivEmE I RA K
BB R 0 B BL2016F FAW B A TR T e L F | (TechOrange, 2016) ©

EFREBE RGBS T A0 LT AR B AT - ALBEEHH R EHE
FoORRRE PR RS SARMA T B 0 EEE BRI 0 R TS
(Computer-based Simulation) 8 —F &R H X (BEM - wHF £~ BlE - w%
T > 2009) © AR ARE EBEEMT 0 4o EREE - BHEER RS
BE > B PFmemt x81g > BEERIDESRG D RBRIOEHETH F (&
g~ REF 0 2002) © BT A EER TR —FAKRBMOSRRES  CHF LY
ERBARRFZRT X -

)

AW ERLEFEE > ERTIRAMOESTLEETRESR > 60EESE
HhMEZ A - 360EMB R A —EEHR TP A (Shi, 2017) > foi@ B —R
AeE s B R AR » £2® A (omni-directional ) R7 8% K 23R (Wijnants,
Erum, Quax, & Lamotte, 2015) ° 4589 R e R MZ B EH IR T - A BEF
%% R R 3 e (Shi, 2017) -

M % B AR F 4 YouTube #1 Facebook #£2015F 4 &) &
AIEHI0EREH R > P L BEBE TR R EN FRBREGOEN LR E
&\ o R AR fue) Bie) LT 0 o] 4
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B R (FHRIR  Inside AdWords ) ° R8BLT O T 42 1% > % Rt Lhgdit B
OEREBR G AgH ZE - REE  BHEMHELSESL  ARTE
43 kT A ERTEORBMOCHELERAET ALY -

2% BEEROBLRZ  LERRMOEERTIEEDh » AT
W PR - EMEZABRYVBE RS LBRE > ARNERFTA  BENEAELTE
AF o AR e BB TSR A R A RIF O R AR R ABEHRKE
TRTHGER  LEXBATEARTHRZI R -

SOk o RFR AL BRI R RIS ey T B AR HE (Natural
mapping ) | A EATIEN > B RHEAOREAD > HoFHEA (Mental model)
CEAREEHNIER > LEEHRFAET L EHHRF 2 5% (Tamborini &
Skalski, 2006) © Bt > A RM AR ZRH AW EH T X "HAE RY
&, REIHFR=AAMEE - K 8 REEZ PR =8 M%3T > AT REN
HREBITAR - FERFRAEH BT w8 AR E N SIKH360EREL R B
BREBRBE  RUEMMKEABARAREERERT AR ELFASF -
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BEHREBRARLSZHR A P aEEREBEE  Amika8E - ey

T REOHXEFBBRATF BEER > EBRETIRT QR ER RG] o {23

FRENERERGAR > $Z LB RABOIWAEF - KA REBE R LY

WREE > BIPAZTAEBRERTFHRLEER - MAARH BB L S E
Bl e 25X F 69 25 BT H] SRR U MER A by @ o

B b ARHF A E R D AR AR B e B R AR P BATIR L A MR R IRA
WZREBRTREATANAEIAN 55 A  FRARBTSNHARVR - A

TP TEHENZLEAVR UAFEANFHK - PRERGEHERZERNTHEE
AIVR - HABOEREH R ATRAAHERENSBAZI Y MAR I REE
R EMBE S BT RER » BRI Z MR R IR R ey F ek o
R R AR BRI (VE) TIEF E 26942 — (Stanney & Salyendy,
1998) R K FAMEA LR F K R (VREs) 8944 (McMahan, 2003) >
MELAE —360mEH R & — Bl - Mt A REL " ZRERGR 8 TiRg
B A FA%E - EATHRTER -
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RIS M R BT IR KR PRI R BRI - &
IREBEEHERTRET I  ARBEERTRENIREFX— " RANEA
RETIEGY A VI > B ARHE SRR B 69 5 8 H 3R 92 R 45 2 R L 2 R BRI R
RBERO TN HEETHE - Bk AFEZ oW > 2505% TERE

TEBRE i T ERFXAARHE | 1T RESR -

0 BEBRRR

— >~ EECE RS IR

EHRETR BLBRA TEBRATHERKE - BHOBMESHET T £ 1950 FK
CHBHY - 2R AP ARFFSABRRBAREI R E R T IRBATEER - E#

BRI RA—ABRAHTRAF O - BAEBRTINBMS T2 20 L2 P A%

B3R EEBRETIENR X 7 Virtual reality © —3E)4PE 5] 1989 S 4 4% VPL

Research /8] &9 & & A Jaron Lanier Af4Z i -

wm&MMmd&w%$%%"ﬂwmmmmmmW"ﬁ%’i&x%
PRETEMAERARBREIAL A EIEMC > ERA-BREERERER
(Virtual world) &% v | (Sutherland, 1965) #3%4 & & #t B I SRR ° 1968
# Ivan Sutherland ¥ #H# i % — AR A 8~ &5 (Head-Mounted Display,
HMD) > EXAFE#REHROME > BILAFTRFEGH S (McLellan, 1996) ©

Micheal Heim 4 1993 % & L Z 1 (BB BTHEHH LE) TEHE TERETIE

g AR H T B (Simulation) ;> " Z 1 (Interaction) |~ AT 8BREF

(Artificially ) ; ~ " %t7% (Immersion) |~ " &3, (Telepresence) |~ 2 & sti% (Full



Body Immersion ) |~ " #93%1%3% (Networked Communication) ; (#&%k% ~ BE ~ 17

i~ BlwgF > 2017)

@< > Burdea ¥ AEAE MO0 T B TIROBH  RAEBRTIRbG = EL
RAEEmEMALR > 235 T 9% (Immersion) |~ " &% (Interaction) |~ #81%&
(Imagination ) ; * i& =8 VR 4564 X444 % I % & #2489 31 (Burdea & Coiffet,
1994) ° 4w EXATE B TR AR BEHAE > ERAEATOS R > EH L —E5%k
F AT 2R 5 0 AR P A BRE - BAOR T R R EE AR
AT £ b B EB BB e AR REELAE T A - REESHHK

