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H dito A& MMORPG(Massively Multiplayer Online
Role-Playing Game)?] AlY EdolojEs AUz
AEQE0Y JAAHE F2FEn 2133 AFAA
o9 M7HA EZE FuEAd AAA, #RFH, H7HH
AL A AT FAY Zldkstd, o] AZLA] BEE
gdefet Edolold AY FAE Y BAES
AT, #AA dede A5F4S F9
FAE AFEAAALL MMORPG Z3lojolg] AYol
Hg SAE FAd Zd@ddn detwd. oz
AFAAE 2850 AY g HGASL A
EdolES 4FHeg 3T F e AY A
A Fo Jlol=al & AT £ Aol

Keywords:

MMORPGs, AF8| A AAA o8, 4524, AL

ok

IDC(International Data  Corporation)=  AlY 4t 9
o2 2004 656.3UFE FejdlA 2008 29
gelg F71g Aoz a3, olH¥, HZ
SHJNAL L e-2x 28 olFog By ged
AR g AFste AL Aulzrst ofd 3§t
FA4 de AddezA ZA@pgan dog. 9
FAME 53], @A 2EJAAYL AFAAN FA3]
A48 A= F=2<2 Massively Multiplayer Online
Role-Playing Game (MMORPG) AlY S o]0l &3}
AY ATEYO AR5 FAAE gAAR
Ak, ol FE AHHLE MMORPG AH|2 A|F
HA7E 14009 A97jE FRHHE Aezk: & F
2t  (http://www.mmorpgchart.com). MMORPGE
Adel AEARI Edoloj7t AYE Eelol ste
& #3739 ol FHAoA ¥ BT
FTEHAH 0T dZAH o thE e FHolE &
BAFox olHe Fdo] AVt fA H7| "&E
(1], AY Edolo7t AYE A&sA 2 4%

AY AMulx AFAR™E 4 FYo] ol
A& #9948 & F UA o =, AY
A&HRog AAddtes FAHAE ¥ Ad &

o] 5% £F AY Aul& ATPAE AEHH
g 92 F£ YA He Aoltt. AW, BE
MMORPG7} FAE %2 AY ZdoloE %o
HE53td AY AFANA AHFee o
wets, B dFe EFe HIFstes d=4
23285 Skl
AL A A A wAe FdYgS Dot
ol gt A AA o] ALFTAHAEN "AE JFE
FAst] AFEY AY AEE Qg AHEE
AAsHE RAolt},

ERAT R A7EY
MMORPGs

MMORPGE  7Hd  F3tollA B FdolojEo]
zZzre] AYEE s MR B3sALE stE
22l EF8Y AYoltt [2]. MMOGCHART.com®ll
wad ol e AY E FAN A A
Aol A A5 Al et AYY dAEE
World of Warcraft (http://www.worldofwarcraft.com),
Lineage (http://lineage.com), RuneScape
(http://www.runescape.com) 5 °| St}

MMORPG7} 752 FHALRE AAAL Y&
g A AY ARAdA AlTH Jde A4z
AYEL "¢ dIFd E4& 7P AT,
MMORPG®] #F=Z< £3 w32 EE Aol
TEoE M o o] EFE FolA Lz
Adel HlEiA F=ed AL viE A IZ=(Guildy
Ax ol de=v AY WHdAdAMY AFUHE
‘FW(Clanyoletiz Bt [1]. 4= 4254
AsdEL AYUY M A @A BREE
THeAY A7 es @A AYE Edol =
gt [2, 3. & MMORPGOA o9} Z&
AsdEe &5& Zeshyl dstd A= A"
Aul 2y 4= dAlA (Guild Instant Messenger) & 2
AE8 At [4].
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MMORPG Zdloloj7t F7hsta e FAYx
Batan, o AlY Edolojgel 28l A
A7HE FAstD FAEZE HAA HeEX] g
AT g F53ch Ayt diiEe JE&dTE
Agledel o] £HE ZEAC A4S 59, Yee
515 diel, A, AddHd, AY e FFEl
Ae Fdolstes B9 FHAA BAU UG
T4t

