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1990. T#ECrE A] % HEKRED - BRI KGR, FEERAL.)
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ARl AN Y i/ B

H EAA

¥— 5 | Games

=L &M, LW HWIEST — LR ORBE R THVwO—D 7, ZD
a2 EDOXIITRZ DIz 2o0TIE, ESRLNZRBECDL W,
FEPHEFE—-RTIE, LIELENVN—FIT 4 T4 v F Y vaRkfy
(Wittgenstein 1958) 12 & 2 BLEEROIRIFEN ZEEES 1oV TOFERPL, v Y= -
B4 37 (Caillois 2001) OEE#RLT EBLIELIFBRENS (273L, FA4 Y
i, J7VARBLLIZ [F—o] BIRL BT BIREBEE PN TVE
W) Fle, FFEOETAT — AHROIRTIX, 74 T4 - Frvvizm) v 7 -
Y=< —=< (Salen and Zimmerman 2004) A = A)X— 22—V [N—=T7 1) 7
] (Juul 2005) DEBIBIHENE Z L0834 hoTET, LML, TIHLT:
Ham i, —EREOLE T ITFEF O, BRONRRLW UL ICZNEILEVDIDH D |
[ =2 &3] 2oV TWERITTARREEFRTVD EFRFVEV, 7.
ZFLZELF— L EWHIHERIE, MEOBHESLLHEZ 20 Z20—2 D TH
5ERDZHBDHE W,

s [7F—5] LZ20PAD L DR REHT 2R LD L W) EROF T,
V=R T—=NERHOZEZIFZUOHE L THA TEREH SN D5, HEICHE
MEN2BEEIZZ, Zl1o@E), HaRECHBEENRLNS,
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Tl F—LOB#HEINDIRLLER
(Stenros 2017% b & IZEEHERR)

FE vz

Rules

i

F—hOWMKRERLELTD
[v—a], UL [v—v]
ALY — A ThdLT B
bHdD

FEYZICHATVWSERRE

Avedon and Sutton-Smith (1971); Lévi-Strauss
(1962/1966); Nachmanovitch (1990); Suits (1978);
Riezler (1941); Malaby (2007); Ellington et al. (1982);
Parlett (1999); Hunicke, LeBlanc, and Zubek (2004)

Purpose and

RS NDARENHL, £
NWEEKT 272D OWGED

Kelley (1988)

Busction 2y bPELTZDZDHD
Artifact or HEDH L IRATYTH S | Crookall et al. (1987); Deterding (2013); Mortensen
Activity LHRZ5H0 (2009); Stahl (1983); Suits (1978)

Separate yet HHEMRA L EES ATV | Abt (1970); Malaby (2007); Goffman (1961);
Connected DR E N0 Deterding (2013)
The Roleot HRELL LT, 7v41¥
— LW FEEZME L T 5 | Aarseth (2007); Bjork and Juul (2012)
the Player ok
(Un) . Caillois (1958/2001); Huizinga (1938/1955); Frasca
= SR IT DU =
productive Gl ERitiEonTOER (2007); Avedon and Sutton-Smith (1971)

Competition
and Conflict

gL rE b0 TH
LERETL

Dempsey et al. (2002); Costikyan (2002); Salen and
Zimmerman (2004); Ellington et al. (1982); Klabbers
(2006)

g":'ﬁ and AW ERTRAFESY |

5 DTHB L L

Conditions

Flo, TOVORALERTHRIIHNZET BRI TEL, F—o#L&o [BER

M| 0 [BLEME | ZEFAVELTRBELTWVWELEWIHT, 2—VvoEH (K1)
BLIFLIEZRaNG, ZOERTIE, MGEEETHS [{ L] . v—w
ILHEIEEORHMEEL DD LI UR— FF— L EOERN LEHZE D TRV

R
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NOT GAMES

NAN—=TF2ANT7 142237

el ABRPEE
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& BORDERLINE . AHESEE
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b
J BR-20F+27L R EHD %
o ARBOATTILERNASBEhTLS O—IL7TLAEd5—~4 .
' AL—LHER \

A
L}

'
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1
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! 1
1

]
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‘\ :
Y SR BRLHTE '
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A I
LY If
. FRE=Y=F Yol
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i . AFLAt—DBALL
HREE DY DS — b v, ANEAGERDOAL
s, ATLAP-OBHEL L _ N
"'-.._‘ ‘," :‘:/'71403747)7_&\\
B e BEIF D kDR

ABRICHT 2{fiERELL
AFLAP—0BALL
. . ABRADIEDNEL
F1 HHRAT—-LETIL

(2—JL 2016, 61)

vz, 2= vOETFNVE, HL ETHLOMEICL > TN LED
e [HHEBTF -0 ORTVvAEA 7ERALLIcdOTHSZ, [F'—21] OH
WimL L TOMER, BENEEMERTHEESNTZLIOTH H 5, Oxford
English Dictionary % &£ % i, % & “sports” % “play” %t & & O [# TREFHH O 108
ELTHBY, 2—VvoF D [HEW] ofifIZss X 2 19ttiiURoEEER-
TWbLEEZR D, PHHEFETIE, sport DFEDH D5, FAHIITILHLED game OFE
BIEWEZHDH 2 (E2),
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&2 Oxford English Dictionary ICR 2 AR =Y &X' —LBESDEE
(BAT &% 1984 K UBAIER 2009% & & (ZEE D MERR)

SPORT GAME

T ; : [EEav
77 vEE Uk S, MRS 5, EET . . -
s I— 1 E DB, : 4
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BR AR EsEs, LI .
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5 4] LR 2.8
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F7:. HERFOERII playBE2IE W [HZT] ZFEELTH, gameE&IC
HWHORBFELLWVERBLNADL N, BRI »Z 2B TELE [Hy
Bu. HARBIWE. HEVEEbEL L] & [Aes] LHHLTET (
JI12000), ZOBERRBRM L HAFTERB TR LRV, [ —4] BZBHKRITHIE
T oEERIT. A LLETHEELTINREFELRDE A I,