FoRGk O ABBANGRE® RLALER TAG AFHFBELBRIR

BT H B, BB AR BRI TR A B BENNER > RER
B BEENE PR ZEATE BARLT MEABRELEBRTMGE
RK-BBERERS LHAR > BEARE 694814 (Burdea & Coiffet,
1994) o "yeiz ,~Tagy TG ZHBERBRE R PERBEM AT R #®
REBBERASIE BT AR L > Burdea 2 — 3% BRERABRBELAATHERE
EABEH (kT ~ BE -~ P~ SlseF > 2017) ©

= EBRETHRMOTR

#& 4 Virtual reality — %3 #9 VPL Research 7~ 8] 49 & & A Jaron Lanier % Ji #t
THRT TG T BB T A TR A A R 3D B > ARBERBR T RAH
TAE - EFAE - EMKE TR (BT~ BF - T - Bl F > 2017) - A
TERBE R —F4% > BEE MR TS RE S E K » Duarte » Rebelo A &
Wogalter #§ € ZEFMmMAEN M - £ —BAN T AL BRARBTIETHEAMLY T
B BRARSHZEREARIERETRATHIE IR AL BHEF LA
HEM o o ERABETS (HMD) ~ B A S A% % (Duarte, Rebelo &
Wogalter, 2010) ° Coates & 3% VR A& & B IAM AT 5 M F R aE LK R E A F 4
ERFT D BT AH N EFHIE (Coates, 1992; Steuer, 1992) Bp B 7 $L47
F oA ERAR T AR T L EEAERAF LR LE - JulE



ey R ERAAER EHAELEHOESE T (Virtual environment ) > 3F 3% 38 J§
BERBITRERA T A S EETHRWRE > mIES AR e E#3R3% (Duarte,
Rebelo& Wogalter, 2010) ° Jacobson #% i JE #t B 3 T & & Rk — £ EREIEHR G 5 &
REBREME AT RAABRETLEEETATOAEIEZS (Jacobson, 1993;
McLellan, 1996) R & &6 % —48 -

PO KRR > BwAREL VR AU Lo SO ERR AR A K SR
Lo ERABEERAMRERTRE R T ES ) B TR RERNMN
éﬁ o

Lol S ARVl

BT XAERBEXHEOERAEIR I XANARE > B R ad| o wiEREHE
Bl FREA AR E#E T (Immersion VR) ~ £ LA E # T35 (Desktop
VR) ~ # %A & # F 3% (Projection VR) ~ Bi#t K B A #t F 3 (Simulator VR)

( McLellan, 1996 ) :

1. #ARE#E 3% (Immersion VR)
RN 6 VR A e TR A 4 — 18 3D M e EE5 % o BB BB B
e A AN ERREEN SRR EERAEMERRAGHY %
Wb o3 R L R RAFEA RIMEBRAR o EFREF M 0 kot BAR
AEETE (HMD) ~ FHEH S S0l E s R ETas) -

2. 2 EREHEEHE (Desktop VR)
SLBA G EBRE R BRAMBELEHBAF - AF RO EBMI R RAAMO®
B ZBRRIEABEBRNOTS  EABRITRETEE > WAERRERE
BLEBOR

3. #EPAEHFIE (Projection VR)
BENVREBLERALEBEBHO T A ZRBL > #1A 3D BB B
4% 5t 2 3D %% > £ A H B 3D REEBWERTIEBIL - A BB &S



M ABARERTIHEOEET  EWEEIRBA —REEBL AR
BREBRER  ERARNERERAE—ETMHAE VREHHHENLT » REL?
—ANEEER -

4. B BAEHEETE (Simulator VR)
s R VR IER SR EHHRIGR IR E S AT 2 FEETRERE LB
A W EEFRE - RITERIIG - B0 BREETNER S5 FERHpA

R TREATRRAEF

McLellan 42 1996 4 VR # PR AR E % fs » 3 T Ll KEAA - {230 & 4}
BRMRILE  VREBHELES CHERAE S AFRNHAREEY - AFELF
M~ FARERIE LR ATHE BRARAME T THGFEE S - AR
Mo hkatE o Bithe TiTEE BEA E# T3 (Mobile VR) | ¢

5. fTHHE BAE# T 3 (Mobile VR)
ATEE ER VR T LA £ EA VR eh2efb > %5 A F4 - FAREMFAT
HERELTHRAMEREZX » BFTERE VR A% o o g LR AR E 63ty
ERATE R BEA AERGRI 7 @ e FE3R MR - BSL R FAE A I R L Ak i b2l
REBHITHEE  RAEBRGBREORA -

FREAI 0 AR IE R —RBIIEARA S THAAD 0 VR M58 © AR E

360 EREFRAEREBE I ARZRAIANEAR  BHFEEF VRIERE S T
B EmE °



ot EBBTRENLR

otz ~TEE TG ZESE RREBERTENSZA-HET o
7% (Immersion) & —fECIEKE » EEMARTD BCHELE  HFEAXE -
B o 3 BRI R S 8503835 2 %) (Witmer & Singer, 1998 ) °

ERERGBART P R TCRBEBBRIUR ~ R - EEARABRRRRE
BHROMES > RBEBTERMA NOERA TG E ZRE > 2RS4
# BHRE e A E & RARF R B (Brown & Cairns, 2004 ) ° Brown £ Cairns (2004) B4
BARIE % (Grounded Theory) AT ILFMRA » L RBE S AREN AR > Hit

ZFHREABE KR %A (Engagement) ~ £4% B 7x (Engrossment) & 742 ILi%

(Total Immersion ) °

% — M E T4 (Engagement) | S > sLBF &2 F AR RAKGTER > ¥
BEEBNRT T EFRERTRET X - SR P EHARNBT LA ETHR
Al > F AR E AL R NAE EF ~ B HHRIE o EIUFRA R LFRAEINL L T
A F AR TR E B E B IR ERE 0 ALK EE AR EGY
1& o Tk A $EAE L ARZ AL 0 R M IR SRS e AR LM 0 R —
BEZAILE ( engaged gamer) BF @ ¥ EE% & £ B B A LR G AR > ok
B SR T —ES AR KR

FFEAHZN (Engagement) FEBRMBE S NG » &2 " 20 Ex
(Engrossment) | M58 o fESbBF A 25 B 49 & # (Game construction) #% %% &%
ANEEWERE | MENFETEBRREBMBE - MmBERFES ALY FOR