Ko [6]% oA 79l Sdgt w38 28 F
AAA G, Aol digk wEghe] wm o] E
G o] & JdAEd Bla] AN AY

1
FRss Azl Bos A% AZsg Ene

42} Lo et al. [7]o] W W, AtAANA 1FE
A UAAY AR FHQA Byre b Al A S
2l Agdel B AE awgda st
Serensen [8]% ol #e AdHE AAFY AE7H
AY s T 3t Adol ALS HE FAEA
"Hepat st

= o9t #e AFEol AY  Edololy
Aelgdel EAoy % TS AHAYiE &
AAEE EA Aol MMORPG A Folla AlFsh:
ol =& AHFsr] 3 AZFE AA s
Agslx @k gk, 2 dAToAae A9
EyolojEo] Aol FTAHAEE ZHHA He= ol
sl AlslAdelatEel ASWHE ARRSiA
Al el ®aa; g,

ApsA A o8

2181 H A A (Social Identity)> AlEEo] th& ALgt
Z& AEE Hristy  onAE At
JZoqA e AEHoE AAFA et
Ao Al Z4glty, Adams and Hogg [9]% A3 A
AAAZ-E Mool HEA Atg] Fdd 2&HUAT:
Abde] Hde A& w/a HAE T AR
e QA ouigttta Foatgivh. AbslE FAA
o] & (Social Identity Theory)oll utZH Abg F et
TAYEE #alo]l A&d FHuo FaHA A
w84l JhAo]  AFo] zalel Algld AEE
Agsts]l dzek po, 11 ol gL A A
AAXL- QA (Cognitive), A (Affective), 37}
(Evaluative)®] 3712 el #ZF do{12]. UAAA
bl R A e AT FAddol A7) Aol FHdEe
IRtiA Hekm Ux|3te FEo] Atia AAEH=
ol [121. #AA A AAGL Aaldg zAlol
&gt A FYA st she] RHFE AR
Azve A HE  #E ougitt [13).
 7HEvaluative) A< Fejd H7HA ARS| A
At do g8 24459 4l digk F7hot
Aol A E wasle vlEogA AEHE AS
ojujgte} [12].

Tajfel and Tumer [14] & s
#ALE  AMrtAe dE&HE dAY 9o

gAdda . AUA dAE AER
(Self-categorization) ¥} ojt} o] TAAE et
a&do)] Ar] ANE U(ydn sy Bos
“El(Weyets FRIoEHN, I AE A
FolA] Aol EAS FAdel A%E dUYe ¢A
g ol 2 AAFL AR F A9
AgET g2 JdY Agss nuase doste
vl (Social Comparison)?] FHA TAER
Ho]E}. Ellemers et al. [I5]2 HEM|HE 4245
Aao Az oA olFo =il Huto] 9w
Foste HAolgta FoFow, woE AT
Tajfel [10]] wad, - AHA GAA A7]E 7
Advlae J{do] FAHUd et A 343

ze  Radez  AjabAe  ovlata
F a9,
olAg wAE  AEAAY %Y (Social

Identification)?] @ Aloltl. o] @Al AE AWA
GA FHA GAA AAZ Ha u]p Fojg
AE FaiM A AHH FAGE QAR
[10]. Mael and Ashforth [16]= A}S|AAM TP
Ui Atgholth £ ) gl ofp dojrth 9
dAIHE Qo] 7] AAE aFY YE2FTA
WA og wolEoli= @Al &9tk Moot et al.
(1712 ol #& AL Atslstel & AAojgt=
g FHAG

