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What is ludification? Implications
from Mediatization and
Communicative Figuration

Lai, Chi-Chuan

ABSTRACT

This article begins with the unclear using of ludification which is
currently similar to the early development of mediatization. By referring
to mediatization, this article provides an alternative way that is more
certain to see ludification. The author firstly explains that ludification
should be understood with none-normative sense and diffusing modality;
then introduces communicative figuration (Hepp & Hasebrick 2018)
approach to research ludification with a case study. In the concluding
section, the author discusses implications for video game studies and
reflects shortness of communicative figuration approach.
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2013/09/09 ZE [ #7555 51l Eric Zimmerman {F 55t FEE 7% 4% Kotaku 2532
Tk (B4 E S ) (Manifesto for a Ludic Century) » il E5E4F 20 42 EE
FAapERET 0 21 HEEAVERC AW AN E R (play) - GilFE—HAVE B & A
REF - ZEFEGEUE  AMIERNREEHEIE - SLET KB RELIAY &
5 - iDL AMIFRE GGG — R BRI EE - A 2R A A #
{E » WAL B e AR TP IR E B MR )7 0% » IR BRI A E AR AR MIBVET %
shel < fifg e 2 #E(Zimmerman 2015, p19-22) - i3 AR SCEERE G 5 [RE—RZttaY
B4 Stein DL 7% 7 (digital divide)yf4EE%E Zimmerman 173 HHY T 3
gezata b RHVE TR BCERKE A B PR EN D - Bk A AvER A
- H AR B EAE 4R (Abe Stein 2013/09/17) » Zimmerman Fy 1% H CAR4S T = (&7
BB ESHVME © B RIsiEaa TR B B - SN EEEE T S 888 DA
B % A 5 45 (Zimmerman 2013/09/12) -

15 e R SR AR AR SR AT i & B T 2252 2015 AR H R The Gameful world —
b o 2016 FFHHE (FBEE TS GO) (181 PG) L4k - (it s=S
) SRR EYEE ¥ Frans Mayra 5| FHZE 6w PG AIVE SR - Mayréd 505 H RIS
TERFESALEE B ERE - i PG REA0E T E T & (ludic society) AT »
PG SR ERE RS ZE i TR R EIRS > R T — B SRt & Sk
2 FEIRAGHIET 5 PG DR #Ef T BRI Y SR L RE AT B 8 (ludic mindset and playful
practices) €7 At 48 2 B G FE R TT B SO L E SRV E R 0 R LR K g b
(ludification of society)fyZELRE(Mayrd 2017) « &5 8EL % 2 $4(2016) 57 PG ¥R
BV EEE R - M R ((FEEZHEEL) (Chauvier, 2016)HYH#ERE 7 RESE
Je UESH AR TR, o o BEAHIREARE  BEEE R R4S (The
Ludic Century) ~ ##Ek 1 € (the Ludic Society) ~ #FEFIF(L ? 5 DA Miyrd (73X FHEE R
17 ludification(A S EE Rz sk b) — LB > - slam( TR eV EHEFEE HAign
BLAVET SR P45 T — (B R &RV E > 2 E sl B SR A T 52 22 Kt & =
{ERVERRY

HE R b(ludification) E{EFENGIEE RS Mayrd HYSCE  FAE 1998 15
B2 Joost Raessen B — A AR (E A ~ X{bEE[E] (personal and cultural
identities) i EE PG SF B R VI SRt 3 2R » BRIk DA R Bt B fr b (e A=
T = EREE] (playful identities) ” 24 » ¢ J. Huizinga ##E% A (Homo Ludens)HY 4
FERE - SRR E s L T X ERY EEY b (ludification of culture, Raessen 2006)

° Raessen {F 2015 FEIHMEEH GHFZFZ(ES - E250 " NBUEHT/IH (@8
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EESEIER R A SR E | (no single  “serious domain”  within human life is exempt
from “ludification” , p21) - EELEEFEREHFEN LT - B AGEIE 2R
s & YA (micro) JE X B R EI S bt & FE A8 BB (macro) B AV o » B2
Zimmerman 48z HEAC R EERG 1L G SRR AR E a3 A ) SRAEREH o
TS L & F— o ehs ~ L enyE R - B CAVEHE 2 A IR - #EE L
FETAE P Ry 7 qnfar kA 7 AEIREE A ? eI oT ? B E A AR R -

SN 48 Bo 5 S A5 ek LAY ER S8 P e 2R BV s 0 — {6 — 20 ay SR 28 - AR
AT B LAY A (G EREE 4 AR, © Zimmerman 5L 40 B = B TERL R B R
FsEvs e 7 HaRE R (Digital technology has given games a new relevance)
Raessen fiff5EAVIZ 00 (32 BE RS R R BB (I RHE AT s 228 A\ Z2[E] » Mayrd f2 (X
Foatam T FHRIEEL PG A2 S & skiL » M=ESRE (T2 EEk) W=
Frrpig e DE IR ERE (L, 2 ATERE ¢ T S S e E AR LRk
EEE N - PTT ~ PG » R EFANF AN ESNE > HIS 3] — Mot g AR B
B o EEGEERR TR LB SV E S » A TS S AT DA B S —
BRI B A T RA(G - WU BB E IR BeEb %R T R i E M bEs A/
WNERR( > i iR R P (R B2 L BRSBTS IV 4 /1 E(mediatization) B Em Bl £y T B
am (LR LAY -

HIMMEAER FRHEE R — B R » 2B © 2013 /AR
ATHVERNETE © " e BRI E R R TR R - Y LA
EFEIERY 720 (Hjarvard 2008, £2f877 2017) ~ DU " H & S LE B EREE
féifE , (Kortz 2009, Hepp 2012, Couldry & Hepp 2017)fifE » 5= RfdE F 7 Bl
2 TR i AL A B A S 5 {472 (Couldry & Hepp 2013, Hepp 2013) = Deacon
& Stanyer(2014)EIZLE] 2002 - %2 2012 52 81% AR/ ELE R ST HATIAY
EATLRE ML 2 B4 T UNEE R  BEMESE M LRSS R 22 e
1158 » 5354/ {EE 3 Andreas Hepp, Stig Hjarvard & Knut Lundby(2015)# &3
PE[OIE - B Em R A M LS B R T A R R 3 R E R AL T
BRI SR Al e Y 2R (FEEE/K, 2018) © F] 1 2018 4F » Andreas Hepp & Uwe
Hasebrink tHih (EREIPE) HEE - HEMENERIEREER P ERZF - U
PELAR G T A R E AR & Y &2 SR E A SR B w1255 (Schrader,
2018 ,p409) -

ASCR LA G 2 Bk AE Y85 B B2 5 P 2 £ %2 Hepp, Hjarvard &
Lundby(2015)FrafamiI %/ {LLLUR, Hepp & Hasebrink(2018)Frai A E -
JRRAE RS M b B A LA A T SRR R (B /) B A g S By 2
w2 HEG R E RERR I > 280 E H ATHIRAE 2 -t # e & (R S By 7