CER

Caillois, Roger. (1958) 2001. Man, Play and Games. Chicago, IL: University of Illinois Press. (%
437, av=, 1990. DECEAM] ZHEKE - HiRgRaR, R, )

Juul, Jesper. 2005. Half-Real: Video Games between Real Rules and Fictional Worlds. Cambridge,
MA: MIT Press. (— W, £ = A%—, 2016, [N=7 V) 7 NV—REOIWIEZDOL T
A5 — b)) BAMEER, =2 —F—LXF—F—,)

Salen, Katie, and Eric Zimmerman. 2004. Rules of Play: Game Design Fundamentals, Cambridge,
MA: MIT Press. (}vy, 5474/ 2) w7 V===, 2019. V=X - %7 -
TvA L IARFGIR, =2 =0 —Aa Xt —X—.)

Stenros, Jaakko. 2017. “The Game Definition Game: A Review.” Games and Culture 12 (6):
499-520.

Wittgenstein, Ludwig. 1958. 7he Blue and Brown Books: Preliminary Studies for the “Philosophical
Investigations”, ed. Rush Rhees. Oxford: Basil Blackwell. (7 4 F 7"y 2 &4 >, 1975,
[Vt by azg w6 HFOAR - ZR0OAK] KFRILR - BUFFEIER. KRBT )

A, 1984, [AR—y OftEsl] MAF L] FEFHE=M, 120-25. KEME)S.

FREARE. 2009, ERAR—Y < vy 7OHAE L RE] FPREHRE.

HINE—. 2000, TE+Ed 0] HBECKEHIRE.

Y v IY—2)V | Magic Circle

F—LEBATOEEEILELS, F—2BEORE Y RBEEHIRILL TS
HHECPREZRLRIMATH S, bLdbLiZany - x4 Y4 (Huizinga
1955) DEZ ot rA T4« Frvvixz) v s« I<—<vp [v—w
X« F 7« v 4] (Salen and Zimmerman 2004) O CEHERS E L CHES
JIeZ LT, F—LRICBIBZEBNEIBM ST E L TUEZ o7, LL[AKICE
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N, (=Y 29— V] BE2HOMERBRELT:DDELTHETLZLEEZ DD
EIDITOVWT O EH S Z L7 (e.g. Consalvo 2009),

Bz, ZOMErERTPATZDIE [=YVv 729 —2 0] B—EDH L TXY]
N2522bDREVIHIREE Z27:Z EHB3KE W (Juul 2008; Stenros 2014; 4
7&K 2019), Bz E, [Pokémon GOJ DX I LV —20r%EZ25 LS, F—2DAMH
LA 2o 2 SRR OFEIRIZ - & D L LW, MMORPG®, Y —¥ %
V7 —h, ARG (Alternate ReaiiryGame) EWwo Py TlE, HEEZ— 2L
OEFIREBEZ 12D 200 LL DI WH DL > T W3,

1L, BROL2 VIS VWEHIZH B E VW) ZEZBIE LYy 79—
7 MBS, MRHAS 12k 2 A TH B L. Vv —< v B
LTWS, [W=WX T+« FUAL] ILBIFDEY—<VLDECIRSHE L H D
THo2EI DIV TOMDPLFERITD LD, WTFHITE X, T ) LIRS
WZRMERZT T, =Yy 72— WiE&EIconTid, & DM 28t L rvisim
INBXIIT Ko7,

Yvae+« X570 A (Stenros 2014) X, fFELF0N BN/ LB & W5 #H
BOMEP <Yy 27— VMR EBEETEL I LERLTWS, WKMHTH
(2019) iF, RUID L LToO=P v 7y — I vill&LBEW[TIE LT v 2
P — I WS Z T TR T, FITBEFIZO2VWTIEYa v » +— )1 (Searle 1969)
OERMBA O ZBAL, HE L —LOBEFMOBELE W X DIk, HIE
ERTANIBEOMBEL LTHZ TV S,

F—LZDbDODFRHEZwmL 2 LT, ¥ — DN/ %) 2 5EFHRORE
FICEEZOIX, F—bOWFFITESTY T ) T4 OEBEDLELL TV H
EIDEVWIRATEAS I, PV ED—< U2 IELOMEL DigHEIIERL T
WaBM, ZrTY— -+ XA Y (Bateson 1972) &, V7V 7 4 & “HEITAIE
TEDLEVWI LR —LORMNEHE L THBOTEETH D EBITVSE, N
A MY UBFCTDIE, FVvOTFEDRLDPRANITED L SR I >oTn3
DBEVWD T EToT, FFENMDBRD L&, XU FRXxy 7 I3WHENICIZEV L
CHEELLTHFELTVWTH, ZOYWHNTEEISAE L L TREAXROMWTIE
TWEWD Z EZMEBFIZEMFL TORTIENT v, F 5 Wo T EE 2
THILDBTELRTUT, £2HEHMBELBER LW TR/HAEIHILL T,

RV I — I MR DEET LD — L E W BESOERE LR T T
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Evolution, and Epistemology. San Francisco, CA: Chandler. (.4 FY >, Z'vVT) —, 2000
A, ThithoA gy g RIIER. i stt.)
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F—=7 44— 3> | Gamification

B—=3T 4 —=yaviix, F—LUAOXIRTY — 2 EBE% R T 2BI1EN
W HERET (Deterding etal. 2011),

F—=3I740—vavoFEBEZAAKE, MOZTTHLODDOTIE XY, H
HWHATEICBEA L ERZRM O R L ) v EBORFIX, fATiios i
Y—=FRIZHb A2 ZLDTES (McGonigal 2011), TREE D, HE~D T — A
DI ICE T 2@iRmIIEE 4 Ll b TRATW S, flzI1E, ¥—
V=Yg, EF 2 FA YR, PITPRAF—EEER. §—37 48 —Yg
VILEWHEETH 5,