AbslgtE AlQdol Awe] ddo]l sof, Al
P54 AAMAES Aol 2&"H G A
3&7sd AR AL 2T HdedA
agol FYxs  JiHdE ¥ FIE
&3t Fujste HAE EFFTE [18]. Maltas
[19]1 Alslsle 54 AHE A 43 uolA A2H,
A oMo 43 aE, & AHEHY 9nE
FAHd7te dde AHE BT XEsr] wiol
AR Az 2g o]F (Symbolic Interaction Theory)S
ZalA olsld 4 Ui FASUch FEAgol&
(Interaction Theory)dl A& Al ¥ Aozge
Feto A e &Axe) Ao digt A4& Fld
MZE Qug FRsta Az 9] QAR E 9
AREe Fd A9 YFEL& LoldAl vm
sk QoksiA TEAd, Jdd] Fak AAL
2 Alsl FAAR HAF AE A uiE F
Abslstel HAE AP F o A9 A
AA4E dAsta BEsHA ot

A8E ZAR] ed 2 AYRAY FAE

A 245 #Ag Ade Bz FAEZ RE
AlzZgn, Bde FAcEE AL AvArt sk
2L 4ol EX BA=o AENS Fatdd] HAA
FASAY wgEtE AL uisiy [20], 2A=9
AEH FA P F&d QojA AN 842
ZFHEE A A} [21]. Gommans et al. [22]E e-F A EE
Aol FZrolAdel BAD FARY FFH<l
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Fdoz At wEgA, eFAHEE HAS
F4xe 4" sdeln B dAFdAY AY
A EE Gommans et al. [22]9] #E uwiel AlY
Zdoloj7t A9 A AYEl AE 2 AH
F+A8 Hdtd 2 AYd dig ALKHY dFE
Hale Aoz FodH
Hsu and Lu [23]15 €& AHFVEs 249 4=
ZAd  FFAY 9dFe T FHHAY
dwtdgoz 2l AfFYUHE FFd BAHAE
7FR AlgEo] Jig olFo 28Rl oA FA4H
AFUEE 2vldn [24], MMORPGIIAE FE9
FAALE 71 ZEololEo] JEE o]Fo] FH
T Tl oFoAE Aurt L8 AwUHY
‘3% 831 9loh [25]
e-AfTHE Y dig 29 AFEL AE Y AHA o]
AHgAtel EYEE 27}*171 e g3
A Attt [26, 27]. Churchill et al. [28] 3 Kollock
[29] & oA AFZHQ <d¥dolrE AFsE
AL 2HYU FAE 0o F3F/LE BoldA st
FRAA717] & 94 943 Qv
Willams [30] ¥ ZE= A2 (Guild Life)s Z7|4A
Zdololg Aloldle  AlEAH MEYA  (Social
Network)”t A 5o} A3 A F (Social Interaction)”}
Z7kstAl Eda F339d. uiebd, MMORPG
ZeolojEo] AEAANT, A= ARY, A= dAA
oF e kg ey °1EM\ oj2E AlEHOoEH
AEQENe] F5FE7 FokstA 2 Aoig. Eg,
o9} ZE UdelHo|2E o} A=FFE 6}04
ZdolojEL ASlgEn dAEgs %}‘4 & ol A
AA A, %}’M, F7H  ALE A G0l & E7)
A zg Aol
AzoAe] AxH A AALLE Edolol7t A7)
AAlo] Zzo] R doo dAdE FEol
A QAASE Aot fFom AT
#RH A A AL, ool A AAo] £
=g YA &9 sy 2HFFAEHs 44E
ZHAA He A& u)gt. opAge R, H[rhH

A AANE B=QPE9  AAledl "zt st
ZH419) 7HAE BHsls JIEoRAN AAHE AL

o] u] ghct.