~ B AR ERSEAE B c ME AR R B LB E E RREME L
A HBREAESNEET  BERARSHEN > EMEEHHRBEREHKE
Mo EAP LB MEGEL T HREWEEE (emotionally drained) | © st

 MEHARGER S ORCEE M B R 0 BB RO RE
fERAH K AR ILF EF 2R (Total Immersion) FEFL P



BARERSMEEREZ (Total Immersion ) > £ sLFE B I F A € 17 Bifn
TR AEE > BERADERZEL AR - Rk - 28 "B5
(empathy ) ; #2 " £.40 (atmosphere) ; 3 & %2 L% 845 - 15 (empathy)
BEBEHROAAERE T LR EIRALERTHACREHRT « F—
ABR AR RA ENREFRBER > PAFRALHER R ERABEE
3 o T A4 (atmosphere) ; Al & JE % EREMG B % ~ TRBFHABEHR -
BEH e LARBENME THAM  SARERERETNRABE A
H o ARG - FABREMDG  REEIZ20RMAKE (Brown & Cairns,

2004 ) °

Witmer & Singer (1998) RAXE N ZMR EHHF % 4 MHEBEENR
BE -~ BAEA TR G BIRIL R A - B AR ZHEIEFEX > AR H 8 BEIE
(self-movement ) #)E%n (Witmer & Singer, 1998 ) o B b AH} 72 8x 4 % 22 50 i3
FEP2 - AANBAHEBRI BTN FARFZRT A EHT Y
REHRRAOE

i



o ZERITXNEBAHR

— > BAHRASHHRY

/& (Mapping) & — MRS » &HF8 R b - BEIEF 09 AR A
A RAZTEZ—EARNLRE  REE > KRR —BERENES (Blaut,
1991) © AER A — R A Sy ML A > H P A IRITG 2L ATAE B eh4a JE T X
(Steuer, 1992; Skalski, Lange, & Tamborini, 2011) > & Z& ¥ & (Natural mapping )
AlZ—HARENEHLEBE RRTRANTXETNMNERTE 8 RGHEL

E#) % (Skalski, Lange, & Tamborini, 2006 ) °

Roskos-Ewoldsen % A% 2 B AR ¥ JEAE D AT 09384 5 > A T A2 A
(Mental model) #4935 #E (Skalski, Lange, & Tamborini, 2006 ) ° & %5 4 A 17 /£ &
Ay o T OAR R AR FE A S FARIR R b9 — # &L (Johnson-Laird,
1983) © Norman (1986) # <%y AV E R £ AN @kt L o A RAARER 4
#9425 (Norman, 1986) ° vanDijk (1998) 438 A4 B A X —HRE AT AT
G 4k A il B8 W R 09 4% ) (vanDijk, 1998 ) ©

n)*“

sbf% 0 Sb— AR IZ N ER A E T+ ° Tamborini # Skalski (2006 )
BN BEREFSHARHRBRENIND  REHFEFETHRTANSHE
A B F A BAFFE GG AT B SR T Ao fT AL 22 EXAZEAF ~ 2%y (Tamborini
& Skalski, 2006 ) °

Tamborini #1 Bowman (2010) %&£ #1F ¥ 4% 69 8] > AE S RN QG IEMRA
£ARHEHIEF SO LR - DHEBRAGETLBAG > SHERT HAEK
BA B XEVIETHERGE  RTEZILE R S M R T RR
BEEHBEIRAECHY  HACRITEHRERY - R s XA —HAEAHE
BRI H B WERAERMEE LB WK A R4 (AR K ER
TR BEARIRZA) FRFERE c SARARFEAS CHAEAEKY
AR > AT LAB R H IR B8 0 A b B R E B Ao Bl 4RI 00 IEH] B 0 R

WA B E R P #4T— 4 (Tamborini & Bowman, 2010 ) °
10



WEXRRE B ARERT 5 DGR TR BEAATNE R AR ER
AREERTRFOERTAHREL OB ERR - ARBTIRT  RANE
XA CHEAMABREBRENERE - HLRARE A KRB —MBTE
RARBRES "TBERA, F -

fRAREBRTRT  REFREARDETE A EREAMEHEARY

BRATASMAENAL  FATERPREEN CHHE 3 THEER
AERTEAGRAETHAREE > BrHE B4 NERAS Q0 EE - A
DB RERAE AR R EHBAHEE  ERANEREE 2R ARAL R

BEHRAFAR 2EARBRTHAZGTEREBEETERE  BHET@RA
BHRMBRATA FMREATTREFHOSHBEA LZIEER > Bt > A H
BYANHERTREATANORA B R BREEERBEAY T RE > BEY
SHERARMANEBRTR  THREAVEHRTIR 2 LARHETIR  SILBTHK
FHBRES > BATRT ETHRFRA -

=~ B ARHEHLER R

ETHBAERYEFES  BEGHRADWIRA > SREFFBES Y -
BREENOQBBEN  REL S LY THRETRE S CHEAEBTOHEE - 3F
SHANBE  FRAEAEBATHEAAN @ EREZAMCQRET R #lo * S
RERGIIEH] BT A EZWIZ B A YR B AL o LB R A4 B AR A — 18
PR B BERIE R BB E R RGO > R EERRET B2
F ##) A E& R (Tamborini & Bowman, 2010) ° Shafer % A (2014) 432 A3t
FAEBERTOLEAS » BIUZABRER T - €& £ 2 % 09EE35 R ° (Shafer,

Carbonara, & Popova, 2014 ) °

Tamborini & Skalski (2006) R AEEGFRAE $ TWE L > SR REEHR
(social presence ) ~ % Fd E& 35 &k (spatial presence) AR B FREEH R (self-
presence ) ( Tamborini & Skalski, 2006 ) © A& #F 5 £ £ 2 M Y ER3GRR » B
SR RAE G T MERERAE S —EAEMRBRYEIRE
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B o b A& A AL R #2382 35 (Virtual Environment ) 35 8952 ¥ & 5% & 4 69 3R B R
NHBEE > MAATEEEAAGME (Witmer & Singer, 1998) °