F—3I7475—=vavdznbOMEOMELEE) DX, TV ¥ —DiTED
R=ZABRY Y 7 —7 VOREITEL HMIIZ, 2F ) —XKWBEOMIZED
NBZEILHDB, T, BTN 7779 FELTIE, SNS®RA<—F7 2
YOER, LTOERLZEIZED, HEDZ DT/ E TV X VIKIZAHAT
SORBEMBHES NI ZLBREW, Bizv)avnv—T =374/ —v=
YRABHTHY LR Y F v —BEBISBEHINTZLILLoT, ZTOBEDS
2011 ~20124EEHD IT R DRTFED—2 & &> T,

BEERITIZ, S [ —2] ZHEICEM LGRS b D725,
[ F—=3I745—vav] ELTHRAIATWIHHITHEH S n 2 REBH L EE
i, RAY M Ny Y, FUvRVITOIEBPEEANIZZ L LoTWd, T,
FonTWwE XYy FHA—FHOLDIIRESNT ETVS LW G LITL IRHE
¥ X 5d (Werbach and Hunter 2012; Werbach and Hunter 2015), 7. FU X
IBRREDT SV r—varThoTHHKRTREMT 207 07 TRET 2 51C
ko THELATRL D, LEDHEELDH B E VD T—F dRENTWS (Thom,
Millen, and DiMicco 2012),

F—=3I747—varvyPIcHuRL28IE, 8F, @F. ~—r74v7, ¥
IARADHBAL EEZRICDLT), BRIBELIH TR —374 75—y avito
WD DBEN - THV, HEERNTIH20134ELUERR T KIZE 272 d DD,
BFEE T 20124ED T — A BB TR AHFE L L TER L TW2 (Bozkurt and
Durak 2018),
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F—r LB DX—v—F

ARRE

DT T — AR T 2560, F— LR Ty - 7V ¥ —Dib
LB OBRIoWTRNT 2HA L EIIBNT, R L 2 BEELAE K-
b5, FMTE, LDEFOHRA»L, F—2rOHASIKEET 2X -7 —F%
40T THEHT 5,

5 | Involvement

TvAY—DRETAT— 22T LILLoT, 2OFMmIBLD 2 L
Y. T—F¥ - Avvid, 7vAvy—ofEEzRAFKoeT v (M) Itk
THBLTWS (Calleja2007,237)s ZOETFNIZEDE, TV ¥ —DEEIC
IHATHIBI G- (tactical involvement). BFHATHIES. (performative involvement). &
TEHIBAS. (affective involvement), HHHIEHS (shared involvement). ¥JFEHIEES-
(narrative involvement). ZZHIRYEES. (spatial involvement) &\ ) 6 D DERDI D
D, THLDEFEDH~ 7 uBi5ERE (macro-involvement phase) & I 7 upfg5E
P (micro-involvement phase) @221 b TWVE, £Tz, TOETFVTIEG6
SOERVHE SN [#E (incorporation)] DM I NT WS, LB, HITHY
B4 L ZATRIRE G, Bl ClEBIBE S (ludic involvement) & EB)RFE HY R
5. (kinesthetic involvement) IZ £ N ZNEAMHEE SN TS (Calleja 2011, 38),

7 v SRERERROBEG ZIEL. <7 uHEEREZEERORMOME
ZIRL TS, 620FEED I b, WG IET — L 7 v A IlB1T 2 EEIRE
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< 0 SR

Hthaafl 5

TO0MEER

Hig RS

B1 EF#45—L0BSET I (Calleja 2007, 237, Figure 1& W 8Z)

DMEETH D, BITHHEE XS — b TV A4 TCORERLEI = DflETH 2, £z
BAEMNEG X7 — L 7V 41L&k o TEL 220 RRIEREOMECH D . HEHW
EE2 75— sotFRiisoofTRELDaIa=r—vavollEiTh s,
PRI 513 — L O R OE R L EOTFF A vEanT W LBEANL Y -0 7
VAR OAEZnYREOME ZHE L, ZRBESIGRAMX 2 ED LiF 5 2
LDEInU, TvA Y —DBESESE S — L OO PIALE T 2 HE ZTE T,
INLOEMEIINEL TRMEINZDOTII L, BITHAEIZEELAEY DD
THD, £le. THNLIFEDT—LIZHFLAHBTEFEZEIILIDOTIERL,
HoEE5MIORE L ) bEHEDOY — L ITHEICERT 5 Z L03H 5,

[($EE] 13, v A Y =237 — A BEIc—HRMICR AL 2 L 2 BKkT 5 %
A (immersion) | IS 2HFFETDH 225, ATHHEEEE (virtual environment)
DHRTAEET 2 L W) FENEBREZIELTWS, $4bb, 7V Y —2ATH
FREFWHLT 2 LI, ZORBOPII7INNEZ—%BLTHBLEnSZ
EEERT %, A LEANR, BT 27u—LEMLIBETHELEZ 5,

ZOETNVRT —AMEOFHFTCHOLATWSE 2, DEZEOFHTIXIZLEA
EEREIATWIW, EECEIZSY —A T v 0% HEEZRLTED, L7
LBPETAT—AICBRIIRBLBEDLIIRIENEVD T EEHRETT BRI,
IDETNPLHEHITHRZES I LTE 5,
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Calleja, Gordon. 2007. “Digital Game Involvement: A Conceptual Model.” Games and Culture 2
(3): 236-60.

Calleja, Gordon. 2011. In-Game: From Immersion to Incorporation. Cambridge, MA: MIT Press.

