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Abstract

Title of Thesis: Exploring the Relationship between Perceived Crowding and
Discontinuous Usage Intention from Gamification Software Systems — A Case Study of
Online Games

Name of Institute: Tunghai University, Graduate Institute of Information Management
Graduation Time: (08/2017)

Student Name: Liang-Jy Hwang Advisor Name: Sheng-Cheng Lin
Abstract:

“Gamification” has become a trending topic in recent years. Developers use
gamification to enhance user engagement in the product/service to achieve continuous
use. However, frequently ask users to engage with product/service may cause users
psychologically overloaded. According to stimulus overload theory, when individual
received excessive environmental stimuli and unable to cope with, it will lead to
perceived crowding, which then increase the level of dissatisfaction, and then eventually
reduce the usage or quit using as coping behavior. Therefore, in the context of online
games, this research focus on gamification mechanics such as daily quest and time-
specific quest, and propose the following research purpose: (1) Exploring the influence
of gamification mechanics use level to perceived crowding. (2) Exploring the influence
of perceived crowding to dissatisfaction. (3) Exploring the influence of dissatisfaction to
discontinuous usage intention.

This study used questionnaire survey, we received total 578 effective samples. The
results showed that: (1) The use frequency of game mechanics is positive influence on
perceived crowding. (2) Perceived crowding has no influence on dissatisfaction. (3)

Dissatisfaction is positive influence on discontinuous usage intention.



Keywords: Gamification, Perceived Crowding, Discontinuous Usage Intention,

Stimulus Overload Theory, Dissatisfaction
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B A e s AR~ PR énrl B E o Rprg % b A R A Rohp
PIRE FERFRT EFHASNDFARBLBR LI ESFFHRRET P Do
PEEVIVALR Lt BEAFARE oD A R kT CBRA R 1 Ak
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F Rk A2 Gk 250 o pt b s Research and Markets (2016) %= 3 45 2 ¢
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MEAnD Hon BATHP PR AA N 2R H A 2017 #2533 ®
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3 L3 AeBicitddE (digital crowding ) (Joinson et al., 2011) > 4= i 1 ( social
overload ) (Zhangetal.,2016 )~ 3 3 i ;“ ( information overload ) ( Chen etal., 2009 )~
o g ( knowledge overload ) ( Hunt and Newman, 1997 ) Fr i il i§ i
( communication ) ( Meier, 1963 ) % -
ok g A Al A &b oo bl4cF 3 SNS (social networking
service ) 5 —‘}?, (Maieretal., 2012; Zhang et al., 2016) % 3. > Facebook 827X 5 p Fg
Henig * H e g L BB S AR T RNk R g FERRHE KA A AL LEFT
(social overload) cr/B 4 o@ igthed R4 & X £ 4505 4 > T ¥ I - fagicenp
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RS v B RABIOR R TR AR FF f oG g
d3rp AR A AR A SR B R
PEEVIU S T AT AR Y > H R e SRR o FP AT KRR
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EREY EEERESEEY SR~ S RIS W YT
TAPOMET R LEIF IR L F ORI BRLART B E D
R EE o bl NE Y 7 eI Oliver (1980) A H A7 ¢ s i ¥
FEFP R AR ORI RLAR MPEE e e S AH
Bhattacherjee (2001) if WEWE —f TR gy mEs T inam T FgR
*RE e B AR AR R L L A

TRFOERTPFE RS FIFT AT AT R G ROFER T

s
=

( Bhattacherjee, 2001; Lankton & McKnight, 2012; Bhattacherjee & Lin, 2015) - H ¢
AIMAFTERLFFer B R L - BRI 2 ey (B]4e Turel et
al., 2013 ) AR cdF 8 * ?IJT}U/?K?\S; L BARR Y SrR LB D P Li A
Frryd gt L% 4p e IR FS o

Oliver (11980 ) #7#& 1 endp ¥ 7 #2072 % ( Expectation-Disconfirmation Theory,
EDT)> ¥ ¢+ ¥ fitadh 7 FE:n12 3% (Expectation-Confirmation Theory, ECT )  # 4~
L7 SRR R - RN SR 2N SLE S B - S S B

7 '“F“, B R E MR (8217 5 (Anderson & Sullivan, 1993; Oliver, 1980 ) - i B Oliver

(1980) *#% ¢n EDT 4 4§ » if § & v R Wi /4e™ 1 (1) F 43 3 ¥ M f
A SR PRI w € $HH iE 2 4~ 4580 ¥ (initial expectation ) o (2) & F s P2 T F
et * “TRER 2 A SR T2 AN E- KPR ESERHEARAES 52 (3)
BiFEFRHASARDEXER NS0 T ot o T E P Y PR

(Confirmation ) 428 - (4) & * X g AP PaFEinAE R KA L B ELR o ok A
AR ILEE R A 4 &9 7 FEil (positive disconfirmation ) o T JE 1B # g ik R
B 3ASZREZIIHEF PIA A f » 7 /2% (negative disconfirmation ) » i

%%?ﬁﬁg‘d B (5S)mL Y ﬂfgéiw%&@ A %R D
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GFAPHATE  EDT - 4 7 R % 5 SR E LA Ll ek

B g A ant T & 4 (Lankton & McKnight, 2012) o ¥ *F & Bg EDT &%
1 » Bhattacherjee (2011) #-H & TAM 3 & ¥ 4% ) 7 # ¥ #33$icd] (Expectation-
Confirmation Model, ECM ) » 3% 43 & AR i3 X Kz HFmLAETR
seendE % * % B (Bhattacherjee, 2001; Chiu et al., 2005; Venkatesh et al., 2011 ) -
Bhattacherjee (2011) 325 F3 ke bieidF i * Lz i 3 "'“ v AT H pr s HoAp
e (1) T4 Y A2 o (2) EFEA SR 4 % 24 7 7%
TR (3) IThE sy aiT N FP ¥R * o BCM a2z = 4= B RAL -
FAERRE D ORES & F ARGREBR IS P FL ECM F i b a1
g fice B o d FN AR HE Y LR D %> F]t ECM £ Bl
Frpoamdhg a2 g kis  BECM P g X G A NF il * 12