& MEREEE R B A RIRES T H - SE40E FEHISR 7R 14 (domain
specificity, Hepp & Hasebrink 2018, Schrader 2018) » £ ({HiEFE) HEF A
o e BRI L B(Wolf & Wudarski, 2018) o (Kt » [ #E7MBEUERR I E HUK
PRI B R AL ~ Z AT FE 815 R A8 » 13 B0 37 B B 7% (game  studies,
Raessens 2006, Frissen et al. 2015) 2 & It i} 7€ (video game studies,
Egenfeldt-Nielsen, Smith & Pajars 2008, Shaw 2010); 5= %% 5 FAILEIRE » DAL
{EEMEREBI R S b aES s - B e M{EERE Y T, e 2R
AWK -

T ER R 7 YR - AP Em Y R (L ludification BEL{T A 18 H7 Bk (L
(gamification, SA{57=, 2015)2EAN EIAVRA(ERLE: - #2E0L gamification HYATH
TEFEE G IR R T B ) BRA T BRI R B = E - F Fes% SRIAY R
REfERTTZE - SR YR am L R A 2508 SIS B3, 2011) » 1] ludification F5HY
& — T SR Y M 8 (Mdyrd, 2017) o fE 5L SCE2 5 gamification Bl
ludification 82 #57 HEsTEm(Bouga, 2012) » iE & IEZ A FHT » Koorevaar(2012)
b RS & TS B S {E(ludified culture) 1 » gamification AIA[ Ay AT AE © 5L
PRTTOCRRSE » SO HAER T 3Bk, P B & ludification - 2535 2216 1| pi e 5 B L
Al DLSESCE S R & A -

A ~ B CEENEARMERE ? /gL S g

Johan Huizinga (1938)Y (##gk A\ ) Ei Marshall McLuhan(1964)Y ( 5Y s
) 3 R E R A ST EL S M ST Y S HEE R - B WA ZEAV S (E A DARERF Y
D7 T AT RSBV » Huizinga FEEE 18 tHACRHIGS Z2 SN ZEAE 20
LA LGB P EZHHT - McLuhan Bl DA AR o9 1 Fy £ REE 55 ) = (8
RIS E(MEE ~ M&E, 2007) o R OGRHE DUE WA EE HE Y N A T 5
&5 B U SRER B A Em A » PRETEUNI IRV I SR 2R5% & (T fif

McLuhan feg €% ~ F—HYEEIHECE(mechanical culture)g DLEIRIfT Ry AiTHE
By > JERRENRIT TR R S b > AR AP O A A — A e B R A e 577 -
NREST SR EELB AT TSIy ~ BSHIAVRSSHELIE S - ISRl A S fm it 7R
FY IR » 28717 Huizinga SR EIRIIGE 7 A 352 2 IR A » BEEIAIEKE - Huizinga
wo sy DIRIEAEANE _EEs A Is, > FUZ LS - EARF R RS 2R
Fam(EEOHVEFC © BT NUEAVETTEE 17 HCOBATRFERE AR - #
MEE R~ MRS (UL G AR —OF 384 0 18 S AR B Z MG
AYRIEESOAT > PScD i T R ol e S ER Y28 - VDRE ~ U8 A ] JRUAS FH S A
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755t % Huizinga S5V o

AN Huizinga 3% 5 E1RIAT 48 57 (VB TT S M K T 9 Ao AV SO B RFE
(Huizinga, 2013 & 193) - fEEEZEIRIT M #{T » Huizinga % © " B 18 tH42 A
Ko ALHFHVEERARZRENER o @EEEERRG—IF - S RIVSCHEA
PR T 2 E SCHEEM TR R E 2 R RAVEFEL o | (Huizinga, 2013,
H 246) - ¥f Huizinga 5R&% » 18 AL RAVR 2 TR EFH )T UL E T R iE sk
Y 1% — (% HA(Frissen, Lammes, De Lange, De Mul & Raessens, 2015) > JB & I
FE R EE RS ORI B EEBCU L TR - LIS R U EH A
N B AR -

oL R E| 19 HacE s T 2 1% - HEESHAAE Huizinga FY5 22
DUEBEEE R TR REE 28 AR g avE R BRI 2 s
SRS ELE S - BEEE) BN A= BB RN » TR ERBENE W =2
VDR T RIS B T4 19 HECRTEBELISKR - AMIEL I FR L =
WEHIIRER T NB@EHVIE R | (Huizinga, 2013,55 238) - $HVESIFESHZALE -
HAETE RO E R © T 19 tHETK - Bl E R B S (FEF T
TR AR AR S W EAREER - Bl T AL RYERE - AT S B AR
SRR T o AYAIEEE) o | (Huizinga, 2013,F 242) « E312 R Ry B4 REH 7
BVATEEEAT TR ) AVERE » Huizinga ¥R M0V AL ~ BUALTER
Walter Benjamin 248 » FrLUtER @ 19 4SO 9F RIEENEE TR 2R -

#f Huizinga 2GR > JRJ2 135 ATREMIHCC DRGSR AT sk Ay e aR I
EIE A e AR Syttt - F e s i e e Y SO AR et A0 17 -
BIHEENHI 2R I A 20 tHECEE R S (EE/T 2 McLuhan 853 {b(electric
culture)y el o FHEEHE » EHREFETHS T EEAVETUbS > Y AFIFEREEH
Is ~ AN TP EERS N I 5L BT LARE 7S B wh Ay & — T o e 52 =) FE Y
an L {b(oral culture) ~ ERESABIEEE » AU E T T 2K RS 2 LR
JEUkE S P A RIS B A LA ~ Py 5 =RRE S - At eE T
T HVEPE R -