ERBEGRMRA A —AEDaEHE & R RMAREN AR R
Flaey T B &AL (Self-location ) | $11E E 45 B B 355 Bk 89 AP IR 4o 81 % Pl Z %) 84
STHREMEEY T T 4289478 (Possible actions ) | %18 @@ & A7 48 %, ( Wirth, Hartmann,
Bocking, Vorderer, Klimmt, Schramm, & Biocca, 2007 ) ° B # &z (Self-location ) °
R HRE G AN R T B 0 ARG R G AR D S IR R ey i1

—18 " & & FAME =M (being there) ; 8B %= (Wirth et al, 2007 ) ° Glenberg
(1997) # % BA T 4E 69478 (Possible actions ) %4 & " B4 4a
(embodied cognition ) | B94EZE (Wirth et al, 2007 ) » ¥ fZFx i 5t % M 6947 8 °T 4E
> w 5] Zahorik & Jenison (1998) FF3 » 3L T 8947 B SLER I Rk R % V148 B 4

(Schubert, Friedmann, & Regenbrecht, 2001 )

B RHEHMES PLER T 2 MEES R ° Fontaine (1992) 23 % BS 35 B 49
EAFeEE (Focus) A48 M (Witmer & Singer, 1998) - M ERIEH] 509 B R ¥R
RE N ME > MR ABR T HIE R B EME RAEREE T ABERAS -
Biocca (1992) 3} > AWK A KA EGH 2 AT ERTATOHAER TR
Bt - Bobf s8R AR ES 0 ¢ R EH2HE SR (Biocca,
1992) ° Skalski ¥ A (2007) & AEFR K ¥ 35 FAALE T B R H AR 6935 5 4
EAF L eiEH B 0 @ F £ B AR B Z 4 a9 EE SR (Skalski, Lange, &
Tamborini, 2011) © M AH iR A6 B REELE 1K @B EEBG R a2
)§’§ o

= ﬁ‘iéﬁ

pi3
2

ho B AT » B fe B AL — BB AF A — IR T AR Ao s H B A R
B BARBREA T R Z RS R E R © Biocca (1997) 34 VR HRILF R
EHARR B AR 0 L T R B %A (sensory engagement) ~ 1E##& A (motor
engagement ) LR B 1F# &% A (sensor motor engagement ) ( Biocca, 1997 ) ° M i&
o)A €58 5P o o) KM A S R B e B 18 (embodiment ) Bk

12



% o BIBF LRI ER R 0 4 T B &AL (Self-location ) | #4238 3% (Wirth et
al, 2007 ) © sboh » BAEE @A B FF A B RGN B ARG S —ERAE > BT
A MRS AR T T TAE694TE) (Possible actions ) ; (Biocca, 1997) ©
AR BRI R X & AR AR Y BEANBOR > A R AR B4 T & A 0l 4% 45 R PP ST sb g
(Wirth et al, 2007) °

Nunez & Blake (2006) AR BFREMEBA R GRBIEL 2 CFH - #IFE
WKL R AR T R R, HEEG RR A ML - AT AP egiR 4R (Nunez,
Blake, 2006 ) ° Horvath & Lombard (2010) £ BEALAMAZE M REREET @ 5
MWILFLER & ER&F (Spatial cues) WIEERAR] > GLRERME RaH E4Fe)
454 5 (Horvath & Lombard, 2010)  Shafer % A (2012) #t 5¢ #73E & & &) &4 2%
B2 %] & % (Sony #) Move ~ #3189 Kinect $14E R # &) Wii) » & REF B HIEH

BeYFELE 0 BRI R S AE AR B9 FAR] 4R 44 B, (Shafer, Carbonara, & Popova, 2011) °

Joit 2| AHT R 60 B % 183 Witmer & Singer (1998) 32 % 43 3 35 64 1%
B~ EAHN T RAEBIBEIRGRA ~ B RO D EHIIEHIBX > AR H B R E1F
(self-movement) &)k 40 548 & HE LR E B % (Witmer & Singer, 1998) © M 4R,
AHIBRHE 5 THhRE P E TR ARGTE > LEARZE R
R G ATIE R M B > B IUFMHR

:

&
m@

R4 R Daggubati (2016) EARFTIE I SAE R E + 4R

#4 &% (Daggubati, 2016 ) ° Schmierbach % A (2012) f& 5 & % ER A %%

M LR

U

)
mE>
N

&
AS

Y 4

RS

B

/

& A
R
o

T

puj2g

He LR o LRGSR SR A 2 2 (Schmierbach, Limperos, &

Woolley, 2012) °

Shafer % A (2014) A it% & & £ B3R ° (Shafer, Carbonara, & Popova,
2014 ) > Brown 2 Cairns (2004) 4324 T 2R AER 5 R KE (Brown
& Cairns, 2004 ) © #8)3%30 » B R ERE LI FnzR & E3NZgAEL
BRI R  E— TR AIRER - Bk APTRERAAN A RHEEEE K
RGO > MR ERER -

o2
B
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ey FEEHR
o

Kennedy (1904) ¥:R:iBE %5 L4 Eeh3E4 B (AdAge, 1999) ° £ & BFah 4
Ko R EAELEMERFTRGETE - [EERMERE » TRYL R ~ TR R
T BAREARBER ) RELRABRAGFR LT o

ERTHW e (AMA) ARET TRABANOTR T RELHTUAT
WREEEAE S RAMIEEA > UIHEAERE T X HEAB S - BRI RR
SPTHAEIEIIER AME RS E B

= ﬁ%éé\)&ﬁ%}:% )‘i%

ZhAREEERE  FEIREATRAEZN AELXFERENHHE -
Lavidge & Steiner (1961 ) # & &M% ReTFHE S RTH RS PHERE LMEY
"#i@s R (Communication effect ) | ¥1EEHNEE R E ey T4 €8 R (Sales

effect) | MEf % (Lavidge & Steiner, 1961 ) °

U EERTEY "HERR ) eRAERG K B IR SLERILE
$8E  MUNSERREFERERDAERABE - m THBHRR ) R TH
HEHABEBELENE  RBELEA NG REH R - RFATHELEDE
D EH EH " EEEAE (Attitude Toward the Ad) )~ Suh% 8 & (Brand
attitude ) ; ¥ "B E EFA (Purchase intention) | £#3F & BALDARE S %
FATH AR BE > Rk A RKABRARREE -