K& T o Ao 2-1 477 o

=2 % 3%
P £ (N

FE WA N

Bl 2-1 8 % reiaficst

7 AL %k : Bhattacherjee (2011)

¥ - & it (Gamification )

PEEV Y B AR (social media) ~ B £ T4 (bigdata) ~ 47 Bt 4 (internet



ofthings ) e ™ — L it ik (i ¥ /=3 > 2013 ) - 1345 Gartner (2011a) 7P
2014 & 23k 2000 Fehe g ¥ 0 € F T0%10 30§ FF - IR AUk B
kedde s i (T A vg 7 R E B % o Gartner (2011b) 0¥ - ERE 4 4o
2015 & » 7 428 50% 1 ¢ 5 ¥ AIATAEAZ (process innovation ) e Sk > & HB-25pk i
Forr grar Y (G W EE 0 2013) 0 Fpt T IR 0 BRI A fdk R
FAER Y 5 AR A LB RS o

IR <) ARLIE &
TEsgh it iEi R Ed A2 583K 3 7 Nick Pelling ¢ 2002 # #7 4] 41 %
(Marczewski, 2013) > ie & 3] 2010 & % ¥ 7 3414 ~ %X ~ 1% SNS hp-ig
BT BIZIEMR @ ?ﬁi&%}"r&ﬁ » Gartner )’j}uﬂ—’s-f‘jrfék Lo~ FpES R W AR
(Hype Cycle) # - iE 5 B {F R Lt 132 — (Brockmeier, 2011)

PEEL (L ﬁ_é}i-&ﬁg?ﬁiﬁ'{'ﬁ‘ﬁﬁ%ﬁ'ﬁ' PR PHReE L - FATMAL 0

N'

‘F_&

R Ak A )IL Bt b ipend B % il o McCormick (2013 ) e & # 3% 3 »

5 % 1980 = ilifj.%@ T TR | He PR A o BlAcH TR o F 2 BRI R

BRTEEY o —‘ﬁfﬁu;ﬁ@{éﬁm’f‘iﬁ%% Prpuit X & B Y A R &
B X e & Ed Deterdingetal. (2011) #13% 1 @ a2bespi g v B ¥ Skt
7% (The use of game design Elements in  non-game contexts ) = ¥ ¢t Zichermann &
Cunningham (2011 ) 335 #73) 25pk 1 i‘uiﬁ WEREER L Y B AR 0 LR PRS0 R
& * '“F“, Lz Ao f# 41 48 (The process of game-thinking and game mechanics to engage

users and solve problems ) °

\&

LR RN Y e & o Gartner G 7 4 17 EF Burke (2014 ) & 3P 25EN (L g EE
AT Tl AR e BB R T 6 EREY TR ot 2014
£ EATE RGN L B GEABAE SRR S SR oo A PR

Tt P enp % (The use of game mechanics and experience design to digitally engage



and motivate people to achieve their goals ) » 3% (»3F 2. ¥ > Burke (2014 ) 2 5 ¥5pk i
Afeiie s A AR g e R F R FABET R -FESH TR
N FEEA S 5 A IR A E T B o e infRiB A % Bt (Digitally)
i 5 e 31427 2 PFER 1Y B ReDikR * 3R o 4o Marczewski ﬁ*u f s ehtwitter b £ 5% o
O Boi itk TR EET R G A T A PRI XSRS o e — PP Werbach
(2014) » #4070 ¥ BEEL > & 35 BN 1 B%AR IR 2 5 - BEAR » ﬁ‘u{%—/éﬁv
518 W%k e 42 the process of making activities more game-like ) Werbach( 2014 )
Brsgh e G AR L TR K 37558 | (aform of persuasive design ) » ¥ 3% % i&

LR e BEF L T e

!

o

XA EHERE P FERTABR - AR P AR SR H A

AR S R R D R gsk s w3 PRS0 3k~ (engage) ~ B E
B g

T
Jane McGonigal (2011 )22 % »F #2586 j¢ha & £ A F d p 4L (goal )~ 28] (rule )~
w 4f k su (feedback system ) % B B %-#2 (voluntary participation ) #7% = o iZut =
s iij»fj‘u{f?/é’*mfid‘ﬁ & oox Tjﬁ{’—"ﬁﬁ SRR AR BTN IR AR $ 20
T ETE WP AR Y PR 2 E 2 b % 0 RIBEG PR BEFR T
TSRV R RT MR R B IR e Ao L kIR pEE A ARk 2
PaYsg et A MR B P R BN pEo 3 ¥ 0 Bl Bu A FE S SR
R o TR gk ) frf“vi‘m%ﬁ" fRE B X3RN P R~ R > 1R v AR
IE AT AR~ 0w R AR o
BR3P - B R F NGE A R A RTE 0 A R AL A B
5l A > @ For + cnvsfhi8 4] (Mohajer Soltani, 2013) » H # # &3t ¥ 4o g 2%

BE o F ekt o d A PEAV S e F $k 1% > Werbach £27 Hunter (2012) ,T%LESEE:". 7 -



B "DMCPYRAMID | iz 4 - d = fagw|endsph it ~ 2 > xR /2R d + AT
ek TR R B4R 2 T % A 5 18 i (Dynamics )~ # 414 (Mechanics )

2 2%k (Components ) * 4[] 2-2 #7571 o

Bl 2-2 DMC PYRAMID
- ~# f& & (Dynamics)

PR R S REER T % 5L (Gamified System ) P b AR R B A ~F 0 K

BECTARRESE 3 A 733 S LE I AW JCS - or RO SN 0 R FEE S SR I

( Werbach & Hunter, 2012) *

(- )% & (Constraints ) : *T4] £ 55 #] g 7> ff‘uf’r A& R BABR kg i
ORI R R

(= )& (Emotions) : & * & 7 14 ji_k Sublis Pleng O » & f4d oo~ qkd 4
BATE 2 AR o

(= )#c# (Narrative) ! - T EZ#FF T Hascd > v ER Y F 3 Ffch b

HREL A -



(2 )i& B (Progression) : ARAL i chbfm i@ % F chai & 24 B > 100 R fF TLE b

§OHnE R o
(Z )M % (Relationship) : AL § 7 F 974 4 cns fF~ 3 =~ s R -
¥4 & (Mechanics )

TERR T keI R i 5 1 =@ P M i (Dynamics ) 5 Sk i€ * ﬁ
Fhfrd 2 FEBF AR RER - Fo| k> Y /P F (Mechanics) ¥ i € 1
%% —‘F'T eF & 0 & F kP-4 (Dynamics ) ° Werbach ¥2 Hunter (2012) #% !