Bt Huizinga 528 S EfE i N 2R 2R AVEERE 2 AE 18 Thac EIRllffr 2 A
HBITRERHAY > TI/E McLuhan f%gHY 20 tHECEETS0(BER 18 g F 2 FHiAY L
i B TR - AR T R - ISR S AR R AT RETEIE © 15
REER  WERUA IR " 228% ) #E " Huizinga HY#EEY , - Huizinga £
EARKEL—E A BT HUAREGREE e 2R 19 g "B, BA
SN RH LS E IR EACIRESY - AHER McLuhan f£5H T BSELEE S
=R - SRR ARIES H TR Z e > R SRS E A -
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B b= E A LIHITTE) ~ SOFE > EROF ABIRERYIE SR .2 » | (McLuhan, 2015,
H 275) > #EEE{E McLuhan S5 g & LN Z0HHEL - BHEE 2 7] PABRSZAE
o iEA U BRI R > B e —TEAR EE R (normative perspective) BRI
HBIRGY A2 5

g AL GRS M BEEE Stig Hjarvard Jit 2004 FEH /M BFTER
SKAVEEREL - B MR AW 2 E E FRIF > [ Habermas(1989)fiH © #E
IME B FER A SISO H AT M b SRRV SR » DR RS BUAE M B
S Em R M A Ry S B BU G E )7 (17, 2014b) - Hjarvard F5REE MLIE
7 BUEE HIER 8 R At 25 R EVESAEZ 210 it aa R E A
EEENFEE > FHE NN ANREBUGE B T2 1] 5 B (Hjarvard,
2004) - [EFHERHYE AR > Huizinga Ffas SCHA#E (5 B Rk 0 2 (i e
3 E 25 VB B S R (AR R M SR U455 » Hjarvard sRAR SR BT BERE RN & —
ek AR (permanent decline) » &5 AL AL EMEE A v gE[EE] Huizinga
O Z Pty 18 e - (HIE WA R 18 e BT AR ED S B 5L - #h)sE
st > ATAETER S LR R 20 tHACE UL S LGB M B A P

» 354 BN & & Huizinga FTfSfBAYAIRE TS -

BB RS SR AL T A R B T ML R A T e
» J7 7k 52(2003) 7K B8 Huizinga ¥ EKHYE % - 30 R & AN A SR BB
(simulacrum) ™ » 3% SRS E MR SN 16 o BE SR 2e P Bl Ay Ze ] - 17 H e B SR
HIAD - B0 DI e A R N B A A 7 AR HAVE ATy | H A
BEA L & - IEMI B EEE R RKE T Huizinga HYHEEL UGS » (EEH
S AR s LB LAVASOIER » S N REAE T AL ) BURGFR (Ery R ARl g ot
17 > 5t Strombick(2008)Z %1 Hjarvard A2 FEU AL LATET SRR 1
12 SEmE AR AN SUER RN REUE " AL AIRTER T T -

T Em AR B AR b 1% - 2l E (B R R A MRS EEE R
EWAR T MRS T RE © BUMERS Frissen et al. (2015) %485 [0 HER
Errki Huhtamo FY755% » 5t 19 HACHF 25T 4R MR EENV IS B R M 2T 2 KAUES
PR EIE—EHIRAY - BEEE 20 S hEEE TR A I EEE - BT
B¢ T Huizinga 575 5 ERELRHR R AT AH 25 (incompatible) Y & 72 » Hit#4% (affordance)
T FE i H BTHVEALEL T RHCAVE E (essentialist qualities) 2 B A HEEL Y (ludic
media technologies) » fEMETaME U RHZ AIAEHE T Huizinga &7 2R /S (E1E Y
(play)F#4: -

F— EEVE ANFE HAVRIE » Hh B R E B = EEE
(DPAEEEHTE e B EERAEE M E AT - ekt ey 8 i Ssfin -~ G2
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Huizinga Freft (VAREREIIL » B0 FIEREEA play on, play with F1 play
through =f&J5={, (Ling, 2015) - (2) FEAEFR _LAVHHBTENE WEB2.0 fitaAYE
U 2R > EEEAE — R LIERE - Q)EEIMERRIFIEEE
AR T =T - APt DU Y 5 B At EERY S - S5 JERRAV R
(pretending) AL {5LE Roger Livingstone(1999)sit 113X LA ZFAMEH 1 FLHYRE
e 2 S (as-if-ness)1YERES >t/ M EAVERER LAY AT RE B — (BT SR AR ST -
BEIFFEINVEE - £=  ERIVEBEGRHEHR) ST N TSR EE

» T RE SV BRIV EEER - [H A T REIERCET ~ SN e i &5

» PEAR (AR PR S R B T] DU S AR S 2 B R e b [ 4 B - 281 48
B MR E TR e IR A0 22 f] R s Bl A2 B BH s A 2 i E AV F 7208
2> N M AT DABE R 8 3t PR FF b & Y [B]BF 4 5 ] 2 A T 5 &8 % K (constant
reachability) - 5571 > KAV AL G2 Stuard Hall(1996)8Y {824 e 58 (preferred
reading)f & —#8% - ASEHEI R SR B HEE2EHEAVER - HE TG
T—EEREHFRIEERA - N BEE AN T RIESRE R R L
YA RO BRI R AR M A+ S A S DAUEAD - S B T DUE iR IE SR R
e PUEZ Bt E s s P SRS -

Frissen et al. (2015)$¥ 8RR AR {E B SIS ENH YRR — e A2 & E—fEf=
WETEVECE o BEZRRREE T Huizinga jREREEUE LR SR EERAY LR - (ERIE
BRI 2= M AR — — et MRS B A A - Foia e BRI e e
FIt AT 2 B o 155 A AR G2 T nT DU I SRS (EAEZR h e 20 B - DU ket B {1
B A G IE AR R SER B TR REL SR T SR B R e R R R (L
BT B ARUIPLE M © Zimmerman 350 BH # 8% 40 B SR HT A e 1B P 2R ey 1]
T Ry4EER T RH(Wikipedia) 25 o U EHYRIERAE ZE » 2AF R EL(chaotic, messy)HY 24t
NHEEATHY > MR EE SR E SRR R T RFERERE —ERE
(literature) - ZZEkHZCATHFHAY{FE Huizinga HECERTVEE - 5350
AEEm R A U R IR AL « T RIACUERE 528 HERRVES > —fE2
A HEYHAYEEEY ;. (Minnema 1998) » £ & {8 FEuy - T2 2 Bk H AV -

o

ia AR\ AE 2R T (R EE, - 2005 A Espen Aarseth B Henry Jenkins
TEG A8 E RS 9T Ry BLSEIs e - Fotam P L FTER [ = 2515k (game) I A
= E e RV AR (as sited in Raessens, 2006, p54) » 7 [F-2 R At
Zimmerman FYHEEEACE SR T AP 25 fE - Him oo o MisaviEE 2 EITE
FrERHE m(Stein, 2013) > gizfth H OB EES A HFEGEEETHINVE I B i
- Chauvier(2016)3 5115 HIZCIEBAT 3 BB B | (1 TERESY | ]
=5 N Rl AR IR - /DER A T Fe e S o] DA E S
NIEFERSEBIE AT AT E 6% > Raessens(2006) LR Frissen et al. (2015):2 8 {l A
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To A Y ER M LR S A R RV R M AE B g B A TR g S
{LEER LRV - (HiEEE T m AR 2 A 88 - HE MBS mtG sz
Deacon & Stanyer(2014)Y& 51 EAYE T 7 (discriminatory power){n]4F » ##EV L
SRR E 225 2 (sensitizing concept, Jensen 2013) AV EE sl & - HEERERE
WPV T N S Bt e A RE S 250 BH » & RIS biE (ERE S S RS th i
9% -