—
N

%A

m
e

E

t

FEE (attitude) ALBBHEFMIPFE 2L REERXAE R SEMG
(Eagly & Chaiken, 1993) * .= —EAH Eh E R T 92 E 542 (Ajzen &

Fishbein, 1980 ) °
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Bauer & Greyser (1968) T &R EREAHREABEREBRIRTETRIR
J& (Bauer & Greyser, 1968 ) © Mackenzie % A (1986) +.38 A4 R4S BEAHE L

THBETAE - AT A A0 BRI E 9488 o (MacKenzie & Lutz, 1986) 4 €] 3%
RoREBERALBUNRENLEZE > BUEAELNERIRERORIE -

ﬂ%ﬂ

Spears & Singh (2004) SR EARFTERE RS LR TR ERN
RE@mEH 0 FHEEELEE@EE (Spears & Singh, 2004 ) ° Mitchell 5 A
(1981) “R A KA~ @4 ARHE - EROEEHNRELEA LR BE
(Mitchell & Olson, 1981; Shimp, 1981; # 3] & FE#x¥ » 2011) * M AT 4T R 4 42 4
B BP B IEmegtE s o $T4F (2010) LAETRPETBREMG K eBE
JRERRE (T4 > 2010)  HLAFFRIEH L TFHRE -

a' BRHBASHEAN TV FERGR  RER  EMARFHRES

T

)
e

2. du hi K&

Mackenzie % A (1986) & & & EXHEEHNE MBS TSI 454
B (MacKenzie & Lutz, 1986) ° Machleit & Wilson (1988) # B & K & R & ¥
SRR Bl HEEOHEE > B E R E (Machleit & Wilson, 1988) ©
Mitchell & Olson (1981) 4 Fishbein &) f& B 323N F > M R ERE L L

\“""

BN SRR AR A A% 0% % (Mitchell & Olson, 1981 ) » 4 & FF L P RLEE
TERELSEERALGERERBENMB (MacKenzie & Lutz, 1986 ) ° B sb A
HB U TFH R

Hlb: BAHERSZN AN e EREGTR - BRER EMA LFH LML
)}: o

3. THRER
REWERER  WAALZEBRENEL  HHEENR0 - BE - BAY
BoemAMANITA HFYHBEERIATILHELRRRTREBRE RS



PR 6 E Sh BRIRFF T RN c R AT R TR MM A 2T T ey TR
B RER R - BT EREN "THE T4 T TR, AE > BAHME
AHFEEEAREHEDNITA -

B 8 F& & 3 A8 B UBL » Ajzen ¥ Fishbein (1975) B F 44 8 ERAA N
EEEBIHALOEIRMG  LEFARE EITAIEE (Ajzen & Fishbein,
1975 ) ° Spears & Singh (2004) 35 HEE R E SRR EE E ER (Spears &

Singh, 2004 ) °

B AT @A 0 FTHRABHBEHHEEM T ABRE S ERWITE > BIL K
RAELEGEE TR " TRER T HUATHARMBK:

c' BEAHRASHEAN T BEESR  BRER  EMAFEFHTRE
B o

Sc‘\'
8

= BRERAEEEHRR

//

R ATH 0 360 R h A —MEH BT A (Shi, 2017) » REERRF Y EHRE
EEHER > s  ERABERBETSOBALY VR AZARTFREIEERF
ETHEEAN VRER > EAATHERBE IR AR EERHEL LT BM
A -

SR A A e XA A 23R (Wijnants, Erum, Quax, & Lamotte, 2015 ) * 3% Ao
M A G RR (Shi, 2017) ° EHkey BT R 2% > R 0AE A LIRR 2
THERE T - Kim FA (2016) RASHMAN RET ABBBEHR ERE
R 0 BE TR P AL ey b e 6930 & (Kim, Son, & Han, 2016; Shi,
2017 ) ° Google #.7& Inside AdWords 4 ¥ 142 360 B /& &% h 4 €4 kkay
Rk 0 3B E F ey SR B G B & (FHARIR C Inside AdWords) ©

?“1\\*

Jung & Han (2014 ) ~ Griffin & A (2017) £ %35 4 VR £ & & 4 =%,
HEZAT 0 ABRGENT AR EN &4 692k (Jung & Han, 2014; Griffin et al,
2017) » Shi (2017) 438 2% 360 B 69 E 5% h Ae#9 @4k XA 1R b hg3n 8 >
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X —HREDER EBEGE#TE H A (Shi, 2017) ° Mo —FFR KRBT O]
SRR A N T A AN 360 BES (bR EN—RELEERER
RAT 36%HIEEEE > AR ABEABIE ZRE SR -

ERFREGEZR > AERRNABAREROEANLZE - RAWE REER
BASE AR AT R oA (Tamborini & Skalski, 2006) » £ A& #% &
HERRTHRTBRANTABERT RV L » R EHOMR - Bib X
B R A T ARR

2 BARHRBRAZNEN LA AR RBRBRY AR AF EFOKREHR -
PAARHEAS AR T A RERG AR H B REEE -
H2b : A A EAD @I ath B AH BB A H e i & & -

2ct BAREBERS ARG G B A EBK A A BIF T HER -
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F=F RREFE

AR Z e Rkt N RHEREAATTA YR RER

T A F 1 P U R EE LY TV Y S LR e
3SR EREEATHRR ©

o AR

H1

ERERFR |, BER

AREBER ) §-p E
MARVR (&) " i S Y
T8 EAVR (F) o i 16 B
£ EAVR (&) H2 TSR

B 1:AREE
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B ARBER

#311: HRMBEHER

CEREE

Bx— BARAUHBARSHEAN eV EEZREBESR RER > EMARH
MRERR -

(a) BARHEMS A @ EERIGR - B EMA BAFH
Fe bR
(b) BARHEMS A @ EERIGR - B EMA BAFH

ohhR AR o

(c) BARHEM SN AR §FEERIGR - BHR O EMA B4
THRER -

B BARAHBRBRZHANTLLA AU BERAOANA EFHREX
2o

(a) BAHEAZGE g8 AR EEMKO @A E4ramd
AR -

(b) B ARG EP L B A EEIKN A5 A 46 g

(c) BAHEARSGEI G A AH BB A5 A B0 &
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=8 Fwm&s
— ~ R