T RIS b S
(- ) #% (Challenges ) : - £ F & & * ¥ d mAhiziz > &d - (7| 5L

P R e oo
(=) # ¢ (Chance): "t~k R * R FF AL » L BEREL BT T

EARR R .

(=) #&< (Competition) : ¢ %Wﬁkﬁ#%\ SRR TR 0 R K REP Hi

WA s
(z) & iF (Cooperation) : & * ¥ M5B & (EhE N iF L @23+ NiTir - B3

& TR SUPREFRY cnPe B o 3L F ¥ R R 4 2 TSR B[R NG T -

(

[S%)

) v 4 (Feedback) AW ¥ i¢ * & 4 RinFile maiRE D & 1 f2% T ik
o ERERT FT b o HP S BRI RL AR ARE S F S
E3 kB E
(#) BB (Rewards) @ # {7 6 & @it % & g o 3] enaf) ¥
(<) % % (Transactions): @ * ¥ 2 B enFimadh o A 3§ 432 g ¥ FHAx
AL HER -
A PRAE DA FTURR- B S BF RN F S ﬁ&{ﬁlﬁ&ﬁfﬂﬁi A ch
ARTUEF - L IRABEE DA F o BURE B E R T AR D
WAL EAE LT L ER Y F P - ALF R it AL T B it L TIM e

&8 (Yang, 2015) °



= ~ 2 &k (Components)
AR EEFEDBRIG LB S BHEDAFAON T RT R
Rl Bk Bl > T ERE S FRER AL RN Bh R § IR

#F ¥ 2243 (Mechanics ) > & £ =7 1 i ¥ # 3§ » (Components ) o i f#ix ik

EARE ¢ R R BT - He T @ﬂmgg\ ( Mechanics )’ @
EFT 21258k e ® (Dynamics) 7 B 2 4pid % (Werbach & Hunter, 2012) o 12 ®

Z Werbach £ Hunter (2012) #7d% 216015 B ~ i .
-) ’%\',T*u (Achievements ) @ " $ 72 &% g K > ;8 ok § AT R & 3 TP
(=) ¥ % (Avatars ) @ FARLAE iv et 735 %
(=) #=% (Badges): ¥ LA i sk ;TAL#%{F
() B2 B =+ (Boss Fights) © % & % 3 2 % s pF > 738 7| 42 5] FLang i
() w & (Collection ) : = T&,{é&i drc b & 7 FE
(=) # Pt (Combat) ! fvh $ <~ 2 A& 427 “1o $ e | B P
(=) M % f24f (Content unlocking) : § = RaE = P {EpF 4 ¢ B 2
(™) B & (Gifting/Sharing) * 82 s A £ 3 F RS §
(1) # 74 (Leaderboards) : 45 i & o1 I= FoiE B 2 d»i}
(£) ¥ (Level) * fEBefi 2 cnft e i 5t o 4 1 R 2507 gl BRI
(+-) #~ (Points): ™MifeF RAj ROy ik » X7 ¥ 50 X R4
(=) =3 (Quests) * FEK Pyt B o & P AR 2 g B 4p B 23
(=) A E# (Social Graph) @ e R PFEL ¥ i FH e %
(=) @} (Team/Group): 3 1 & P & fo & g3 73
(+3) E#HP & (Virtual Goods) @ #5844 @ 44305 % Ehm T A
o4 5 S DMCPYRAMID B2 28 8 2 45.¢ 5 2 @ 94 37 5 25t it < 3
(ZFRABH]) ATV AP > DlAepE R~ Ponfd  ff B ATH AR -
ﬁ%%%\ﬁ%%i»%aﬁ%ii(;a@gmmommmmwﬁﬁiﬂ’&

BHAFBRIG[NC 2R LR R P ERIOAELGHT Sy B -
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RTENPERR I PRIE > 7R 4 B en& v AT IR iR F o B R E R 2 - B Syl
AENPERR IV PRFY 0 2 WIER T Rl > 2 BEREG LY R g AR
( Werbach & Hunter, 2012 ) » 5 &) % 35 > Facebook f= MySpace 38§ 4p 4f i1 b 3 25
Beivens i o e—- BH EE 3600 mE L (2016 & )>om ¥ — BRIE_ A TS T4
BF e

$ o VBT IE B

SR I RN P dhg g R Bl R S PR g A B B I
FrrIABEE > SET) A ii)’]ﬁ;{‘f‘lw AFEe I HS R BR i o oo JRID
(meww)ﬁiﬁﬁﬁﬂ%ﬁﬁﬁ%ﬂﬁugﬁ%i—oyﬂ]wm&DwL
(2000b) #73# 41 enp Az 3234 (Self-determination theory, SDT ) » » & % 42 * %k
(PR FTY BT PR T
g B gl % (flow experience) ¥ - B e S Br L E e @ E IR,
B 5 Fd w32 g g Csikszentmihalyl (1975) #7# ) » Csikszentmihalyi %t i
MokhE s s 5 BME - 2F (A= Bigd)F> 64

4OE AR A ko

e

PHEAEHFORS L o ¥ HiFiEE 'Uﬁﬁﬂ%ﬁég\'fﬁ'fﬁﬁj’ﬁ?’ﬁti B
FRA ’Tg — A 7| e R bb’s\-;f*j,g_\ olgyfé)g:%j,j}{v 2 s A S o

9 5% chiF fic > Csikszentmihalyi (1997 ) % & 40

CFEPFED - (cleargoal ) ¢ B RATE AR A A A p R g S
oo

= ~ TpFenw 4 (unambiguous feedback ) > BRI T M ER P T w A 11T fER

S i AT o
=~ p Eani 4 P4 7 fie (challenge-skill balance ) »
2 ~ % ;34 ~ (concentrationand focus ) B EHF T3 AL FP ki