SREAGER o T B RSN 2R ) R T (TR AR R (E PR
ATREEN G EAIVERVIRE - ST T AR S ) ASCEE Chauvier {EEEES
e aE  AEEEDH - mICR FERV SRS R EEUE SR » 2 EHE

AR A » SRS TR 22 H 2N AR (B B &gl P IR B S 3R - &2
B TR RSN 2R I B R > ACCE RIS IEE Raessens(2006)
LLK Frissen et al. (2015)f2 H#z50 bESEER 0 E B MIRE - RIS (Y
EEEMIAESEEER - AEEt RN A E » Bt
EA = w3 e S =1 [ i o B e S | s e WA
SEHIGEEERITFE © TSGR Em A AL Raessens(20060)LL K Frissen et al. (2015)EFf
SR T T RS e B SR AV SR R S8 Fe HoA A S LA T e

2~ RERREIERILE - & T2E B TIERL

RIENEIT & A SR (T s B RS B & S bRV E R T T2
% | (permeate, Shaw 2010, p416)=k | ZE3% | (penetrate, Neitzel & Nohr 2006, as sited
in Frissen et al. 2015, p9)EfkHYFIR » S ML E A 2% | KiEHENT
WA 2 B M Rk Bt & S B(Hjarvard 2013, p2) - F5[EFE AR ER - B15
BRI KRB FEZEME  f58YE /Ky F80E AR IR 52 - BTV AR
Ry TRERR 2 B2EFDM TR ERR SRR T HEEL (diffuse) » $E
AFEH R TR DL FEREE R Ay E 22 E)) - i E A3 A 2
K TAERE ) ZFAE > BNEE (Hjorth & Richardson, 2014) B0 FREfamiTEIEE /T
5 (mobile media gaming)fy S F » HLHEH T #EA0E ([E 7 1RGPS (ambient
play) - A/NEEE T AERE | AEOSARVE[EER] - IAEKA IR 0 R
BT o AR e M RRE - P EEE IR LRL E A -

Hjarvard (E2EfE P M G U BRI > BMAYVIERER 15 R (4 -
FERMEYET 2 5 T FriRa THURTSE B > KA A i #H (media logic)41A]
BRI PRGIEER - EREER A T 2R ) SR AT R

9



e RIS A ATERE - SR & (2 B et & S A EA
AIREME > — b et B S TP e R B BT A fn B D 58 © —Ry*Z %] Huizinga f
AR R 2 -

PSS —®E > Shaw (2010) SEFHIEELC{L(game culture) IR FEE 1 & /E#5 H
TS AR B DU LM AT B ~ Beftrgkinla o oy - s s =&l 7 SbA £
FAFIEE R o > D ET RS {b(video game culture)th D[N 7 2CE 73 bf
FeE R G EANRE » Hoh—(E 2 G g RIS - A2 T A [FE
T~ PR~ MERIEREEERGEN A TRE % > e EBIvg 2 EHE - MRS - T
B E e LB TSR BRI EAE U E P FE A B EIrE (F 3
{EWTE -

$1¥155 — %5 > Huizinga MYFEREERTHAE T BB SEFEER B H A5+
TR AR > H 2 & B A Bk ik SBUE I 2 M/ T =R st gy 2 AR T RE
o Calleja(2015) 3% 2 H T Wi {E 1 BEAF HE HEAS S R B A Bl - &F—(E
e 22 BE AR A Bernard Suits USRS (lusory attitude) ¥ A 20z SR FIHE
BORE IR WA TR OIR 1B g RIS STt SR h
A > B e —AA MR E T IIRE S R AR B A g i A
EERAIATENEINITS » R iE SRS T E AT RFRNIEE 4 - 28
R R R R E I EEE Y - R R BB RN 4 BRI R s AR Y
Mg A RE > 985 (frontier) ~ SFMN SR IR BT RIS L > BT A B A A
EIEEEMNRIA (B2 E B SR S A a4 R Er) h— L e xR 2 5
IN—RIETZ I A > 1E18 2 [ OB R RSB R AERE s Fr AR sk 1 &
PR B TEIHE R B 2 2 > Calleja R ALEY T2 (immersion) i3 {7 21t
rrry 7720 0 i HER B & (incorporation) HY A2 -

Bt R R - (A T2 ) EERRE o L g U bR B T
B R R AT IS K BT A ISR A B W i P 2 Y e P - PR R fARAS B 17—
TIERE | BUEAE o By T R B A SR SRR - ISR R R T =AY
PEAEATHAZ M R LAY TENE /1 B (mobile media gaming) B2 FFHAZI R i - R
N HEEYEEE Larissa Hjorth & Ingrid Richardson(2014)&&s 1 TEIFEHVEE M e H
BREE I IE S (ambient play)AJHES: - BRGE(ambience) 2 HIJN I A & B 43 1S WA {1
PEREZEMEYAG R » Hjorth & Richardson {5 TS [E FHRRLE Ry 1 H BiERE AR V(R BT
» WFZEIREE N AERYRH B & G (social-somatic) S BRIV ZE TR F2(p74) » PR
% (intimacy) B4 L7 (co-presence) VI BE A L TEN IR R /M R R —TE T HERL
[y RE(modalities) - S EARETRIFANYEH 5 M4 E1E)RE (locality and movement) » 1
BRI B P R R M (playfulness) t 50 BA 788 52 5241 g 1HI Y 2 IER BT
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(playfulness informs the lusory turn in culture more broadly) » #af]JE5E7 Hjorth &
Richardson HR 1 /Y %% &% (& = B 2 #0 M4: FE A3 #2 =X (location-aware mobile
applications) ~ &3 [ 11+E£49%% (online social networking) 11 THfj#7 /5% (mobile gaming)
HLEESEHY - B ERERHIE AR ~ & ~ A E B B R S E)
(p18) - iEFEHE NG T TENEL P I B Y R LA S e il TRDERI PG THY T 2
B 0 BT —E T EREE ) AU -

[ FI37 8% LAUET 3 > Frissen et al. (2015)AYHHER 1L 1464% (affordance) 17 Sh kg i
BRI RS E 2 1% SRR LRI R 2 B 052 FEE2E Paul Ricoeur HYRY
#0[A] (narrative identities) s #E— 5] sm FIAI4ERS ~ BT HRERI R NE{E
TR B RBAZ D - 7 A s M (playful identity) - S2BESE
Koorevaar(2012)3 5 & o] 251641 L(gamification) FE B THY S B H R Al 1T 2 14%
HITLEm 1L - A EAE T e | SR RSt g S R LA B A A T
B85 U - Frissen et al. (2015)&EZE(EHII R EAR S A e H—tE & EHRER
R T A 0 P& (computer, Cermak-Sassenrath 2015)ak/BEEL H L (World of
Warcraft, Aupers 2015) %> T E 12 S &V ERERH AV S 2 2 ARE R ETE
HEE AR G SRR LIS R T e B YR © B AHES > Hjorth &
Richardson FYRHZE (ST sL ELFE A AV E HAZZAERE(P70) -