7' — L&k1E | Game Addiction

AV —LziBEI, »omBNIZERT 2 Z L2k o T, A0 - BIEW
BREBECTVWRILH22bET, TVvAY—0BF0FHZIH T2 2 L 1T
XV L LEHFEINS (Lemmens, Valkenburg, and Peter 2009, 78), FFEE L
LT MR ETFA 5 — LA (pathological video game use) | %% EDBHW LS
TiHbDHb, BT EHE7u0 TS —LOHHAIDEOHIETSH 5 & T UK,
F—utkFRZzoaollETHE EEZ D,

AR, AV IA V=D 2R CDELRETAT—AITBEIZRFLII:D
IR ARBER o TLE D L WHREIEHEShTWS, HERIZBWTIE,
[ A PFBEAN] EWIRIBIREBENDZ L DIT, AVIA VT —LADEKEDDT:
LIRIEIBEORET > TWE, HlZIE, V54 v F—LITBEITHREL T
LHARBEII o T ANDA YR Ea—lEoWT, HE L OEHlHE ST
W3 (FIk 2009),

7 MR, ®v Y T VRESECIREL EL L b [FHREE] ©h2
LEZLRTWS, 20134E1213, 7 XY ZHMEFRRIC L 2BMEBOLEHED
BroFE[ETHEDSM-5D [SHOWED O DHRRE] OIHBIZBWT, [~
Z—% v b7 — LEE (Internet Gaming Disorder) OB MWEHEDFEFK & N7z,
20184F 1T iE, R EAEEEE 23R L T 3 ICD-11 (EBRER ) 1t v T,
7 — LfEE (gaming disorder) ORWIEMEDFER S iz, FDMEEOPE 2
1127 $, ICDIEDSM &) $% < OETHWHLATE D, HERTIRICD 125
WA ERGREBRTETCTHOW LA TWS Z L5, ICDIRBWTT —24
EEOBMEMESFR SN ZLITL AN LHE IR E W,

TRAYIDEENPLISBRETOFELERNRLE LLAEIZXZ L, WL
A—vERLI:TVvA ¥ —1388% TH o 72 (Gentile 2009), —FH., AuxR=7
DRFPLI6EEITODFEDENRE LILAETE, A1 vF—2 vy b — o
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T1 Ay —2y R —LEBEZ (DSM-5) 45 —LEZE (ICD-11) DH#E
(FRIL 2019, 273, & W HLE)
Av5—%y bF—LEE VIN -+
(DSM-5) (ICD-11)
ETOBMRAEREI T2 &
BRERIT & 325 122008 B Ak s
ik
SRR 12 oS3 | BARY., SEiH. Ham, BB,
TR B VB DA G DI E ORI | BREEM. UM o BT 2 BRI
v D) BwT, BEREGEERX 632,
THEBIZA YA Itk 20 E
A7 5472k 3bD, RUREE
DHDHH D
. .AY 74T —h~D
AR Ebbh
BRI 2. BB CR RN Y)
(313 3. it (EERRER A5 2 )
54D R 4. HIBE O F K 1. % — 2 2Bl 2 G
LIRT ORI~ @ 5. LLFT Ol s~ )
ETkTE & BRI T
_ 6. (OFRH:2 i I 0 §Ea A 3, HEMTEERIZ O rb LT,
g:*motﬁb” T 5 — 1 S
WEICHER T 5 Nz AHVv—FT3
) 7. AV IA4 v —LOHD
Bk R BEIzonwT ol
; 8. BN LG5 5 b DD
el 7o > DR
9. FIA4A v —KizkD
ek
BRIESOHSORR. 4 swipons
o 2. F— AT B ERGE Mo Bk
BEREORS M5 & RSB A D SR

LHEETL ) bEHV

EDHFRIIH 2.5% TH o712 (Pontes, Macur, and Griffichs 2016), 7 — AMfF
THLIANOEIIHKIN T 2HEICL > TRL Y, ZOFHEEHW T2 Z LIFHL W
B, ETAT 07 VvAY—2FICLLEIGRIITVWEER D, 7— MKEF
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ORFBEIZOWTHRN T 5BIZIE, ©T74 5 —b2ofHIcL o THEAGICKEY
KLTWEREILVBEETHLD, ETFAF —L0ADPEFEOFRTIE LW
Babdsz0, HEELHEHEIRD L5,

F— LMMEFZHE T 2 RE & LT, Game Addiction Scale (Lemmens, Valkenburg,
and Peter 2009) 2ME STV S, ZORBIIMEBRME L ZLEMEITOVWTHR S 1
TH O, BARFER (- IR 2018) bEKRSE T2, BURTE, 77— Ak
T 25N LT — 2B ARELTEY, SBROMEILIDEL I ATWVWS,

3 fiik
Gentile, Douglas. 2009. “Pathological Video-game Use among Youth Ages 8 to 18: A National
Study.” Psychological Science 20 (5): 594—602.
Lemmens, Jeroen §., Patti M. Valkenburg, and Jochen Peter. 2009. "Development and
Validation of a Game Addiction Scale for Adolescents.” Media Psychology 12 (1): 77-95.
Pontes, Halley M., Mirna Macur, and Mark D. Griffiths. 2016. “Internet Gaming Disorder
among Slovenian Primary Schoolchildren: Findings from a Nationally Representative
Sample of Adolescents.” Journal of Behavioral Addictions 5 (2): 304—10.

FIRE, 2009, [A F7BEA] ) —F—X /) — b,

wrE R - IS, 2018, [ HAGE Game Addiction Scale (GAS7-]) DAERE & 222 D%
Nl =y )72 8158 27 (2): 175-77.

HILFRD. 2019, [7—akEE] TRAEZ] 61 (3): 271-76.