T2 pe R AR ET § AT B el 2 % o
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I ~ ¥R (senseofcontrol )» terw ii BB ey i8> B € 7 L HFEIFIEOR K

i el v T 6 4 o
= ~ 44 p A g @ (loss of self-consciousness ) » )T*u{:é% ERL Ak i e

~ PR R ehdz o (transformation of time ) » G4 » A B B R B 4 DI RE

S o
A~ BB Mg s (autotelic experience ) © BAE A i Rk AR o A B5 1 p B

Menp a2 g o4 f]mi:fu ’ Ipaw—iiﬁw@xpmi*q\&« ZEUE

SRR AU R F MRS B WAL Y L 2 0 ARSL G T UG R B
FR R B bR eE (Hsu&Lu,2004) ¢ 17 4 4
3% ~ T %4/ 845 5 B > Ghani fe Deshpande (1994) %7 7 B R > < iR
MHE R PTG e T R R AW R BT X
{5 iR o R Fhhid 4 U2 e R R ¢ M A ik (Ghanietal., 1991;
Webster et al., 1993) o b tRen et = & o < ikl ¢ F Fpb i@ * Fenig ¥ LR
MR TG 0 AR Ak PG Rexkanié * g B (Kabadayi and Gupta, 2005 ) o

Ryan & Deci  (2000a) $F% & 48 ehT & AR 5% 4 7k © % (to be moved to
dosomething) > § ik P % F & o (L B QT MRie A Fa e pH
10§ A GBS ESRR E%’,chg}éi‘lii%i’é" Bt ¥ A E W DR AZR - € T
L R e A FS A P aBE iR R 82 % 387 & 49 (Ryan & Deci, 2000a )- ¢ Deci
& Ryan (1985) ; Ryan & Deci, (2000a ) ; Ryan & Deci, (2000b) #73& ) p 2 -3
g%f]‘uﬁz"“ PREANE R R IBEPETRY > &S DR WJ%T‘L*?P\ FRE 4
(intrinsic ) £ #h 38%+ % (extrinsic ) o #73f P R 2 d BREF p p oo > FlE 4 4
PR TR G A Hyd RUE PR RE IR K & g IR R Py g B
SO R e AR B NS el }u‘*‘ % i % (Wikipedia, 2016 ) ©

A SDT 4 » fp it 7 p ad =z BLX Z R 2w i (1) p N
(Competence ) » B4 & £ iy 4 8. F iv 3 »eenE FEHF TR Y ORI (2) p A

B %1% (Relatedness ) » & A Z BB A I daiiy » T2 FRBE L I3H

12



S ¢ 5 (3) p L2 p it (Autonomy ) 3% (7 5 S H L F A F AP o 1R

FEREFEEpAALKA 2L 4 P (Wikipedia, 2016) © i&= 38 F R 255045 4

WedFAp 3 0 B 4xit 4T (Groh, 2012 )

-~

() G ABFPEI o

(C) REFarARE  RBRL R B S

(Z)REEG 4 -

S P ABGE R

CORED EE R NI 2 R A T

()87 LA PiFEls AR a3 Flet kg gt 2 e LR
Amg\ﬁﬁq\)}*m ER v deE e B F TR E g@;/\;\.ﬁ;ﬁ/ B I
L2 RAIE AP % ’EIJGK)I*,TA,;*‘%W 5] o

B AR T R

It

PRRLET 50 R m § B IR e
M ARE o F S Aok - Bl Aok L
g o BB g e RRTIL 3P 3 B feR g £

% * Werbach £ Hunter (2012) 0| <t i #cF 3 b 2548 icip (Sudoku) -
TERBHAI RN Al o2 T d PP A (P g ih) §e
ﬁﬂﬁﬁﬂﬁﬂ7é5Wﬁ*%(ﬁﬁ B TR RE F R A RGP (R T )o
&ﬂiﬁ%@uaméﬁﬁﬁﬁ,ﬁ IR BB SDT 402 Wik &
AT BRI AT n RPEH DB g R SR R Y I
HEI A A B EHME Ry NEEA RGN B kg Y LA R IR
( Werbach & Hunter, 2012 ) -

FE L 2 g B p mﬁ*wi# FEESE B ERY AL R Y B fy
T EPFEFRY DEL o b B R F AR RRTEY o g Bl

13



FE YA REFLEDE Yk o AEF R Y F %R (UX) Epml LA 247
Sk B B R RN 1 o T Y o Bl SAP R T F R R &
v ¥ 3 & ERP # * 3 %0 Suen@ B> 11 % s L R AR 5% & B v 4 % 4 (Herzig
ctal,2012)° FIt ¥ AER] > BB kIR F @ P FH AR AL E R o B

5 R el

k!
lu

TR

-gg

% ~ F#f (Perceived Crowding )

ek (crowding) 72 g A ARRBCEF Rg o DT BRTEHTAR
BEEE i w g2 % (Altman, 1975; Schmidt & Keating, 1979; Stokols,1972 ) -
R FE AT Lo FaEpE LB 3 1970°s 4 B 4eH
FFRa R R 2l 5 1 P FENT R o Stokols (1972) £ Altman (1975) 325

?‘}iﬂ\ipﬁ l“'m;fg»*rg REPA e AP PN ERAPEE L 8 b oI R g

al
"3
11

s L e AR o PR B A TSR e Y 7 B enf 6 2F & (Shelbyetal., 1989 )
Rt em s BRI R w32 RKG el o [ H i B AL TG 5 iR
AR T Flp T AR R ¥ ¢ & T|$4% ( Vaske & Donnelly, 2002; 5% %

)3
1999; % B ~ 4 =% »2015) « Eol K > Fiv o &7 FFR Fw DS £ S

BEARE S NAFERRMAE > RN £ A %zﬁfﬁ{:}%ﬁwﬂﬁagﬁjowﬁ =zh
ARSI AR R - R A BT o e ﬂfﬂ* AR =

<)

1345 1984 & Montano £ Adamopoulos %7 3 TAp o R X AR T L iE
AL AR RS 0 B F ¢ b BB Y (situation modes ) ~ = & e
#5¢ (affectivemodes ) » ™ 2 T féchi & {7 5 5% (behavior modes ) 3k ff #74f =

