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中文摘要：

    本研究以自我決定理論為基礎，探討線上遊戲玩家之動機、玩興與主觀活力、自尊的關係。研究對象為曾經玩過本研究選定之遊戲（跑跑卡丁車）的國小應屆畢業生，進行問卷調查，有效樣本達105份。在資訊課程中，教師先讓參與者玩二十分鐘的線上遊戲，之後十五分鐘填寫問卷。研究者以探索式因素分析（EFA）與效標關聯效度檢驗問卷之信度與效度。統計分析指出，遊戲動機可分為三個因素：遊戲自主、遊戲能力、與他人的關係，此結果與 Ryan, Rigby & Przybylski (2006)相同。線上遊戲玩興問卷包括一個因素，解釋變異達 57.136%。玩興特質問卷 (Webster and Martocchio, 1992)與玩興狀態問卷 (Ahn, Ryu, & Han, 2007)有相關，此說明具有效標關聯效度。迴歸分析指出遊戲動機可以預測玩興與主觀活力感。以整體動機與玩興預測自尊，只有玩興可以預測自尊。若以動機的三個因素與玩興狀態來預測自尊，玩興狀態與能力動機可以聯合預測自尊，解釋變異達12.5%，此與以往學者認為線上遊戲會減損個人自尊(Anderson & Bushman, 2001)的結果相反。建議未來研究可朝本研究之結論作深入探討。
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Based on the self-determination theory, the purpose of this research was to examine the relationship among online game players’ gaming motivation, playfulness, vitality and the self-esteem. The participants in this study were 105 fresh elementary school graduates filling the online games questionnaires. In their pc classes, the teachers let them play the target online games at 20 minutes, and then spend 15 minutes filling the online games questionnaires. EFA and criterion relationship of reliability for the motivation and playfulness scales were used in those datum. The results appeared those gamers’ motivation could be accounted for three factors: competence, autonomy, and relatedness. It accorded with the theory of Ryan, Rigby & Przybylski (2006). The online game playful questionnaire could be assign to one factor and explain 57.136% variances. The microcomputer playfulness (Webster and Martocchio, 1992) was related to the playful questionnaire (Ahn, Ryu, & Han, 2007) and illustrated the criterion related validity. The regression analyses indicated that motivation could predict playfulness and vitality as well. The playfulness could predict self-esteem. In addition, the motivation factors: competence and playfulness could predict self-esteem as well. The result did not correspond to the suggestion that online games would reduce individuals’ self-esteem (Anderson & Bushman, 2001). The results could be investigated further in the future.
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