B EHIZEFIFFE B Deacon & Stanyer(2014){F/5E SEME /M LHH 3w 2 B T HULE
B DR MEEE% Hepp, Hjarvard & Lundby(2015) 3 4[5 555 148
11 510 (media-centric) B 4 1 B8 §## (media-centered) Y & 7= 5 - Deacon &
Stanyer(2014)E 5S¢ fit e i am B0 1 & @R am IS A B2 - E MBS ICR
T EERERR R AR AR T ERVE R R s B A BN
S At SR EE R R ETRE I ER EZW AT E » I BB
B~ N B B R R LR AYARSS 575 © Hepp, Hjarvard & Lundby(2015)[H]
FEE At AT BRI 1 A I o 1 B A R AR A A 1 U O S » B i ) — T R
T I ERARAE A ~ (RS ~ 1 E BB R RAIIATTRUS - M/ RS SHY & —E
BT S AR E R Y & ) RIS AR AR - — 5 2 a8 (B AR AV R 2
(Hepp, Hjarvard & Lundby 2015, Livingstone 2010) - {E&i7AH, > Frissen et al. (2015)
ZAE R HYEC A TTAE R R LA SR E R R AP TR IR 820 % AT 4%
FrALAYFETE » 1T Hjorth & Richardson(2014)$t ¥ T8I/ M IR TETom » A
R FEMBEAERL A 8 AR E 2 P A g T ) M ER 2=
R FE A AR LB RIS - 2RI (K Frissen et al. (2015)Z/FH
HIEEERITTE - FUR B IS LAYET o - IS TS/ P RA S B U LAY 2 A
4HETEm o Frissen et al. (2015)Z/EHi4ERifse/ VAR T 278 ) KRGS -
i Hjorth & Richardson(2014)AV5T5m 75 RHY " HEHGE | MEEES0IEEYLEL
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ORERERY TR > (RN E BRESEE/ M RE - AL &% AL o D HUEHIFE T -

BB M BES B B2 YK (2018) - R R M b E LR 3 I Ay
W& T EERcIAZ Hepp, Hjarvard & Lundby(2015)E1 Deacon & Stanyer(2014,
2015)Hy¥am PR AY R A 35 2 - Horf Hepp & Hasebrink(2018) ki B85 Fram iy
{H$E I 7€ (communicative figurations) LEE4iEF Hjorth & Richardson(2014)f &
TrERZE Y TI2ER | BRI - R EE A LAV E 2 TES A
R E 2 AT 2258 Hepp & Hasebrink & (U7 BRI DL (15 B gAY
RV -

EFEHEA B (deep mediatization)fE Hepp & Hasebrink 5 [/ MERE EfE & T.E
HIRTE - PSS M b AL B2 il 28 YRR B SIS - R M EAT I AR — 5
SRR P KR T 5 2 AT (b (digitalization)IHHH » R BB 7P 2K
HUE B R FE R R R ROEHY - #EFR & o) R 8 S SR e 4 i B &K
BIGHER A G H o FEE M E BB BRI I R FEZ I At & 4Hisk

"IEAESEEE | (YREA] > Hepp & Hasebrink 21 | 71 {E{EEE IS ] REAVERE J7 ) -
I $EE R b (differentiation) ~ #4514 (connectivity) ~ #EZE R ££ (omnipresence) ~ -
R EIHTEIZ2(rapid pace of innovation)FTEfH(datafication) » H A7 M AYFEEE 1
(omnipresence)fl Hjorth & Richardson A7 (ubiquitous) R a2 f] 1
HIERSLAHE SH{L - Hepp & Hasebrink 5t a8 {15720 B /P BRIV EES - B0 %
HH KBRS HERTE » S B TENE R & B B HR » 12
{E37HAIE/Z Hjorth & Richardson WHZEATENSL/ M HFENAY S » HZ Hjorth &
Richardson 212 {ElfFR (& {FHR i (a given)KBHFE » 1l Hepp & Hasebrink HI/E %t
b7 HE R I R B R A Ry B, -

A BT R (LT 73 AR A B O A S
(B VRS DL T OB ) SRS LS R A T
Hepp & Hasebrink i SHRITMHIL i T B AE SOFFE S B SO A
SR TSI LIRS T 5 » ISR HIT (R micro)
257 B B 8 (macro B TR AT IEEL (L » 14 D8l (meso) & H] A KCERIITSS - i
BB e oL

B - BRLRME ? BB ElERIT AR

THRE BRI KIU A T —RALEK - B/ KEE I ALY
12 R BT e S e A B LR AE VT SIS (E LAY B AL - SRR E
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(communicative figurations, Hepp & Hasebrink 2018)iZ 20 M & T E k2 T AR HHE
TEKEBREALK Z 2812 - BUBRIMREALKYZE 2 -

fE%E (figuration) A& Norbert Elias (1978) fE{E AL EAHE H EEILE
RS ERTEE T EERTT e B AR P E R TR PIE
(RGOS - MTTEIE S EB D BEEE 2GS TR - FTLUPEY Elias
ARG S — {1 P LA e 11 & <RI A B AR FE AR S5 5Y T B - Hepp & Hasebrink
(B EREEAKE SR - B T B, &5 > LRGSR LUESTT
BB EREE R T R ERES MERTATR T T2 AR E R A 5 i
BEAARE > FTEVE SHIET 20 2 B RE R M E R T RAT ~ ER AT AGLE T ey
o (communicative)f/5E > H BT TEN & BB R E EAT SR RS -

EHEIP E - EEBRITE - By TIBE R M EAEA F L & IR R
Hepp & Hasebrink Jo/E/E £ I 18 Fgi(social domain)HIREE: > FILARTE H 405
FHEMA BRI ZE RS - ElEReERTAVIRERNTEER > flux
FE ~ [FIREES ~ 11 - BGRERE - R EMFERRE TIRAEERY
R > B R AR IR A S A - BBt S E M R P e
HEI ELECA FIRFHAR SRR I AR I 2 DUt G B RGHE s -

EREI ER V] A EH HE(meso)E T~ » #77(the media){F 12 ([l i/
#efS(media essenble) » f5IEFF E & EIBA A TEIE BRI TIVEL M 4EFT > _EF
2 BE#l(macro) g Ryt /1R (media environment) - BIfTRTA ASHYEL T - T
I 22 FB (micro) g 2 K /1B H (media repertoire) » Kyl Al 17 8h 7 11 11 & SH (4
FrEEEE) BRIV o BB 1Y T AR AL T ST R RS A B
#y7(EE R, Hepp & Hasebrink 2017) e

