21
(Uses and gratifications)

(what the media do to people?) * y

(what people do
with the media?) * '

Spectator Passive

audience
(Uses and

gratifications) 3
( , 2545 : 457)
L (diversion)
2. (persona! relationship)
3

(personal identity)
Lul (1982)



Katz (1973)
3
2542 160)

. Mode
1
2.
3.

. Connection



'Needs)

11

12

13
14
15

21
2.2

2)

3

Katz
35

(1973)

(gratifications)

(escape)

McQuall

(1972)

2531:110-112)



2.3
24

31
3.2
3.3
3.4
35
3.6

41
4.2
4.3
4.4
4.5
4.6

Katz
, 2529: 637-638)
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Lawrence A Wenner
4 ( ", 2542 15)

. Orientation Gratifications

2. Social Gratifications

3. Para-social Gratifications

4. Para-orientation Gratifications

(Selective Process)

3

(Selective Exposure or Selective Attention)



2. (Selective Perception or Selective Interpretation)
/\l
3. (Selective Retention)
2.2 ( , 2542 )
(Imagination)
( , 2542 : 123)
( , 2535 :21)
( 2495 31)
(sensation)
(conscious) ( . . , 2504 :441)
2 ( , 2542 : 124-126)



11

1.3

2.1

2.2
daydreams)

(Reproductive Imagination)

(Constructive  agination)

(Originative ~ Creative Imagination)

(Destructive Imagination)

(destructive



3
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2.3 (Social Motivation)

(Murray)
L (Power Motivation)
2. (Affiliative Motivation)
3. (Achievement Motivation)

(Power Motivation)

(David McClelland)



' 4 (Seif Esteem)

(Affiliative Motivation)

(Achievement Motivation)

(Kimble,1980)

(Hilgard, 1967)

(
2 ( 2545 :38-39)



2

(Intrinsic Motivation)
(Extrinsic Motivation)

(Intrinsic Motivation)

(Inner Desire)



(Extrinsic Motivation)

24 (Virtual Reality)

Virtual Reality (VR)
(GuardJung:2543)

Vitual Redlity (VR)

(head-mounted display - HVD) 3
(sensor glove)
3
( 2530)
Virtual  Reality  (VR) (VR)
3 (3-Dimension)  3-D
3

(Internet Magazine January 2000 : 43)

Virtual  Reality
(interact)

(Virtual Reality Information Resources July 1112001:2)



( 6 1

1 Interactive
2. Simulate 5

3. Computer Generate

Mylon . Krueger (1991)

(identity)

Virtual Reality

Virtual Reality ~ Virtual World
Virtual Reality

L Window on World Systems

chat (

2. \lideo Mapping

Computer

Ry

28

- 46 :49)

(disembodiment)

(User)

(http:/Awww.isx.com)

D


http://www.isx.com

3. Immersive Systems

4. Telepresence

=

5. Mix Reality

Cyberspace Community

(Cyberspace  Community)

William Gibson Virtual Reality
Neuoromancer
Cyber Cybernatic
Cyberspace (Virtual Reality)
(E-mail), IRC
Chat, ICQ,
() |»

29



30

( 12544 4 )

Jones (1998)

(Computer Friendship)
2.5

77 '

(Computer/ Internet Addiction)
(Computer/ Internet Addiction)

(Orzack MH. Computer addiction: What is
it ? Phychiatric Time 1998 ; 15:2-3)

(Computer/ Internet Addiction)
“Addiction" :
Babington, Christensen and Patsdaughter



Griffiths

Griffiths (1998:61-75)

L

P—

o ol

Withdrawal symptoms)

Orzack
(Orzack MH.1998; 15 :2-3)

3l



carpal tunnel syndrome

10.

Greenfield (1999)
(Internet Addiction Self-Appraisal)

32



10.
11,
(Cybersex)
5
1.
2.
2
Young (1998)
10
McKenna, Green and Gleason (2002)
(face-to-face)
Scott E. Caplan (2003) Preference for Online Interaction (

)

(face  -5C6;

33



31
3.2

33

34

(2535)

34



(2533)

4

(Bittner, 1999)

(catharsis theory)

35



(aggressive cue theory)

(reinforcement theory)

2
(the violent person)
(the non-violent person)

(observational learning theory)

2-3

o (Narcotization) Murphy 977

36



2.6

(2533)

(2533)

(2538)

(2534)

37



(2542) ‘

Chambers  Ascione (1985)

3 1 11 160

Chan, Suk-Kuen Josephine (1992) “Using computer games to
increase compliance in hand strengthening exercise therapy"

Griffith and Hunt (1 5) “Computer games playing in
adolesence”
387
30
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