(FHALEF 19257 AFHEN 20 0 2 27 3 HERAOLI 2 UE [ @
s 0 A 222 40T o PN FERET RO L T2 R G 3 e PR sk o et

HHERDD B E b o AR EARY o B ERET LA - A3 X Ra g

14



BB PATHFE R A2 T’?‘fﬁfi‘u”ﬁ T o R X cHM A ,1*7* PR
it BB 5% (THE3F 0 @ 12 Stokols (1972) Hedana & M L fEAe R e = >
BRTA A P G R R IFFE o

21 fed it i

18 3 5 e

LS ES L AR S AL T LR )
i Ll a Kk
S R

HESOL 6 F Rk R BRI N

I g o HE s g g E o

/

TR R L AR (2005)

o R 2 E
#2345 Andereck & Becker (1993 ) ~ Dittonetal., (1983 ) » Gramann ( 1982) 14 2
Lee & Graefe (2003) &%= 3 fip » 7 * K @i odf csmsh > 2 A 0 2 Y52
# (expectancy theory) ~ f{jr4z 3234 (stimulus overload theory) » 12 % 42 & =+ 3f
78 34 (social interference theory ) » % A i 40 ® o
-~ BHEA
# ¥ (Expectancy) ¥ MAR T & & - BHF DL L WEF - TR L1

4013 € % 2 R 4% % (Lawler, 1973; Schreyer & Roggenbuck, 1978) - ~ i} R

CRREEBERAF LR B AR B E LD S e bl b R R ]

B A Rpr g gn gk o i F gﬁp ER I FRESMKE N LS m;}i—iﬁiﬁﬁ}ﬁqg\. ke
#& (Driver & Tocher, 1970; Graefe et al., 1984; Knopf & Driver, 1973; Vroom, 1964 ) -
M Al Bt B A 'fr’I%\ % > Yo Ak B s A T B AR B8

%% 12 Bt (Graefe et al., 1984; Lawler,1973; Schreyer & Roggenbuck, 1978 ) -

r,b\

o

Shelby etal. (1983) “%= 3 TApdio @ ﬂﬁ‘lﬁP}{%}ﬁiﬁM‘rﬁi g s R

15



P REY RS G R R G A R § A R L TR AR A
W s £ @R g AR
ERN F 25 S r

ﬂn\

{14z (stimulus overload) £.¢ Milgram (1970) #73% &) » 3% 3%k p >

A
BAFH 4 E AL eI T ( Gramann, 1982; Milgram, 1970 ) - 45322 % > 4
Pad RO Y AL RBIE S T foak € tlige S EF s
A FRIEV TR L ST RN e F A BT R RR P L § R B
AARAS 75 AR PRe A RS EAF I LFLE &ffﬁ/j*
Fegio® (Bell et al, 1990) < o> 4 % 538 BI04 B A0 1 chpn s o de
McCarthy & Saegert( 1978 )>Baumetal.( 1982 ) & & iﬁ" HAE R @;‘ (‘'social overload )-
2 Speieretal. (1999) e 3 ﬁﬁ\ (information overload ) % & #_ %] 2 LB ¥ faw
Ciagt ol J RN IEC A e L B A = e g

% 22 P W R

& TEE %
EAk e e3Ed H K H B iz McCarthy & Saegert (1978);
A g * "li-,“ Ffe Pl 5 ik 3 # Baum et al. (1982); Maier et

(Social overload)  fripBd /R4 - ¢ HRBE 2 B al. (2015); Zhang et al
PR W EERMA I T o (2016)

s W % T AR B A AT e Speier et al. (1999);
(Information g 4 o - K& TR Yang et al. (2003); Chen et
overload) fEic 4 Fof m R o al. (2009)

s A E KA 2 F KKREA Deutsch (1961); Lang

(Communication FEFIE o ¥ i € R4 & (2000); Chen & Lee (2013);

overload ) R - Zhang et al. (2016)

LT R ﬁ BEY S 5 47 i v Karr-Wisniewski &  Lu
(System features & 5t o € 3 4e & AT f £ (2010); Zhang et al. (2016)

overload ) TR TR

16



PRS0 B ARE Y 0§ R RAR DR AT RTIR Y F el PR

PF o i ¢ 224 4% (Schmidt & Keating, 1979) o 134538385 > * ¥ & 5 & fasg ] en
P (1) < B FH (psychological crowding ) » M ##ie 2 7 d R &7 5 #7351
A HA A PR FIT A AT A RSB A h TR ER AT L E T LAl
(2) # 3 H$d% (physical crowding ) » ¢ | S -2 F i B AR X T2 7

7R A alde (2R 0 2003) o R R IS 0 A AFenE S K G P RS
@ﬁyﬁ—@ﬁﬁgé’w&mﬁa~wé§&$ﬁﬂB%ZW§%’ﬁ&%§%
Frs 2 2 andl > 7iorg Kenp R T B A R2E ARG AL 0 g R

( Andereck & Becker, 1993; Gramann, 1982 ) o

FEME 2 ko IR & 5 TR BARR PR BHWRID) 6 R
(Stokols, 1972)« @ 457 I AR R g 2~ & W 1 7 | SPER o bldedt
DFA P AR AR ER L BRI - AR g R
BIPRATER R R R AR R R S e |6 PR (Maier
etal,, 2015; Zhangetal.,,2016) o gtk et &2 AR F AP > R A @ H 3T 05 A R
B enfieff AL TR e L T F R RIS S ek g g w4 Fp A

T TEIRIE ) A TR £ -

¥-& FIEE

A7 %+ Zhangetal. (2016) #73% 17 3 73] > 4o @] 3-1 PR 97 Tk
sk 2 ¢ (social overload ) = 47 i 48 & SNS 1+ chddhg £ » F & i = % b
FARONEFREFIWEEALS g AN G AL ZREAI e &

TAR IO FL AR RS B SRR AR L B e i e do] 32 4T -

17



Perceived

System feature
overload

Social network
fatique

Information
overload

Discontinuous usage
intention

Dissatisfaction

Social
overload

) 3-1 Zhang etal. (2016) == 3 H7
1R Tl ke 592 % % B ARG B 5 enflen 4B B A T § R EER P
FALFRL o FL AT EER T HHSR N SR DR SRR T e
RACRFRRDLAEULH R F AL Lo o B a2 RS
O BECAL D BT R o  kisHiBY ST Y BT E RREHT AR