B e Baein = 0a = E M - 55— #E B{TE) % E % (constellation of
actors) » FEHVETTEIEH GBI - AH AR EFTP AT - B —(E{E B P E R4S
TR © 50 (B BRAIGEAE R (frames of relevance) » TRHVETRS [EHIE € 2B HE
BV E RN BEERAE T EAEEP ENEE B EHEEE
(communicative practices) > F5HYZ LA & EECHAVEELRE - —HEREP
TE P (R T A A R Gl B ST -

Hepp & Hasebrink 37 F 27 7 M LR & BT 75 o EH 2R 28z - 7 2A
75 A E AR I E 0N = EAH A R e 1 SR > LRI R ERR P E T
AR > AL AT LURE RS TR MR AY 72 R R (B S il S A B ) 15 B A B 3
ARICRTAE R T EBOER R L B R RS M EIE AL P R S i 5 T
i o Bl =Y LAY EH#EE > 1] LIGE Raessens(2006) A fz Frissen et
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al. Q015)FTatEmAV S LB B EIREESEERY > ENEHFTEER K - 1EAR
SR UNERIETERARE - IR E R IEL R AR - WA R E R - B
s f#E2 Hans-Georg Gadamer(1990){f ( HHIHLJF7A) thiEMBEEAGER T EAM /E
anHIFA TR > B Gadamer ZRERIFEEL KRR RIEZE " EEREC A ) > A(EHE
B {Emir A BB EG  BEMEms B A AR > S Fan#E2E
¥ FREANEILFA » EEE MU TS SR BE SN2 8L Eiir{F i
AR o DUSERRA IR N D > |hue s & TG & AT I A&t
s NMEBITPHAMRE > S0 AN BEIRi@E M T B E R IEZ e TS
fEEERETRBEINESR - EERERSENEREHE -

e - WE b —ERE LR A RERIea Y - N iSRS B b it
S ERENSTE SN bRl i - g (oY S (FEATTNISZN -3 5 wlE) sy e
- B35 B RE RS EEE B A 248 M At &R ERR
FEgmAR VRS - AR BRERHP DS TR - B OUE Sy I bR SR ]
DR IE BRI ey = (B M5 20 E EHUE T A i L G IR 5 215
o NXHGRHEBEEIRROIEE - B ERRT e R bR -

i ~ EHETEm - Pokémon #EEREEFER{ L1 &

—~ Ll Pokémon iR LAVREE T

182 ET 0] &5(J< 5L Pocket Monster, &7 Pokémon) & H A 90 A 1% B g B2
b bt E MR — < £ Anne Allison(2006)HY EAEEMFE T » & H AL
RENFHENE FARUBFEE GameBoy Kuflh T AR &MY S EITE M - FIHSE
HE SRR - HAZE RS b e 2k EdE R > FiE 2 Pokémon
RN R HEmE R E B - EHEE - REEAEREEELELSE N #EAR
TR E R E SR LG - &840 20 /5 » HA TR A BELE T 4 B E
NEERS - TTEHAERS S R 14 K R K (BT HE - 4X(EHEE Google HE THAIA
=] Niantic Lab > & {EH % H T EA T8 R F NI B 5 E 5L Pokémon GO(1%
% PG)1& [ R ENLL (= IRA0 2016) - £ BNV T > :ERK Pokémon S YHEH
5 [EHER R EN - EERAER HEIE SR ERmE > FEt/ AT
HA A AR B HER B - iSRS 2KE > DL Pokémon FiEmiiFEL{L
HE R AREE A S S SN TP E R E R S T ER BFE
AU RIS AT ~ T ~ MR A EAt EE Do i = B BB g iE TR
B G AREN - FTLAEF Shaw (2010) " ES LS E DM IR EITE 7F
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SAEWTFE S BYESR - AT PAREHT A T R E b e an it 40— RS L 22 /K =R -

=~ AR RS

FHIY Pokémon AV BRI IERY - HIEREREE e T RSN FEl
e EIE AR EXZH S | At (cohort, 457578 2016)HYREEIILAEREA - cohort /&)
H AN COERHEA #45 - FEHY AT [F)— BRI &8 R FAE A [l AR ap SRy —BE A > 1]
12016 4 AE2~E25E 105 BATEAY [ —EEE2 4= it /& —{ cohorte cohort Eil generation
FEHSCE R EWORA » R SCHENRREET S & T, (E 2RI
$HEE] generation » FEIY AFHELTEIHALY 20 S/ HVIFRE] - ZAIMASIE cohort
ENEE R AL A 2 e I T AP ) o Y AR - e RS EE R an =
TEMER ~ T - 48 BB —REA > BE/EEI2Z E cohort HEHLATLIHYES
BREE T SR i i SR o A 2R -

55 Pokémon FE miYES - FEA] LI 7 H R {E A > Pokémon Z5—{HAX
PR ROE R PCH Ay 90 FACRIHNL " Rl , 55 12 BBl KRR E i
(BT » BUEAE GameBoy & mmdd e dn b \OHENI T EIFBES HiIis - &
{E5e o A H AR @& 42 20-30 5% » Pokémon 55t AHrx (&% PC2)
F5 2016 £F PG JBALI& " A #2l , FIEF ]2 EbUE mybra - FEEEEARYE
i 5 40 2 50 pRHYFEEE - B HEM BT R UL - R ERTZRAY T o
YA 3 BURTAHRAE -

S5 (2016)357 tHX(cohort) iE [EME &A1 & F AL G Tt i~ A RHRAE
HARIIE G 77 R DURZIM s 28 AT Ry » TEZ AN HA B AV S 4SRRI — 1%
ZEIEEE 5 AR SE S HERE LR ENITRER - LS L ER
& Hepp & Hasebrink & 2501 988 > T1R(E FRAIZEHIERERHBE - 2R
AT BN IR AW E (@ 22 {EE » IE40 Christine Lohmeier &
Rieke Bohling(2018)zIHLEIZ E S HR & 73 ST E S ZEVE » N E S (E
S B e M (scalability) - —{E AT LARBEIDE » —(E%EA8 1 & th o] IR /ET
JE 0 BRI B RS B P B 2L 2 LB R BH I 5 Fefn] » AR
FRERATRE 5 R P A Y A GRIA BB IEEM Bt e - PCL B PC2 43 HIfRFEM
@€ > M PC1 fii_k PC2 RIfCFREERS IR &5 AR BB ia am - T
FEF M R  ASGRAEE b E BRI BN RAGEEE R - B E R e = (848
Rt PC1 B PC2 DLK, PCI+PC2 » T i) amiE (e 22 451 Frfa s iy sk
e -
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=~ WOt
I A LS — ARBALE T 2 e LU AR -

HEE PCl EEAREERIR - RIF AT LR DSl
B 2017 FERRBAGS I & BT ABEEE BIIA B M PR E 8> = Twitch
B~ YouTube 527 A 3 IRA LI B ~ BHHFE - BHIE a2 S E0E {FBaany
BT -