NFEB B D 1T | Intrinsic Motivation

B S0 &, [TEIE OGS TER SR, iS¢ 2 BReHKiED
R EIRTHREIBIETH 2 ORI - Kk 2013, 548), HERIMERH S W 3EH
BELT [R3%] BTN, BIES I IIHFRNEIEES 1T LA B S i
D2OIHPLTHBMENDE ZEDE WV, F— LT VA IZNENEIES It
WATEIOREN LHITH 5,

— iz, AFENEIE S EENIC RSB SO X S I2FBELE LTH 2TER)
IR DG ETH2DITR L, ARNEIFES I IZEMES SIS X 5
IKHBIZ DD OHEMNEL > TVEHEETH S, 2L, NHOITRDS S EF
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B - HIVBER2 & % 2 BB SIS 1T AIA N TATB OB LEZ LD 1: 0,
2 OB O 1 E TFRENAMYE (endogenous) /FRENAME (exogenous) | (2
Yo TEZEMETDH )., HEOWEEANRIZNET HMifEIZES L BE % NHNE)
Wo. 2ofTH) &L NAEICHERIRZ BE (EBNIAMES 21 Ol 0FB
FLTHRYMUSEEARNEIB Otz Z @RI nTEs (BE
2013, 292), HlZI1E, €55 —20% TV A T, REZ 2T LW ITH
FRAKIZIFERNTH 555, NENEIES T I 2 HESENNRTASEO—H
ERLTFTZENTS D,

ET AT — LT VA ¥ — 2 WHENIZBIE S T 2 BERIZOWTin U 7ol i
FZEFRITZE 235 %2 (Malone 1981), ZOWETIR [FTuv ZHL Y —4] ZHW
T. DRa783H5, @7uy 2B s, @R— VIS F itz o TR
5EWVIZODRHOEEMIZOVTHRT 2.0 OERIITONT, T OFEK
T, INLORBMOBEIIESVTEODN—Y a VBl E LTERS I,
2IE (10RDOKEE) BEN—VavZ2 EOREIFGIE WD Z EIZOWT,
SHETHET 2 LI ILRDLNT, ZORE, 2TCORMEESLN—Y a B
BOAFINEZLE, Aa7 LA —YavER—VOBRED LrLwvws—
Tav, RULATORBEEEFLWASA—Yavifion—Yasv kD diFEnsk
WZl, HIZ7uy 2 B3End L WO REPROIEETH S I LPHL2ITE -
2o TOWMRIF, FHZHRELTHRETI ILIZLoT, 7V A Y —2ZHNEN
(CEOT 27— LHNOERIIOVWTHRE L2 DDOTH 255, EBFROLHEZ
F—L7¥A VIUGHT 2BV LZHZRLTWE EEZ S,

Xk

Malone, Thomas W. 1981. “Toward a Theory of Intrinsically Motivating Instruction.” Cognitive
Science 5 (4): 333—69.

I « ZEEIIN. 2013, [EH85 0| TRcHrOEie i) dokiRENME, 548-51. Uit

BEBHEW. 2013, [WFMBIHS D] RRALESAN Y ¥ 7y 7] HARRBRLHE 2,
292-93. HERH.
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70— | Flow

DHZEDINA + FIZ RV FINLILLoTRIBES NS THY ., HoTE
BICRSBAL TV S & s oIREZfE S, —RINIZ, flow &) BIERIE [
] FEMTZ, COMEE, A v a2 —FEICEVT, #EEE D i<
WREI Uo7 2 [RERGEIEN 0 TT ] LEBELZ LiTHX
3% (Csikszentmihalyi 1990, 40), 70— L 55 & 7 0 — RO R & 32
[ N

K2 70-DPELHHRMHE 70— REBORE
(Csikszentmihalyi 1990, 48-70;, F 74> kI - F AL 7F 2003, 2-3% % & IZ1EBL)

DHEORDZMHRESE2 GEORD LI DETEFVEIFL LAWV) LA
TeHkEE, B2V THOWRDDH ). HAOREDITHEA LIKHETHRIEL Tna 2
Lo ThbL, AL o THES TR LEI D AT Y AHHOAT WS Z L,

@) M= HEE, RTETTOFHIOWTOMED 7 1 —FRy 725D Lo

eSS

DHET>TWEZ L ~oREETEROE D, LT, EEHRONHEE Iz A
BRIV,

@ 17A LERORE. DI DITHFELBALTWS:O, BEToTWETA» L)
DEESMICHZHSZERT 2 2 LU (U5,

@ NENHER (HESMTAEL L ToREH ok, FHNTEdsr, 7uo—1k

B Bo#%TIZHCEEIZ L VM ERS,

@ B OITHEHBTE 2 LW EE, RIfHHI 55 L FRADKUGERD
oTWbizd, ZORMITFEBMIZHIETSE 5 & v 5 B,

® ReHIVEBR O W AiAH (FFICRHAEBEL D RREL IR L L2 L),

® EE 21T O BRHAERSAFNMM & £ 570, BEHORBPNEERLIZLIEZ DI
Bai7d 2 L OB 2 AT E L 5,

AT, 7 a —HERIEPIREREIN S U oo FIALE T 5T
W3, F7¥bINAIZ, BEZERL, v—A23H ), BHETICLE o
TVWEREIDEND ZELITODVWTOBHBELFH»LY 252 5fTAY AT LOH
T, BEMLL Tw 2 HICHZDORDBEESE L TWEIRRETH 5 [FidEiEb
(optimal experience) | %7 0 —&WEATWS (Csikszentmihalyi 1990), 7 0 —%
FHELLTWERZ, 7o—EGBLIPENS (F27E¥ F3INAS « FH AT 2003,
6)o ZOHELT, FIF—LRAR—YBEITOLNED, 7u—EFFr—nr7v
AIEFORETIILL., MOFEENI L > TH 70— LB 3B 5, X7z,

F—LhEBR2Oox—7—F | 35



F—L7VvAIL&oT7u—%H35LIZRLLWV, LBL, ETFS—AIC
E7VvA Y — IR v — NV E B, RUBIRNZ 7 4 — KRNy 27 %525 L0
IR DB Lo, F—LA VA L T7u—LORIZIZERETBRED 2 LE
2B