1. Bkt

RARARRIFIT 360 ERETH EBARHRRERERGREBRTIRT » Hng
B BRERE - WMEE - TREBENVELTA LR - R UK ARATHL
AARHEREGZHIRNERTRIRATATINA AL EBRTHR - THEE
AEHTHRAEZ EAERE R -

b BARHERBESOBANERETIREAYL 24 F48H hTc # PC %
B &8 Valve R IT 0 SN X AR AT B 094 & & VIVE » 8 ER
I RS - FHEESERER ST RRATENERTRER (WwE2) &
WG 8 360 A MR > RERET A BIFE LA ERME - A~ B
T E) - SRR AT B H I, 2160x1200 #9#BRAFATE 0 110 KA A 0 RER F e
fek iz R (EARIR C VIVE B 4 ) o

B 2: BARHES ST BREHE-VIVE

Costello (1997) MAUUZE B 0 FAE 5 F L4 S0 lF 8 F AN BALEF KON
n# 7R % (Costello, 1997) ° Thompson £ A (2012) AR E T HERE B %
FARPHRFENZORE T > B ERBAN@R GILER e @s] > A R4
# ti% 2% % (Thompson, Nordin, & Cairns, 2012) ° F& T 8&AR & #t B 35 &0k B4
RARRER  AARKFERHERETHTHEERERTIR > RABREER

20



B AR 6y 2 B AR 8RS B A Bl Ak ey B R KD 0 42 A ASUS TF300 %75 FAR &
B R T —RET AR BN TR BRIFREETRER > 22 ZE
HEETHRIERE LEBEAERNT (W FE3) BERBRARRMERG T
reyER -

et

B 3: BARYERE T - 1Ka5] 8 F 5% —ASUS TF300

2. B R R Bt

AR (B %R (Clash of Clans)) #2555 74 69 360 /R4 T 36
BERCHBELE B (TEAT) RATRMNEY - BRERREREA 15
28 BhRABRATFRELNE —ABBRAERA  2RFEIHRARS L A
BEAABR LA BR L —RERFR  BhFAEERI G HERF
G RAFHEEM TR " Hogrider! * @9 fE o BRI K 360 EREY
RERAF="

I X360 EELEFRTABALNERE R THEEAVEREHEAEL LA
ERTERETERE  SOARESRETARYELERRG ZHRY R
EEEENER -

I sbX 360 ERERH BT 360 ERRH A @i o Bh UAF— ABR
A o UERERR P A > SURMOR R AE
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4:360 BRE4E THEER  IHHELE

% R i & | https://www.youtube.com/watch?v=H-T0kyWSia4&disable_polymer=true

R H R

AARMEBERBREREEUMAHALH S BEEFARF G (FEHR)
FHRBERY B BAZRAFTABF A0 RAE 0 £ 120 A o £ A FEBRIEEITH
BRI > ERRATRAF AL AN ESWARL A ARHELE - ZRE
SR EE - TRERMERMER - SHBROREEBBAT —HFERA -

= s WMok

ARARETRALHE > ATRRUE T ERGBALTRELRAETH > R
TR Se o — £ EAMRIT R LT H 0 B R EBEAT
VR f7# % EA VR ~ £ LA VR L& Al e - ko BCER T RIS e on &
S AR 2R K6 VR A RAA 1 5 12 90kt - AL RGBEMBEAA
F1B 692898 o AR AL A B4y 38 F ey e deik (targeted methods) * F% %% A
BTHEHPERBENRA » QLR EL AL H LR E GIERRE - Rl

22



RER T NERDAEAHAANER > BAESERAZ -

%331 AR HET A

Y% ik 7] HERE Ktk 4
# 22 % 2+ £ R Hh
z 23 % 2+ £ R Hh
) 32 7 A+ # A VR
T 25 % 2+ THRER VR
% 31 % 7+ ITHRER VR
o 25 A £+ FAA VR
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W

T B

Eg ~

m

AHR
BRAT ~ B8RP B = A

B AE R =B E A 0 AR

SR T A MR o T RO

2o E

% 332" B
[ R ¥ B B!
TRBRAT  WrwHk BERFAGAT » BN H ATR A0 3 0 #E3R
Bl &) RRIBIRERTHH TH#
¥ 3% BRBIEM A En EHRBEME -
FEFRNE RATREZBHRAIG (HHEHE) 58k
Fb > b &GER OB FHRNETH > A48
ERRETERAGH  FRELRGATAL TR
S SF B b BB o
EXEHR FRRHA RAFTHREAF X BRFLHAEEE > #ITEH
g A% 5 4 TRE ALY R=4
EATE R ZREHBENS D] AP ETER 0 BE 360 K
RE®R -
B BEBRTREVRZ  FXAFLETHELELME -
TR RERH > THZXRAF AT RE RATH T RN BT

o

B
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FwEh HFTHR
— ~FHIE BREE

HARARE AR ZRATANERTRE, B AHBREAGSIK > Bk
MEFARHEERABRFME  UER @ ZRAFTAMEARYERELAA
FREWMER -  BARHERRZEAABBR YR RBFERBRETRTGEATLEE T
— R BR ARAIFILMAER AR ANBH LEAT LA T AT —HKRE
% © 4% A McGloin ~ Farrar $2 Krcmar (2011) 3 Skalski ~ Tamborini % A (2011)

BE R B A ARH R ER AL > HRY 12HME - AL BIohiz WA
FIREERIEH B E AL SEBURML A B REEOYREIR » T A\AE AIEFE
Rl - RAERH LB ELR  IREFFARE  TRIAFFRE R RAELF
HERHERE - &R F

#3411 BREEELR

a) BAEBEYRHREMRKER

(The game controls seemed natural.)

b) ERHARGERINT A F AT ERERE FHE S R
( The actions used to interact with the game environment were similar to the

actions that would be used to do the same things in the real world.)

o ZEFR FHREAENGT AR KB R

( The game interface was not realistic.* )

d HRITEFNAANITAELR TEAAGEILE MR
(The actions I performed with the controller were closely connected to the

actions happening in the game environment. )

) BRBEBRWIXEVRARLREWER

( The controller itself made the game seem more realistic. )

25



) BEHRBAT R OR A LLRIAR G E

Q) (It was much more difficult to control my character than I expected it to

be.*)

hy ERAZEBRAA > BIETXREETAHRERE

( When T tried to hit the ball, the controls made it seem realistic. )

D R KRR R AT A F R IR A AR T et B -
('The controller allowed me to do everything I needed to, to be successful in

the game.)