IRV AER - G AT PCl It VA R FIREE i PG » 2
ZAAG LI BRI " 15 HE A2 BYRIERZRE - 2016 4 9 FF
» BV A M(EIBZ PCL VBt %)iESt PG BIBGERIEEGIMT ABTHY - MifE Rz b
56 PG WATA RV IHRE RS A ST A 7 & B TARIAHY app Ml
> PR PR TR A 44T PG » {HE] T ARLYE 2017 £ - PG HYHEEIA
BHHEEREE®R - MMTURER Mk T - JAAE 2018 i AA 1#HY
FAEIMERT NECKE - HE 2016 FHRAZH—HEE 2SI BT, PG
IS [SFANYHY 3DS #Eigk (RREEE A% KI5/ H5e) LAk » ERATRAR
EEETSUEAIRA - EE2ARFS AR ThuEsEsiinE 7 —a 3DS £ - &
M — AR AR - WEE - E2AULAR ML "es, 7o

(e IE b s B AR - HIHE - EE ¥ (casual-hardcore) Y — 53724 PC1 Ed
PC2 HYELR 53 Bt A& Y EE - 45M g RS |

TETSEERENA
BERIETTRESTUERNA

EE

|-
L

E— : B SRS TE A EEE

[ — P RIBT R G/ N ER PCL > KREIAFR PC2 > EERI(ERIFV A AREE
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PSS R > BRERRRBEE - WERTRERRGEBE T ERE - A
SR ot B B NEE M AT REREN LIE A S (0 F 2 A D
gk 0 B FIASAA PR ST - SN R TRERA & A S Sk £ 2 3
NS EEE SR PN

{i& Roger Caillois(1958)5%E tHAYHAN 2R - 5w/ PC1 BUE PC2 HYE
FEDr R AL # I H T35 Bt (ludus) VAR ST > PC1 BV E S Er % H AR IARE 2L G 4F
Video Game Championships B FEHG 2 Bl BRGUAFEEAE - (HIR R ET i) 2B
ARFREEER - AT EEARFIESS DT - TSR A SNl et i ~ B

AR EE A PIRGEE « B MR R B AP 2 AT REHYEC SRS
» FESR T DUR AR ~ e PR T U BB < R A BRAREE
2017 FEEBHFGE A A= ETAREIREAFEER © I PC2 WEEIRRAZEER
LERPE A s H e S S EGE R L R (R AT e R ERE
EHVE ] ZE G 4R | Facebook 11E[50/E Line BEAHENENZE —HHVER »
B E R BB R IR R R ERE - SRR A Gl T B
114 EREER RIS E B IR B T Bl oy YR E o By D e — s
LUK G R BHR 4 (< H B R UR: - PC2 B D528 A — (R g2 LA
TR EEL 5% nT DU EAERRISY b > BAE PG HY Facebook 1+ E4EEFIHr RS
HH IR AR R A B ISR - 281 ERFE R IR (RS A (£ B e e i AR
gs i EL > JEFEREEN A (EAG HY— ([ B SR S5 TRAA T BEAE ARG R ] P B EE AE RV IR,

i PC1 202 PC2 HUESE B R th AV AR AT bt (paidia) HEE » PC1 I RZ
S—itthr 3DS B a2 s HI AN AT B BT SR  AM Re Sl Il B A P
AR YIRS - (L g S [ PAVRE S E C S EAYR(L - FE
—HEHTAY LA BB A - N R KB EE — BB el S S A e » il
HBLUh IR R PR LECERY " B ) kMR mskn it > Hog—
LR ERBIE A TSR R TIU R R L ) B EEAGHYIR
HIA > R IURIRERS IR - MAE PC2 AVESEETRH - Bk M B R s
BE T ES EEEG R AU M B RIZ TKERGAM T T 6
3 HYR(E > EA R AR BUERRAY A S - BUA R zEkie =i HER AV
REE TS > DU E e P b S SR B A ] 2 -

FEI b ACHE E BT 5O T T e A8 B - FRAPT AT DAREEEH DU A
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F-F 2R PCl E_H IR PC2
HEITH ST HEITH ST
EREER | Bibr(ludus) fEt(paidia) | FHibr(ludus) =T (paidia)
MHEEMEREZE | R E SRk e i b IR SR A
Bl AR ERER ~ Twitch 0L ~ Facebook 1] - Line #f&H
st YouTube 525 ~ PGL ~ B[P | YouTube 484152 ~ TiEE
FI4guESE - Nintendo Switch %5 | =X ~ {E{EAIER - FHAE
PR ESE R DIRE S
ERvarsERE ~ | EOZS R | Facebook £ | Facebook ft:
Twitch )% ~ | ¥5 ~ Nintendo s Line #¥£4H s Line £f
N YouTube £ Switch =5 YouTube #4894 | 4H~ {ERE(EE
FITRIE T bt sy BH T | W T
EE RIS = EREE | HREE R
SRS =3

R B SEEHVRREEETE

Bt sS RS R E BB E A BIHY - ifi 2 PCL Al PC2 HYETH
ZATHEAEDIORAIIES  (EERERR 2018 ££ 11 F frE Y Nintendo Switch
HEEk (FHEEE I2> Let' s Go FZRE/(Af) (&1 Let' s Gol) LA K A=z E A
[58 77 PR ohelS ] LU i -

2018 ££ 9 FHY PG HytLEE HUEENGE R 1% - HRsh a1 h e TR LR 7 AMIURT Ik
By THERE I ) o B ERe e € E ISR AER LS BB - 5B IRAE
G SR T HYRER 3 - BE1& Pokémon YES YouTube 35iE L3 17— 25 IR
EEEAPRY THZE, R 0 R RS, PG AYLERETE 18 Switch FriEEk
Let' s Go! AR LAETHER RS - A AHSCHAS YIS EAHPLET Al 2T FE AR
'Let' s Go! Eif& @ IE S (AL ET Al GRS AE Let s GolBZ PG HYFER T HD
ESEEEMR E LA MG BRI E 8 4R - Let' s Go!HUIEEAT S EHL T 1996 4 (ff

I A (LK) SCBRIFZE > BESIER(E B&S S 7 PG AUREEKIfTE 7= ~ E &

B i [ EA T n] 2 R RS © Tt B AR RO A HEER R R B IEAE 4R PG HY
R o ASEERERT) T ? feFRAVEZAKE > Lt s Go! Erifg — H &Lt
HNIZE B BB EER - 556 7 AE B pis RS T (I TE L E Al 2 Y
H)EE) > BBt A Switch DR, Let' s Golf )/ VEETREHFERUS » FALK BAES
feftia TG I A ZOR TR, o BB EIEEE Switch UK
Let' s Go!#y PG Bt {5/ V& -
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-~ wRbeER  EE bt g —REEE et S