7u—DETVE, BREUKEERDKEZEIE LT, v A Y —2037 u—fER
CED, 2200KENM LT 2 Z EI2L o THREREBEMEES LT B
BEZHHL TWD (M2), D LTOBED Lo TOWHEFL LR T — Y H%E
EBEINTWBETEAT b2 VAT EEHREEZTCALI, H2042DP I3,
ENENRLIBROTVAY—DREERT, PO — L %D TT A
T2LETHN, TvAY—DREANIHEV, BRIIDA T —IIXHHELFEE 2 Y
T73BRITEL, TVvA4A Y —ORHHRT 2B LBELE LTV, v
A¥Y—RB70—REBIZLS, LrL, 7VAFX—RBPICE EINRITE2LITTIE
B, TvA 2kt 2 2 LiICk o T EEL AR, R UBRKAKRED 2 7 —
DGRBS 2 DIREICBITT D2 EIL 2, —H. AT —YOHER L
PIOLELFAICEBEDKETCHREZZ V7 T2ILPELL KoltBEITIX, TV

—BAREZRCLPORBIIBITT2ZLILL 5, BEMARLRY T 1 7
TIRETIEZ WS, FrvAr—li7u—REBIZE2 &) ItBBS L s, D
TRINVBEEORWVAT—YTHLVWREICERTS2ILT, TRV, ¥—
DHADORHEZRDEILET, TAZN 70— KRB THEPIIEDLILHNTSE
B TeRL, P4b P LABRICHRELTZREBTIEI R, 7vAefffiis a2 Lic
foT, BE. XBEAREOWTHrDOREIHBITT2ZLIths, FOBE, TV
4?*ﬁﬁ§&ﬂA7V4%%L@t®:‘m&o%%*ﬁmmﬁ®7U~%v
VANIIRDIET D, BEDXSIT, F—a7vA OB LREEZHHET 5 2
EDBTEDD, ZJu—=TNIERHTHY., ZTHFE Ty —affRooEHF LK
LIEBIHS T ST,

70— OMREHERE L, REUKE LB /KEOHMLES DA TIE 7 o —Izik
ELLRWIZ EMNHLRPITH Y, PREUKHEE LRE D KEMEAN DG X D b EmwiRiE
TONDEIZENT7Tu—%BRT21:DIIBETHLZERENDE, 70—
EFNVIHESESA 89K (M3) okiiziifisnt: (F7vF3INng « F
B 57 2003, 13-20), 87K, A DT L 5B O FIHKEEZ R L T
Wb,
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70— RIBETA T —LEZWHRELTMEZHOLELTEDLNAL TS D
TRV, EER T —EETA S -2 0BEIZOWTOEIEN LR b E
Bashoo252%, flziE, [FrYR] 274 LTWSESONEEN ZEHEIL 7
METIE, 709 7O TFAEL—FIZE o THOBTE NS Z — v 288 %02 Z L %H
LS Tw3 (Yoshida et al. 2014),

s LR
(H) | (Anxiety)
3
%ﬂ
z P;
)
(I%) Py > P; sk
0 / (Boredom)
0 (1K) fEJ (Skills) (i) oo
B2 WMo 7o0—-€FI
(Csikszentmihalyi 1990, 74 & V) 24 %)
w &
& o R
gh:s (Arousal) PR
(Anxiety ) (Flow)

]

(Conirol)

#E%ﬁ (Challenges)

o {oAE
16 BE [
(;.\pf:?hk ; B (Relaxation)
. (Boredom)
>
i BEFT (Skills) -

E3 70—EFLDO8NH
(Csikszentmihalyi 1997, 31, Figure 1& Y) /%)
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R
Csikszentmihalyi, Mihaly. 1990. Flow: The Psychology of Optimal Experience. New York: Harper
BHOOBIGR] S

and Row. (F#27 &> b INA, INA. 1996, 70—k
WER. {5 AEAL. )

Csikszentmihalyi, Mihaly. 1997. Finding Flow: The Psychology of Engagement with Everyday Life.
New York: Basic Books. (F 7 ¥~ b 3INA, INA. 2010. [7 v —{&KEAM L
& ERE QLIS ] RARGLERR. HEAUEARE )

Yoshida, Kazuki, Daisuke Sawamura, Yuji Inagaki, Keita Ogawa, Katsunori Ikoma, and Shinya

Sakai. 2014. “Brain Activity during the Flow Experience: A Functional Near-infrared
Spectroscopy Study.” Newuroscience Letters 573 (24): 30-34.

FIRYPINA, INA/I=YFHHT, 2003 [7o-BEROINFET] WG
& SRR [7 o 3RO K] SR « )0 HER, 1-39. HAUSER,
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BRELLTDOFr—A

a5

EYRXRAETIV| Business Model

CORARZAETVOBRIZ, 1990FERFEDOAS v Z =Sy POMBUIFE-oTHERL
B, EBESBRUHRADTTFIZBVTEZOFEHEEDTWS (Zott, Amit, and
Massa 2010), EPAAETNVOERIZOVTIE, T T TREL THAD L ER
TN TE T, HlZiE, Magretra (2002) Tk, EVARETNVIE [FLE
DI IOV THM T 2MEE] LERS A, BOWEYRARETVITIER
B, EE~ORMME, EEONRHEL EO—HOBMBEZHHTE L3
TW3, F72Teece (2010) TiX. EVRARETFNVIE, BEEDT: D OMHIRE &
ZOMMEZRET 28X EBEET I RA— T 20Yv s, T4, RUFZD
DI ZAEIR T DO LEENTVWS, I DY Y INVERERBIZINR, EY
FAETNVER, BEL WD HMMHEZEEL., EAZEZICREEL, 2L T
Wb w ED X SITERT 2 2220 T OB LR TH 5 (Osterwalder and
Pigneur 2010).