B RIAAR

R IR

b

F R

-
@

1> ¥l

AR RFFEARFEBRTEEIRA TR R EHELEREERE
Garretson and Niedrich (2004) &9 f& & 2 % : (like/dislike ) ~

s
i
o

P
gun}
o

(favorable/unfavorable ) ~ ( good/bad ) ~ (positive/negative) £ va#8 o ¥k A & H 4%
tEBER  IRERFEFARAE TAAEFTRRE  BXREFFIEELSERE - X
I

#3342 FEREE .

a) REBEMEELEZHA (Like/dislike)
b) HEFEMEEED A ANE %4 (Favorable/unfavorable )

h
R &
©) A AT EE SR (Good/bad)

d RHRUBEELELAEE LAE®L (Positive/negative )
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2~ Suhf K

FARBFEATFARBEREZRAT R REHBEEELERDE - KRB
Garretson and Niedrich (2004) &) f& & & %  (like/dislike )
(favorable/unfavorable ) ~ ( good/bad ) ~ (positive/negative) % A8 - 3 F £ %45
tEHEER IREFFARRE TRIAFEFRE  FERAEFLLEEE - 2K
2o F

D) BEH AR HHEE a8 F AR (Like/dislike)

b) B THAEER  HHEL ) BEFREREASAEEY

i

( Favorable/unfavorable )

o HNA TIMAEER HHHL ) SEFERBERALFH (Good/bad)

d &Y THEEE HEHL ) SEFREBROP LI LEY

( Positive/negative )

3 THER

AARFEARFERERERAT X TEHEBN T REBERDE - 2
B (ESHE) AR ETROEE > RBFBEEmaR " T#H, S 288
ATAEREETRERY SR > BILAHR LM Zhang (1996) e E TR E & °
(unlikely/likely ) ~ (improbable/probable ) ~ (impossible/possible ) » It #% 2838 2L &
BRAETREBOME  — 2= - KAZABLBEELR  1REAFFARE 7
A AIEFRE  FEIAEFETRERE - 2R TF

#3344 THRERE X

2) RIBATHRETR EEHR L | 2EF% (Unlikely/likely )

b) HBAMEE TR "TEEER | FHEE | 218 F 2% (Improbable/probable )

0 RbEFeETH "HEER D FEHL | 28 F# (Impossible/possible )
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= PR

1~ MBS R E R

AARFEA AR RERERFYEHRTREATA  HEEARGBTE -
A& B2 M ERG R AT P A o B Vorderer (2004) #)ZFIEEHRE R ° RN K
"B #& &4 (Spatial Presence * Self Location > SPSL) | $2 " T4 #9478 (Spatial
Presence : Possible Actions * SPPA) | W18#84 > B EMAEH A\ - KARHRT
SPSL A& 4 F WA A A B A ZHEFIE > R RRAIT R A F — ARBAR
B BAEFEAMER > BB mE » REFRA 48 - HAEZAH LS
FOIRERFEFARE TRAFFRE  EXAL L EREBESR - F&e
TF

& 345" BREGREL

TSGR C a) RESFAKRABTEITE > MARAFE ° (Ihad the feeling

B #& E AL that I was in the middle of the action rather than merely

Spatial Presence: observing. )

Self Location  b) FHZZIFHBA T BEEIE T P o (I felt like I was a part of the
(SPSL) environment in the presentation. )

0 BREFBEORAETRG®T o (Ifelt like I was actually there
in the environment of the presentation. )

d HEFHEHFLAELE K o (I felt like the objects in the
presentation surrounded me. )

o) RREABALGRWETHEBBITHRHZ T o (It was
as though my true location had shifted into the environment in
the presentation. )

) REFREG A LI L — A EF] o (It seemed as

though I actually took part in the action of the presentation. )

28



TSGR T g REGFBRTUBALTFHELGFEEH T o (1 felt like I could

TREBYATE) jump into the action.)

Spatial Presence:h) FHZAXRTURERHR F—#&% > (I had the impression

Possible Actions that I could act in the environment of the presentation. )

(SPPA) ) HRAEKRTUFRALEL R = F o (I had the impression that I

could be active in the environment of the presentation. )

) BRREXRTAEZ R FH = FH£E o (I felt like I could move

around among the objects in the presentation. )

k) ZEFHRERRERT UFoE TG AYS 5 2%  (The

objects in the presentation gave me the feeling that I could do

things with them.)

) HAKRTUMEAERER = PR (I had the impression

that I could reach for the objects in the presentation. )

m) AUFHE@BR LG ZTHERABEN  WERHERAT

R —#% ° (It seemed to me that I could have some effect

on things in the presentation, as I do in real life. )

n) HAFTRAEZE R 5w PR KA FE o (It seemed

to me that I could do whatever I wanted in the environment of

the presentation. )

2~ 244 (Enjoyment )

AARGITABARHERERAFANERTRHERT - #H7d

MR E
S T A 2 R BRI R SL AR B R AT F A o AFF R 4% Oliver & Bartsch (2010) Ff3k3
&) B 5 AR E (Audience responce) & * bty ER 2w @& e M 0 5]

#& Fun ~ Moving ~ Last impression A& Suspense ° £ > Fun @& &y #a 4 > @ %

WE RN AR ELE R (Enjoyment) £ A o KA R LKA L E KRB EHRLER 0 —

£3E HAZAB LB ELR  IRRIFFTARAZ TR AIEF
R - ERWT

29
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% 346 BeRE &

a) HRRFEEMWMB A KA M (It was fun for me to watch this movie. )

b) EEBREREDTEELFEE (I had a good time watching this movie. )

o EMEE R EEEEM (The movie was entertaining. )
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FmE RELERESN

28 TRLREMLANM

ARTRBHFBEALBGREORELBBFE LA > XA 115 BRI & © &
AR T RAT

* 411 2RFEHEAR

B 441A A# 1 7 5]
A VR 39 1

(BZRHES)