B IREIEIN AR A T PCL B PC2 WEECRALEFYEREIDE - 1
R HVEZEE K PCL B PC2 {DIFHREEA PR » taesi M A FIHYAL /KR
AE—FRFE7KH > WA &8 2 R I REMOK B R E — ~ S RAVADK > T2
—ERIFEITR o BESS IR —(EGS S RAVERRS - B tstai i T Mayra(2017) 85k PG
TEAHE AR SRR TRAZ R S Rt e A
A RDER T N - 1T A [ERY A BVt 23R AP EHVIRRE

EEERH TR RARGSEAVHEE - 18%F&F McLuhan a5 b HHy
FREEAL » LUK Michel Maffesoli (1996)Frilis £3 > Bsa/F#6 ~ ME((2013)
FEH AR ENHY B (mob-ility & ATt s@ Y AL AL - DUEHRIE e SRR (2 kb
AIEESR - WP ERRVE S bt g EaE T —(E(E A{b(individualization) {F FH A
J&(Kortz, 2009) ° Ulrich Beck(1994)a g (i A ALY = {8 & T ELRE(— ) A 22 M5 B
e ERRVRE S - PIADE A% R HIHEERA (R - DIE BB R A 405 ~ 17
g~ S BENESMS > HARE CEBEETAREGERIE IR A4S

()R EEGHE E HEAME ~ (BELUIRER - (A B HEE T SR
Bt EHIEER S - Beck FEMNIL > Mt EHIE A ACER DI SR L
4 2 oy T ERVEE S RO NS EFRBEETR - BRI - 17 R VRS B A T/ »
EFE SO Lo F D& 7 N & D B RIIR I - AR Rsa Syt &l oy I =

PLERIPRMEER IR B e B B R AT B RGSEE D K T RERIAY
HETTERT TEFZ IR AR MR 2 BRI 2 A s B - (55
AR AR T BARS SA AR (B © A ] DASS A R S8 1 AR Y[R A B > #EI 5%
JE A A BTN AEHe- 55t bo ok B -4 P Be 5 (540 A G L R R Rl e AR AR

e ~ O&ERE © R EMEREMER—(EER

Hjarvard(2018)l 73487 M LEL M (mediation) Y72 S IRF R - s B (AL
EEEREBIVERR  Fooh IR A SR B R A SRR (R DA RGRUE I R R
AHELZ NS M EFEHRA F S bt & Skt i R - 3750 L(ludification)
FI#EI5% (b (gamification) s Z = (El& Al > H AT gamification ELAEFFTE > F5HY
AT I R ECESE SO TZ & - AL IR = B
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7 REE © T ludification (9 (BIFETE TS ST L h - 0
gamification Fy{o] A]fE(Koorevaar 2012) » V2t & S L IRELIEAYEE B, » SE &5
B EFTER T R aE RS LAEEE -

AR % B (ludification) i HE A (E AR A T » KRB ISR A b fir Ry [ 2
T b— RIS AR B B B - MBS i ST B RN BB R T R Bt & S LAY A
o W H I B E H S IR — W] gE Ay A R 0 IR R B RAL Y B
Zimmerman(2015) ~ Mayra(2017) ~ Raessen(2006)5Y, Frissen et al. (2015)2& N #E5%
b AT BE 2 B R IS - A SCHE R R B AR BE ST b F S il 5 B P i 2
{roeg&imil - B AIMA R S U Y= 78 Blimap

EWE SIS - ASCEREITHIE ~ BT VRCRER » 2t —&
EALEE P R T A FH D S BB B s i T2 B G S b BB 77 T DA
L PA R 7N BT A R D e an g  TEE BRI FTAY R AL -

(—)wdakam - (eI TE)E (acton) YA RERE AR - Hgtela ARLA ~ AF9)
AEL R ERGME > TR [ Gadamer(1990) B &4l (Bl UfiRE - BEHLlE fr—
ST F i S NG A T I By 2380 AERITPH AR > S3Hy At
BEIRFEMTE - B BB EGR TR MR SER Y K E % B AR~ AR
MG KRG -

()EESRTE Rolian « BESieid e " AARE b RVE e LR - B ERERE
WA AE » H il i A L e 155 TR AL BT S SR be e a1 ] 52 A SR K
SRt St > 28T AR Lo TR AR LA Al + L USRI T R A PR R s,
AR LA R R ISR Ry — (R0 2 75 T e R BT

(=) YA BT 2 PR R ER Y 52 B T S (Ve e i {1 A 38 B
WEE R ANMES bR R S b 2 B s B g R B RE
FABIR o > R i P R A Sy A R Y S B S R RN G B O & B P
&~ MHE e -

(PU) SERZBNTFE : AV (LR b A S + 32
R A o A A TR (DL B T A SR e S S R A B
B AR SIS KIS | ATBARETITE B B LR
0 -

(T1) B R BT i R R R R A S RV st AR s
TS B DUE VB — A S 5T S BB R T BB AR A S &
HiE -
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() WHFE B BRI RS ol A AR A E —(E 5o i i RE G 1 H
A —HHESR BN B AR B AN & AR B Y S HH 8 A Be R &Ebapia
FRAVPR > TR A BA SR S I Fe a2 - RIFS B e iR ie sy A lEhstie
GRS -

o SHEHERE P e E B > AR RN S © 5B —  (REgEs
Lo(media centric) YRR AR Z #RIF R - FHHSASCRE OB DuEmAI 2> — 2
J& b BEREATAE S T D HUE > ASCH RS TR RS P BB A S & e T A e
T AR - EHOARRAYBIFEARESR - A0n] [E]RG S B R FETR A M 2 2 S A T
BRI S - AU R — (T DL BRI - 55— (ERERIP E=K
ST AL TAREAY R MR IR > A SO 15 S8 TR B A S B ZE B s
R R H AR - AR n LR mAY 2 BER G E R e A
HERA TP BRA L 2 8 Bt BT E 5 T A AR 72 AT LAS SRR
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Ji7Kk5(2003) o (f T HEEL B FROVEHT RS A E SO IR U S (3
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EFA2016) - (Pokémon Go 4EAHEEREIRT A T EHHE) - THiR [EK
ITIS & 2016 &£ 7 H

SRS ZE(2015).  (EREERBNEEEAL: AT IR IERE AR VIR o (HrEETE
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Homo Ludens. A Study of the Play Element in Cilture

(5 FE30(2007) - ( Web 2.0> 8 BEEAI% /0 2 Yo (HTRIEZRIZE )92:183-192

JEBEH(2011) o (FEFAE(J. Huizinga)fy " #EE% A, (Homo Ludens) A\ Sl 5 K H:
3 E FEER) - BN ZERIFERNEAEE R 5w - 10

ELH(20140) - (ERSE T ? T BT ME ) BESAENT ) 0 CErRIERISE
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