R

A )

B 3-2 2 3 2 #-7)

-8 FPE®R
IR AR SIEE = St

0 KR SR TS AR 0 01T LR R OR £ R - e

ThB oo TLE GWT T AR A L E S B9 (2003) $HA RAE R RIRE
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oo B ENEE = FF O R B SR F R ST O RN ERT
A BRI E BRE RT‘ gRF Ao 2 WP L B 0 oL
FREEATE B A R PF > B8R 2 €403 H % (Shelby et al.,, 1989; Vaske
et al., 1986; Vaske et al., 1996; Vaske, J. J. & Donnelly, M. P., 2002 ) -
EE AL G4 A endE 3t > Joinson et al. (2011) Alid 7 #ic i dEH
(digital crowding ) 3% K it SNS R & 7 VAL e P AR Fff o 7 P A
St & SNS FiE R ik 2 il g i B A Y > XD SRRRY A&
HAFHAI AR ® o ploh b 3f v}’?;}f ¢ kI gt <@$\(Zhangetal 2016 )~
ERUES (Chen et al., 2009 ) % &id i (Chen & Lee, 2013) & 57 7 518 d14pag
ehgiEe L EHRT 0 B P RIS G iE mi«fﬂﬂ*fj‘u? W € A& 2 PR
ZoF AL (R P E G R Lol F % AT R ML
BN T R SRR T A ] T SR E o PR R ALK ARG o BN At F
hgiz o M ERDT IER

BTEt BRI F HRRae L e B -

- #EReofarmir

JORE NS R K LR I Do % A e D
FHRT LB R FSR T OB ok R F e B X T e RS
RIF I Pl e € X B 0 Dldeil § 2 BT IE R s s 4 g o
R NP I A ML H Ry FHAKDTBRLAI D FEFT R 52
Feng B orig = (Oliver, 1981 ) - EFHFA TR J o R XE T RLAT F
B M 5o b4 SNS g * X M F] f 6 PR % PF § 34 SNS 597 % ( Laumer
etal.,2015) - ¥ ¢t Zhangetal. (2016) %= 3 » 45 » @& * SNS i3 & RO %
HIBLRF Lo PR EM G - BYFHBLRPF L FRo [ 5 D

WHRRER T ERY P ﬁ &R BT % (Allderedge, 1972; Morgan & Lok, 2000;

19



Needham, Szuster, & Bell, 2011 ) o ]t » A8 7 3% 7 7] K ¢

HZ @ 5% * B - o R HAFHTBLRT 2o B F

-2 RLREY KR LF

WD LT oL BHEL Y R 2 S RIBPLFFgHT Py T
TEF AR léri-hg HA S RIFE T F B0t o 5 7 FRIRGER B
H R L g AR w7 52 24 (positive disconfirmation ) £ & & G 0 @ Ap e
FEGWH Y AT A4 f o A FE T (negative disconfirmation ) & # ;& ( Oliver,
1981) ]} B & &2 7 ‘}%%‘FKF PO R BAS N RISEMBR DR A o bl
MR RT3 RE TR RS e R R 4oddTR fo 3 47PR (Buskirk & Rothe,
1970)c 25 s 3 H R R EEFFR * LW/ L v 0P 5 (Laumeretal. 2013;
Zhaoetal,2012) 322 » P UIEH A B L EE Y % * LR F i3 ol vl
Tom TR iR S B3 - BT F # o blde Lugmanetal. (2017) > Zhang et al.
(2016)% 5 % £ SNS 97 {3+ & * X4 SNS 517 B LR 4B » /A0 Eiit
* l?]fj-‘t%ﬁﬁé,?‘l o F]M o AR F H AT BRRK

H3 : i i41cn2 BARKY SR * A WG 2o P

Fz 8 PIREL THRAHKIT

AETHEY R AR L SEAFRERE T L T AR ] L R 0N
*iEd Pt REREE R A DR L RN BB A F i et o 11T
% Bt mde™
o AT B

AT AL R F B RGT B i R S e LR Gl T Tt

N

B fRi -‘F%%‘é)ﬁ*} LR P AEF o R P AT g AFEFERY LK

& A& &F i) fea + (DeLone & McLean, 1992 ) % L enfirg 2 5 » K & iE'Jﬁ
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BA R &I HOEFERE (duration) ~ #7 ¥ (Number of times use the system ) %
( Barki & Huff, 1985; Davis, 1989; Kim et al., 2005 ) = &4 > Davis ( 1989) 12 i 44 =
TR T IEE AN T IR R ER YA S o F - Y L 25 @R LR
—*ﬁﬁ’d €O S ehddh Ao o F h R o SRR € % (nonuse ) T £ & (heavy);
B g R R | B Ty ) (Hartwick & Barki, 1994
Straubetal., 1995 ) 2% 3 # > & * F]g% R g * aE S YA s Fpt A
3 %% Hartwick & Barki (1994) R 38 > M Z 5. 87 220 8 4 0 f2 B 1 T

ATt T sTgd TR E ) 9 EN P Ep e e e

Ze 3-1 FEN S F1@ *oE Fonfit§ B I8

Hom frs B I8
Jo= How often do you use the new system?
: ‘ (infrequently/freqlhl’eritly) ) ’
, il HE - IR LTED EAL R
d DRESH TR ¢ S U S S-S = il A SR )
z RS W - EFF R AP ED A LR o
i3 s L - B S 0 BpERA Ao o

( F 4 kiR : Hartwick & Barki (1994) & ## 7 i% ix)

N

~F7 3 %% Zhangetal. (2016)4 % Leeetal. (2016)e0f* 38 o + 387 7 & W47+
SNS it % i (social overload ) 14 % & i if Ea ( communication overload ) » #] i
MERLTEORFRPLE S B LR # BAA L R

B o A R - Ko R XS R RS T LI

A 2w ek T ) MG O K eI A R G B X ok
AET AL T BRI L AFL R NPT B RE A L

AT AR EL IS5 T22F R 0 28BS TR LB TEaR X B4R

gé‘ 17;“‘11 °
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% 3-2 e e KR

i

fg—’_& Fv

¥

Esnd

J <

&
s
H

[

I take too much care of my friends’ well-being on
Facebook.