TE K ER VR 37 2
(BARHEF)

£ A VR
(B ARHEK) 39 3
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Foh EREESH

ARRHBAT TERHE, A THRER, TR CTEGR, EX TR
EHRE, BACTRMEE ) BAUR T TRER, 2k S RHAEE R
KE B EREESH LT -

* 421 E R

&
=

2R 4 Cronbach’ s «
B ARHE 859
35 B R 876
72 Pl B 357 R, 941
RERE 916
o0 he R 873
T ER 948
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B BHFWE

ARAROBFEBAHABRTESEEZE  BTAERHEDH I KABAL
VR THEERN VR LA VR #RF A A BRATEI St Ly £ 1 >
DHREREMAFEERB Y - AAARMERA ANOVA B B T4 B8 o4 8474
FHE BRHEEER M=523 SD=097: @=.85)° HAMIEKREARE > #4%kA Post
Hoc 89 LSD 7847 % bk (44 % 43.1) » " WMERET R HEREARSE
8 (F(2112)=15.87, p<0.001)> ¥ X ¥ FB3% -

HKERAZNGTFHERTEY | BEARHREZ AN BARVR (M=575;
SD=0.86; N=39) Ba% & B R HRAEE P @i 78 EHVR (M=528;
SD=0.95; N=37, p=.02) > MR B HR#EI&e) 2 LA VRA R (M=4.66; SD=0.76;
N=39, p<0.001) - Bt > ZWARBR 2RI XN ERET > BRYERESHER
BHEES A TEARVR,, - TATHEEAVR, B T2 ERAVR,  FEER

B S

&43.1 D HFARE

P E R 95% 12 %8 & ]
@]) 1R R BRI TR ER
ITHEE R2LEA 626737 19732 002 2385  1.0177
VR VR
AT -.46622% 19732 020 -8572 0753
VR
TEHEE  -.62673° 19732 002 -1.0177 -2358
£ bR AVR
VR AR .1.09295° 19470 .000 -1.4787 -7072
VR
ITEIRE  .46622% 19732 020 0753 8572
FRAA AVR
VR £EA  1.09295° 19470 .000 7072 1.4787
VR

* PRI ER L 005 KERIBE -

33



2 270 >

FWE BREBRE

- EF BRI
AP Hl 8RB R R E SR RE M A HE SRR B EBRE
¥ RRIEEGRERER LT A PN R - BBXRARHERZ A > ¢F
Mo EESR (wE5)-
BREBER FREBR
BABIVR (&) o ERERGR || BER |, Bk R
THEERVR ($) LR
£ ERIVR (1K) T &R

B 5 B&%1ZEHE

3% o it 4% A Hayes (2012)

=)
iﬂg; T, 6

AHE R A Kk (Bootstrapping ) i 47 1B
44 SPSS ATk st i 849 Process ZZHEAE A 6 (wlB 6) F3 T A RHE | (X) ¥
A EAE T ERERG R (ML) A T4, (M2) FR

)3':5 )‘i%J (Y) élj ‘3’/ ]
P o A& d 5000 R EAIBER ~ 95% 15 o AKE o BITHRIT DA ©

M,

M

B 6 : Hayes # % 2242 6

B BREREARGBENE R Lk 441 EERENMBAREEERM
0 R TABRHBRHELEENBEGBR Y » TR

Fas

-

2 0.0446 #] 0.1935
34



(V

7N NS

A 02081 2] 00776 > &40 R T HEBEERAESE - Hb AREXZT > %
PIEEIF R PL4% 44 R B 22 P e R > # Hla A&R3L °

GIRGE R EAR FANUR - E—FBREAELR > REEAEANABEXRGERE

F 441 BERBREBZIRT

effect SE LLCI ULCI t P

Fe] B R

BARHES>ZRESKR> 01040 00367 00446  0.1935
SER DA

BEREHR

BARAHESRLSRERE -0.0652 0.0721  -0.2081 0.0776 -0.9049 0.3675

B SRR ARG AN Rk 442 0 SN I 6 BB OR 1 R E R
#0.0056 2] 0.1007 * A &80 k- BARHBRHLMEENLEBEZ T » 2R
SRR EREA FAER - E—FRBEBRAR  SMEENEEAREHE
f1#5-0. 1526 2] 0. 1755 &2 0 R T AHMR A EAE - BHb > BT -

ol B 357 R L 4R B Rk A T2 P A9 R 0 B H1b AR 3L e

F 442 SRR REEBRERE

effect SE LLCI ULCI t P

Fe] B R

BARHE> ZREGR> 00362 00225 00056  0.1007
14D A

BEREHR

B R JE> s hf R 00114 0.0828 -0.1526 0.1755 0.1382  0.8903
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"% TREBMAKRGBNER K 443 TREBYMHMBEAREEEM
#%-0.0388 %] 0. 0828 » &, AT BRHEHTREREY Y EREZEY 0 TRERY

RIS R R BA P A2k > Bk Hle AR -

* 443 TRERBEBRZEE

effect SE LLCI ULCI t P
Pl B R
BAHESERMESGR> 00132 00298 -0.0388 0.0828
R > T R ER
BHEME
BARHES>T RETR 02948 01351 -0.5624 -0.0271 -2.1822 -0.0271
_ > 1)&% \7}‘)?

EEZR>WE AARBEREARHERECHELEZRAFABNBE
LA AR RGN AR G A R EBIKG A A B EELR (B
7)° AFRAER MANOVA % B F % B 80 # BT T o

BRYEBREZE REME
ARVR (3) . Bk R R
TEHE EAVR (F) 50 b AR L
2 FAVR (1K) T#HRER

B 7 1B%2EHE
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BEREERENI S £F 0 EBAR VRTHEEAN VR>2 LA VR 2

KRiEP| I LI E E R (F(2112=1889 p=156) (ko %k 4.44) > Rk > H2a & &
jLo

F 444 BREBRE EHXRSH

7]

T 7 Fo df F34F F B
3.604 2 1.802 1.889 156

fo MR RE B BN 0 435 ERA VR>4TH ¥ B4 VR>£ EA VR > {2k
EH M LS LR
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