Ashforth and Mael [31] & 73 A13 3 AAZE 71
AgddMes AME HAdd 42534 @ Jdd=
Aol o] ¥ ANANA Hu TS L‘”Vﬂ
doka sk oo tfEo], Moon et al [17] &
B2 $4% ol A" A ’\}54’51 AL
E20 4= 44 Zldedes A& F9334
Andoz, A=Y /e T3 PAH4d 4
Agld A4S 7k AY EHoldELS
MMORPG®] tiat & AlY FAHAEE 7HA3 A&
HRolth, B  dAFdME ol TE FAFH
43 2 40]2 (Symbolic Interaction Theory)¥} A}s] 3
A4 o] & (Social Identity Theory),

e-3 *E(e-loyalty)on 7igkete] el AfrYE <
AY FAxgde] BAZ Lolnr| Hd&o oo
e 7%:1% ARt

il dEQEDY §EIEL A AHHolAg
Z4Y0] ¥8+5 A=A A I A
Fordle

7412 AEQERS #4238 e e 22
ESYo] 875 d=d o #¥Y 4IFAY
wolF )

7413 dzsaiel ¥EIES g Qglmjo]x9
EEYo] #£7F HE fior FHAH GGl
Fol@ it

FH-1: DEoAY  AF A A Y] FETF

Ao de 5=} ol

}H2-2: HEO)AY Y A FH Y] &
Aol Hg g2} Fopdat

7}H2-3. HEOJAJ] HIY AIFFAY] s
Aol d# $5E} Foldt

oje} T A3 ALolEH ARZA HAA o]
Z1ukg =oet JHHE ZAZE Figure 19 ZTE
ATEYE +33A

3
o

[lllo

A
o

A=A A48

A%
NEEE P

/ 4,
237

Eing W PY rz2

\ ad
Bty
ALE A A4

Figure 1 - 4759

MMORPGoI|
g s

ATEYE

B dAF3EFEL MMORPG Ee%}OME‘ e
A3AEE, A= Yol AbslE AFAA, Adel
g FAEe JIBAES Fetslal, IE 53k
AQY AFAA A £HL 3 sroj=gkd
AFL I Ao|th o] BP9 AF HAMd dag
A58 3371 45t MMORPG Zdolo&Eg
oz HExALES AAEA

AEZRALY ESRAANEE FAQFE ngoz
Appendix AolA B nlel o] 5709 sjde] dish
18719 SAAZ GAHAY.

"r" ‘
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ARZAE 20073 19 ~ 4¥0) AXFgoeH,

4
AFA e ey oxelsd Fa wRsdda,
AMEA Fde F OAHAE $Ho BEFEsAY
SAZA HgstA] g2 dHolHE AT F
947§2] H]o]E]E PLS(Partial Least Squares) %22
ol &3t BARME A5t

AFEH
AsEM

AP BEELS F 9439 MMORPG Edo]oig
MEZAL Adz gdAo] 2%, HAol 13%=
TAEHO th o]E9 HFHHL 254 0], o] 59|
AFdEet FFHoz AYL ZTdolsts AT
oF 21417k o]t}

A4 % #5344 £4

Adrgol YWHAAA  (Intemal  Consistency) s
o1st7] Y3t FAAF X (Composite Reliability)2}
7 #AbFZ g (Average Variance Extracted)S 7 oF
A Table 13 #oo, FAAFE 7o FaA#A
W gERAEEgk] AT A= Table 29
#rh. Table 15 Table 298] @5o] 2jvlshe wh (1)
A=dEte Fed4E, 2) 2= dg AXA
AE AN, 3) ZEo gt AAH A AAA, @)
deo wig B7rH A A A4, (5) MMORPGO
gt 24T of o}

Table2 38 #A R BARNFZg S

(U] 2 (&) @ 3)

(1) (0.891)
(2) 049  (0.853)
(3) 0506 0661  (0.963)

4 0536 0610 0610 (0.917)

Table 1 — AW FAANEE @ JFEAZE
TN = ¥4 E (AVE)

(1) 0.939 0.793

) 0.842 0.727

(3) 0.928 0.812

4) 0.940 0.840

(5) 0.928 0.763

Apryglol  ElgrAlS ZAFE}Z] 98F9 Factor
Loading #t& ZAl8le] Appendix Aol HE3Fo
Appendix A2 Factor LoadingS X W EET Fto] 6.8
Hnoy & gg 27 "o ME £do] gt
g 4 Ak

thEr 0.5, Table 19 278 HY, 74429 ol
R 098 T o FHEAFEgho] B 0.7R
Eodth o9} T2 AnEs B AFqA AAG
ApEYPo] vl ¥ W dAEE A Y&
ouisty olg Fs ¥ HAEZ ASE & F
At