AR VSEAD PR S R R R > B4 AT
// #‘é: 3 °

J <

o Lz sy
'@ * L {o

I deal too much with my friends’ problems on Facebook.

ARG E PR T B ] S T A S e

F <

12 i e

I am too often caring for my friends on Facebook.

ECE BER TR A N sty LA I LRI P S
AR UHEA

R~ I pay too much attention to posts of my friends on
Facebook.

i3z is A R d s B At RSN kR B R
FEAL I N RURF

J o~ I congratulate facebook-friends as a consequence of the
birthday reminder, although [ would not congratulate them
in real life.

PRSP AeFE i"?)?%-i 2R AT RN TR R E RS B
F27 A7 A o

J~ I often feel overloaded with communication from SNS’s.

s 22 5
i 2z fs

B PSR ER AR S

(F# kiR : Leeetal. (2016) > Zhang et al. (2016) & ## 7 i i)

2~ 2BAR

rEF
GRS A T Bt

R S

%% Zhangetal. (2016) # B B L A E £ > Beed AT g chR 58 o

BRIE2Z R A RAZEF A REL S AR G2 R

BAALEARF o
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%33 A AR PEFERE

e e B I8
R~ I feel dissatisfied about my overall experience using
SNS.
i3 e s AN ER BRI R R e
* o= I feel unpleased about my overall experience using SNS.
e e il A OSSR T R
i o= I feel discontented about my overall experience using SNS
R i ts A EOR RS R T A s R e
R~ I feel not delighted about my overall experience using
SNS.
s AHFEROEN BRI TE

(F AL kiRt Zhangetal. (2016) & *F 5 13 :7)

B9 ¥ r W
AFT 7 @ * Maier,etal. (2015) > 22 Zhang,etal. (2016) & % o & [P
PEIBE ] BEIE > I BRAFTORE o FE AU AT B ERE

CRERALIASE R R R SANE AT R L AR F A A SR Y

LRAxF o
% 3-4 ¢ 4rie * LBl E B
o [ Sl
= In the future, I will use Facebook far less than today.
¢ g is FoR g SR e
BT = I will take short break from Facebook and return later.
2 DR SE Negmbpipbig* > F- KRS LERTRY o
* o= I will de-register in Facebook.
P i3 s ts Mgkt oo
] J o~ I will use another social network site.

le [Ed f’é E:N g :I/t» 8 r‘ﬂé}“« o

(F 4L kR : Maier, et al. (2015) > Zhang, etal. (2016) &*# 7 i3 :%)
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4357 Rz RELEIT

15 T 7L o LEs

% H LR

£ J{Fl‘—_‘:%» o

<) ARER 21 Hartwick & Barki, 1994 4

3 ABAR R SRR ST

o BREATA L R owm R E Maier et al., 2015;
ey PRTAZOEGE sr et )
T * S AR AT Leeetal., 2016
B o
L Regb-k i B AR R Ik
LN i 0 A R AR R Zhang et al., 2016 4
Fom 2 o
P JEV RS MY VAR U 2 . .
Sy @ H G R Maier, et al., 2015; A

K o Ravindran et al., 2014

(FHL KR ¢ AFT g EER)

A A% >
yFr & AR
E RSk

AR E LA LT R F - BICA LGRS S % 3R
AR R PR ARE AT BRI P ERY LW BT B SAR

#l oo

R

PREFRADEILLTFIAT I AT AR ST FE T 0 5H 30 22
RIFEER L ODRE B - B L RE IBMAR A2 A AT DB

2202 263 -

R FRERAPLHY
Fr1EREY RREEAE N P L% Google shat F £ H K3 {8
Sd B TR BIRAE LSRR o % AR RERUE B N R

EFP o B4EE SRR EL > HE% €0 FitT1 Google thZ SHa & > 7+
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Tl AR R e
AFTE AU SN G HEL RTINS B ] el X o Bt &
LT B g 5 R BN F o B R B B E L RS A

B rh— % A 4R AR (2 A o

> FHAFIE

AFTE R SR AR ( Structural Equation Modeling, SEM ) # 12 SmartPLS
e FTRAITil > ¢ 3 AR A TSP T A% FEPLS i1 & & 2 8 %
P (RARFIEMGEIRY ) FEEFERBELTEE (FRE) » 7 k%RE
AR e F] R B (E o ds 02013 )0 #30i * PLS erHF A R A BT KA B
HEME A per 7 8 Ry g R 3 RE X RPORRE o gt o PLS B35 54
Y OEF L£ARE F 2 0 4o Ringle, Sarstedt & Straub (2012 ) 74t $+3° ¢ 8 &8 7] MIS
Quarterly i {7 st2t > ZF g * PLS ah v #IcT I~ tg= £ «hdfd > J ot ¥ A PLS
TR TP ARRAR T Pl E AR FPt AFF T A=K PLS 5 4457 72 o8 * Ringle,
Wende & Will (2005 ) #+B 2 2 SmartPLS ( Version : 2.0.M3 ) #it#4:& (7 PLS 4 45

At it o o AR &+ SPSS Statistics 24 (E 5 A 52 1 K e

F_‘-
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Frd PR
Fo8 frArh

BAEZ F R Bk ool AdE 5 637 6 0 FEF R £ 5 578
B0 F At B 5 90.8% o B A gt Bt T A A 4] Hi o

241 AR A TR &

FALE 7oA & 4 A
g4 516 89.2%

RS + 62 10.7%
- 578 100%

20 f 11 T 193 33.3%

21~30 & 337 58.3%

A 31~40 # 38 6.5%
‘ 41~50 9 1.5%

51 fers 1 0.1%

= 578 100%

B & 24 4.1%

70 /B 170 29.4%

Ly < B/% 365 63.1%
Fg T 19 3.2%

o 578 100%

54 380 65.7%

it %’2 2 24 4.1%

Wi & 32 5.5%

PRIR ¥ 38 6.5%

o PHE 26 4.4%
’ &/ irg ¥ 8 1.3%
ELE S Y- -1 2 0.3%

TR/ ¥ 3 0.5%
H 65 11.2%

&3 578 100%
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() 2 41 HrA+FHE

oL AL AE B o~ i o
331 E 27 4.6%

1~2 & 25 4.3%

RNt A 3~4 & 87 15.0%
R S A9 5~6 & 120 20.7%
= E 319 55.1%

&3 578 100%

Mgk 134 23.1%

1,000 = 14 253 43.7%

G s g 1,001~3,000 ~ 123 21.2%
5 st o A 3,001~5,000 = 42 7.2%
:{fﬂ, % 5001~7,000 & 8 1.3%
e 7,001~10,000 = 1 1.9%
10,000 = r7 + 7 1.2%