F—LEEDEIVARET VIS EN25E, BHolggEe 7 /v B
LB EDEV, F—LEEIIBIDIEVARAETNVE, F—Lravyiryyo
Ty R RhERICE o T, BB, Xy r—IR 7V —-3I72BLWVI3
SOIARIZH I LN B,

FEBEOECIARETNVIEE, TVvAY—ERABEEZZILN) 2L T, F—0%
HBBRLCELYILBTEDILVWIEIRARETFNTH D, CODEIRAETFTN
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BELOT7—F r—FF—LItEAERTVWS, 7vA¥Y—i34o sy —nizid+3
FTEMERET: 3, F—L% VA T30, X354 7 5,

— BT, RERYT —bERCTTF—LY 7 MzowTld, Ny r—IBovryi
AETVIMBERINTWS, E2I Tk, BEBIF—LY 7 MRV —LEERML
LTHFEL. v A ¥ —RBENLZBATLIILICE 2T 7 VA 2RNAT
5, TOBPA, TVAX—lEN—FRY 7 Lavs vV EMETEI LIRS,
WEEDT— LV 7 RGO TV 2 VLITH W, EYO T =LY 7 b8y r—Y B
MH, BERS VEZ—FZy PZBLRFBL, 2—F—0BFXYyvu—FLTH
HTE2avyvY, wbwa Ay yu—RavsFyYordigy =7 bIEKL T
2 R

TIV=I72BLIE, F—brDT VARG EEARANITEIILTEZHO2—F—
TG L. TOF2roOHOREE (F—L2HNTHHTEANT A 7L 2HEA
T27vA4¥—) BEOHLCNEZ LT3 9327 v THE (H
e lhd 2015, Y=y ¥ MEOEWA Y IAL T —LTIR, 7)—3I71H8Y
IFAETNVHEL BERLTWS, TVAY—DF — LANEBSESY VA v —
HETRDZEVIDONT Y —I7LORMESATVWSE, 22Tk, DPEOR
ETSVvA Y —LRZBBOIEBRE S VA ¥ —E—F—2avFvVOPRTHEEL
TW3,

Xk

Magretta, Joan. 2002. “Why Business Models Matter.” Harvard Business Review 80 (5): 86—92.

Zott, Christoph, Raphael Amit, and Lorenzo Massa. 2011. “The Business Model: Recent
Developments and Future Research.” Journal of Management 37 (4): 1019-42.

Teece, David J. 2010. “Business Models, Business Strategy and Innovation.” Long Range
Planning 43 (2-3): 172-94.

Osterwalder, Alexander, and Yves Pigneur. 2010. Business Model Generation: A Handbook for
Visionaries, Game Changers, and Challengers. Hoboken, NJ: John Wiley & Sons.

HH R - 1O —, 2015, [Y—Y ¥ VT —LDEIRRAETNV—7 ) — 37 L O
G3H] ShECERS.

40 | B8 r—LWROEF—T7—F



& SBA% | New Product Development

S BRIIAEI NI END BT OOHEELIEE L S NTWVWE, /1 /R—V 3
VYIIRO—2E L LT, FEEEBIET IMAIMMLE hEInTwSE, £5L
725 (NPDHFZE) &, B 7o Y =27 P2 ORICRIRIC AT A M 50
EWVW)RIEICH DA, V—F&X AL, a A, BMEXEOEIZBWT, HKE
EROCBHE o ABEAD ST 2 —< VAITEBELTWA I LRFEIELTVWS
(e.g. Clark and Fujimoto 1991; Cusumano and Nobeoka 1992; Iansiti 1997), FFiZ
1990 FERUFED NPDIFZE Tk, (2RO LB ASE -V LT 2] &
WHHLBOMEERD D £ T, X DEELEEA»LMEIfTHLNL X DI oT
& 7 (Kuwashima 2013), F7z. LEELO & 9 LMHEOREIZIR I 227 5T, [#
i EEERMEY Tuo—F| bBELTET, 20O [ EEHEY 7o —7F
. REREEORMEEER LA, HHIEET L OEN LR AETE & —
VORBREHLINEEZHEED DD TH 5,

BIABAR OIS 6 RTGE, WL E LTOFX — OB EIT, ZHE TR =—
X, SMEBBREE O B LA, FREBOMBEL WO IRICEF LOLND,

F—AY7bFEw)EE ERTECOMS I IS TH B8, £
OHMBEFKIIEEILHSELIE Y, F'—b2Y 7 EavyCa—RXY 7 +7=7D
—FEZH, AR VA Y — IR LI ZR{ET2HIDTHH S, TLT, ZD%
L3 &I fmiifEoiiftz, ®go&BM - £ IT RS2 7o & Z 53
DTHEHETH LD THS, =2V 7 ME, BLD T VA ¥ — T LI i -
MR E S E 7 2 ATREM D D, T Vv A Y —HI B F AT PHHEICEET T 2
EBYDHV, F—LY 7 N elRKT oEEIR, SHTERLZ=—XITEITERL
TWw3 (&R 2012), L7cdoT, WRIREHTERL = — Xz #Lo& B -
BTS2 00 &0 ) B TAEORE BRI K & L EE RIT
T, RICA VY ITA T — L OBGE, THREFICL VA Y — OB E=—XD
EBIZa vy —VF—LMEBEETREV, 202, BHORAELI VL LASH
BOREE. FIZIZ-EDY ) —R BRI END T v A ¥—F— XHEHT (daca
driven analysis) 7 ¥ O NEE L % 5,