AFS ghol e
@2 hde ¢ 5 Aok
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5 0.501] 0.329 0.409 0.489 (0.873)
A4AF

2 APdAE FRPINE ol AT 2y
Me AEst. a7 A7ngdl A4ny

AdE Figure 23 Zoh

=AM AAAY

ol A
ArE R A

MMORPG)]
d# FHE

#H7H3
A+#) R A4

2.
Note: * p<0.1 ** p<0.01 R=0.267

Figure2- 7Y B25dY

o] AR wad, F 649 JMEF FEHEEY
AAH AR HAY  (HI-D, F3FAEEG 7AAH
AL RAS (HI-2), BE2A8=9 B7HE AL A4
(H1-3), #AA AEFAEH Ad F4= H3-),
F7HE ARG AL FAE HE-DY 5719
gEo]  fFeog  Aom  Yepgen, AR H
AR AAA T AY FAE H2)E FSHA e
Ao 8 et

Conclusion

H dFE= MMORPG Edoloje] A=@dFa A
Ao #A g dFREE AAG, oE
AZzstgch.  Fge LaiAYge AYHA
AA Rl A Adoldr] st AR & g9
Zgolo] FHE T YUdd ARE dta A&,
ol Y8ME doudeded Azzges 9%
QElHol 20l ASAELE FAANVE o U
E27F A4 a48 & £ .

2 Ao AZEA =3, MMORPG
ZgojolEL FH&FHA A Ho|2E oL
A=QE7re]  A3EREE Fild AR Hold

B AL E HAA H9 olg T8ty
Agel  dg FA=Z AssA "HH F



Zdolol gL AYolM ANYslFE HsHEE AT
A= AANS, 4= gy, 4= dAA Fo tggd
AEIHOlAE o]&3te] HA=YEFAY AYEFEE
Z71A Hxz o] #EL EZgolold AFAAA
o AdFS FA €t HI-l, H12, HI-3).
At A Ado]l gyd Fdoloje Jhde w24
AR A, AAA, P AFAALE B A7HA
gEode B WA PFFFHS UAAH
AlglAAId o sl AY  EHoloe A
Aalo] Areol IRIZA ATl YAt FEo|
Ak QA ol T ALY AL €
EastA gohH2-1yE Roldeu fodA &
Aoz ¥z FHA FFFHS LFF
A AP oz Adte] Egojo] Al AAle]
A=g FY9A 39 HFFASE A4S A7)
2o g AAle] g IRZT PolEY
Aol AzbE oS FAEA gohH2-2y e LR
frolst Aoz WA AWUA F5AFL FHy
Al Aoz it A=gE9 Al digh
H7HE 24 JHAE Basts 71Eos AZEH
Ha1, £ HHE @7 ded A ALE g%
2484 ddE3yE RAoeg f9% AHAoew
wE At oA, AY ARdgAdAME R
"GdgHo] 2 WA AFAAY FHES EHF 1
tgo] #AH A AL e stoiof ot

o] 23 FWolA B A9 9o A A AAA
o822 289 AY Fopd HEAHA ARE
zHAHNAE AAEAYE Holvh =g, 83
ZHoAa B Ao oo AY MRSl AY
A @AM Hngd £ e Jho=ElE
A &atdche Holdh

FFo= o 22 HolHE £ B4
243 AEzRALY ARE Hasm, A H o2
oj’ BHEo] Zgolojg Azu{F AEHE
FAA7 X dd BAME A=goH, Ad
Mg FAAHQ s vy dAo Ego] He
ZAZol7l H Aoy diHr).
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Appendix A. & A X
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