AEREOZEIZ, FiFGEHEME VI 200llETIRZ b 5, THHE T,
FUVIAVT L GORT L EREROT VA Y —=— XOZLBIER I
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HEE» OB LWz, & ) BBIHEIET 2N BB ICERS D, HffETIE
7 — LHFRERCHFE Y 7 MZEE T 2 BT OB IR ITE D, BiIZAS—h
TAYOERIZESTENA VT —LEVIFHLWHEY FT) —BBEEL. E
(0B E LD INESETWS, ENA VS — L OBIFRERE ITBHE S 2 5 1%,
N—FY7DARy 7 DA LIZHEREELE 20T b THIEFSILTWS,
Bt LTOF —1ITIE, Z ORISR ITTTON A NH 5 £\
b H b, ARKT—L 2G0T A Y T4 VT — LGOS E RERENR CBEF
DREMT — LY 7 DF Y I74 LB RIT. 7 — LOBEH I - &
MILLCTET AV IAVEF LRIy Y —NVT—LEEZRER), —2DF — A
24 bvoEEESE b2, Thvwz, v ¥ =23 — LIz E Tw
YR harv vy eRRNIAEAHI RTRELL T, F—LONEEHE
BTy 7T 3 22 LDMRAILL D, £ Tl WEARKL T —CXEE DS
HEEL ERLRBNICT vy 7T — b 2ERDZEILL 0T, ¥OF¥—20bhH
PERSETW I LIRS,

Xk

Clark, Kim B., and Takahiro Fujimoto. 1991. Product Development Performance: Strategy,
Organization, and Management in the World Auto Industry. Boston, MA: Harvard Business
School Press.

Cusumano, Michael A., and Kentaro Nobeoka. 1992. “Strategy, Structure and Performance in
Product Development: Observations from the Auto Industry.” Research Policy 21 (3): 265—
93.

lansiti, Marco. 1997. Technology Integration: Making Critical Choices in a Dynamic World.
Boston, MA: Harvard Business School Press.

Kuwashima, Kenichi. 2013. “Followers of Harvard Study. A Review of Product Development
Research 1990s—2000s.” Annals of Business Administrative Science 12 (1): 31—44.

AFREE. 2012, [BHSEENOT 4 Ly —F I ZMUROA /=y 3> - & —
v .
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'y Z7—% | Big Data

BREBERD S 510X, BHOREBEIZ 1 Tlk e CAMNBEEZ 5 £ <3E
T2 EBPBEETHLERBEINDEIIIE-TETVS (Chesbrough 2003),
£ LIRAMEROFPTH, 22—V —BHERICDLELREY S T—XE, <—
4 v 7ERONEEFHEZIR—FL, EEO=—X%WHLLEHL, BV
HRAEZ SRS 2 2 LEAIREBICT 2D DTH D, Ev I T7—K LIiZ, ERTH
LT S850ZLTHS,

AR DB OB IV, €y 7 TF— X ZUE - i - WHLT 52
L OSBUGHEEI R EITE TR LTE Y, BEAREEZT )Y ECRARZ LD
EuDD00HB, B, Y7 by = T7RF— LR EOHBOLE, 2 —F—DF|
TSR ORIEY & LCHBIRNIZAERS L, R 2B U TaZE Iz
TELATWS, 2Ok Tz Ho® Gk, WEAEKLBEDL LT
F—FHTF— XL o TR S NIEENEATIMIIEN LooHZ, T—ZX U v
FUERRIIBEZSHENIREZ BT 5.2, T—20BMER X D BWEE,
T =< VAIIDLPBBERBEINATVWS (e.g. Johnson, Friend, and Lee 2017;
Troilo, De Luca, and Guenzi 2017),

F—AllBIF2Cy ZF—&i%, FIZTFVvA ¥ —D TV A{TEIEHR. EEERE.
F—LIIRTFHMECERZ ELLBRIATVWSE, ZTNEDT—XDNH - 5
MzELT20R 70V FNOEEF —LTHD, EEF—LiE F—ER
DOERBMBBE. BFEF—LLLEDIT, TVAT—RODN. =y 7. 74 T7LL
EDEBMaY TR T 77 4 v 7 OFEEALE & ORI FTERN AR 12D fHA.
F—havivYOERIZEML TWa, EEF—LO0ELEBITIX, RIEH
Iz <, 8RRV ) —RED T v A TF—ZOARLLE DHT 03D B, FTc. DHTkE
RIESWTRDT7 v 7F— ARG TRIEE TV EMATCOEHRE L H 2, H
HF—old, ARF -2l —F—BMZERNIZ7 s — PNy 2 LTG5, X
D79 TT—=PFTDOT AT LDBINRNT VAOREL EXRET 5,

BB LT 2 & BT o2 R ITB T 2AEEFE L OL) L) iE, £
OB TUl, A h &AL I Vv I THMTLh 2O EBTH 2, Z0H
A BEFSHRR R T ML ERICER 5 2L L D, R 7T o AHES
DI AV A Y bR % 5 (Buganza and Verganti 2006), fil 21X, 7v A4
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Y —OEAVLEED O K TH 2HAEIE, ZHUTE T ZTIHZ BN E»OH KX
WMOTHL %2, BiZ, —D2 O CHAFKHMSRIMMOMBER 2w ond
Tz, ZOHMEELEEE S 2 aREE b & kB,

T, BIREER, BALEA IV TIIBIEF—0E Vv Y—OHENEH
TOVRICRATVRAZPTEDLEVIREICDEEAL TWD, FITAY I 7 —
LOYE, TV A Y —[FLNH 3 2 PvP (player versus player) 33 ICEHE %
AVFVIEDR, EITEBRETATLEHBEMT A T LOEENRY VY ITNVT
VAITHRTEDOREL L2, 202, RRESHOZ—F—IT L 5O N
T VAERRDITE, TVAT—RIZESS LT LT —VRERT A T 5 ORYHE
B 2B RMREE T 2 b 2 EMET 2 LEHD B,

HR

Buganza, Tommaso, and Roberto Verganti. 2006. “Life-Cycle Flexibility: How to Measure and
Improve the Innovative Capability in Turbulent Environments.” Journal of Product
Innovation Management 23 (5): 393—407.

Chesbrough, Henry William. 2003. Open Innovation: The New Imperative for Creating and
Profiting from Technology. Boston, MA: Harvard Business Press.
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