&3 578 100%

L] pER 15 2.5%

L~ o) 80
ades yepy S 7 5 4
;‘iﬂ‘; f’f‘ ¥ o 23 ) 98 16.9%
3 |t 209 36.1%

&3 578 100%

3P 53 9.1%

3~6 " p 33 5.7%
& 41 i3 20 o5k 611 ~1& 63 10.8%
hpE e § 0% 1#~2 & 156 26.9%
A9 2 & ~3 & 53 9.1%
3E 220 38.0%

&3 397 100%

(FR kiR »F g B2

e 4-1 kg 0 T 1516 4 (89.2%) i+ »+ {62 4 (10.7%); & #:h
AEL 0l 20 T g 21~30 FE A SHREF 530 4 0 b 2R Ak
91.6% 5 BB FAR Y » 1 H/hf 5L 58 365 4 (63.1%) =5 F ¢ Bun
170 4 (29.4%) AR F 1 > 3 & 2380 & (657%) 1 Bt et

B o E P IRV MBI AT 2R AL E I N EERFENE FA S o
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GRBR (7 5 SRR Rl AR ALY PR T R T8 041 K it 3] 319
(55.1%)» B = 3 5~6 #1120 © (20.7%) ™12 3~4 87 + (15.0%) ; &8
G EspkenE 1 TyaiE g 15 1000 A TR B d 0 253 4 (43.T%) 0 HE i A
Wy 134 4 (23.1%) 5 BF pTIOE R A SRR 5 3] Bt inke
%54 209 4 (36.1%) > H AN s 1~2 | Bre147 4 (254%) ; fp F i
¥ oeRs AP PET 03 & 1 X3 220 4 (38.0) S0 HA 5 1E~2 #5156
4 (26.9%) -

% 4-2 2 RP3E 2 R X 2T g

W oA BT i EyEra
WH-F> EEFEEp
F y 1.021 4.07
EFEm b A o
2 -FoBEF L TR
i EE LA 1.286 3.46
X v B - s =4
1 g ] —
WL - BIFETEDP
"y . 1.112 4.44
EIlm Ao
TSR C IR G S-S 1)) 4
. 2 ] 1.348 3.59
/r'f"" m b AR o
Ekfﬁp&éfk%’wéfkﬁg#
AETRE E R o apgR T A 0.939 3.99
fi -
A7 B8 1B 5L S A
. \ 1.073 3.86
ﬁ\gﬂflj , re%i“” 2\ 7 /;;}%4 °
ﬂﬁ#iiéﬂﬁwiw”
J‘( T LA R I o v
Bk by A N A 1.227 3.09
LEA
Ea »v%gﬂ?m'u :Eb‘ l’f“-‘—liiﬁ’
RRi gk R ER 0 g4 1.020 3.74

TR KA

N ke

BEATE T NI AR/ B 0 1T 1.152 3.51
TR BHA
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(§) 442 2Pz L8 X ¢ T 1o

o LA R 7 L G &
g T
. }j*{ L 1.062 2.64
i
EAME!S ﬁrgfy s gL Al
i BB HE 1.051 2.48
FhRRRE 1 1% -
- A R YRS R T
1.138 2.64
AR
s ﬁrgfy vE gk Al
; B 1.067 2.46
TE o
A F A g R P o 1.315 2.88
MG EARLRY LB f
§ AL 1.295 3.10
ET R Rl PR LE AR o
Agimik g o 1.232 2.26
g sl @ e o 1.317 2.57

(FH KRR AT g ER)
TR E R LN IE Al A T A B AR S A o R 2 T

I RP Ay SR e e 0 H 2R ek 4-2 T4 iAo

)

C RS TASL d T o T A T A B R T T alcd 400 30 iR

SPHCRAT R 0 BIEE G 5 A RIS B b A % U R
SR L T 4 P T dro BB IE T ot S 3t 30 B h A
3 e Rl G KA A R A VA

CABEA AR D TRELTAY T Aeo & BRI DT Y 3 3 el

I

FUEMA T 0 £ FH SR B R T AR -
o~V ETR R R TEAs T A 'P”ﬁfr”ﬁiﬁljﬂﬁ%a‘%?v‘ Hrig * BT 5

dF IR BRI IR R Y - BPER L MR o
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$o & BRECAKRR
3 GBRAH

AEFT R E2Z B REHE* Cronbach’s o H#ickffTg » 2N EEnFgdi2d
FR*YPDERY K- BEADE R GHAXF > £ 3%E & 4848 2 (stability) » p
M- kM AXE o Cronbach’so GBHEE A3 08 1 2 F > F 52t GlBF I 5307

(Nunnally, 1978 ) o g\ =¥ 1‘“:}% DeVellis (1991 ) g#E 3% > Cronbach’s o B & 7" Jf 4 3
0.65~0.70 2. FF ; 8+ 0.70~080 2 BRI 7 = B AE 4 @ 43 0.80~0.90
ZRERAAFFAENFNGRKRE AT 2R RBRE * 40k 43977 0 LiEa
2_ Cronbach’s o % * 0.7 4 b » &5 A4z & o

£ 43 BRAITES

f#\i g Cronbach’s a (>0.7)
gk i s 0.773
et 0.813
PRE R 0.929
¢ g 3R 0.790

(FAL S #E f RET)

F R A
AR Y % Hair etal. (1998) #rZikeh= A pth > » & 5 BRI R AT A
(Individual Item Reliability ) ~ 2 = % & (Composite Reliability, CR ) &2 T 5% 8 %
# (AVE) Eﬁjﬂﬁ'— o 14 P#Fﬁﬂi’iﬂ GTEAERE W Lo AT TR B R A
PpE AT RO o
-~ BWEFETR AT NE BREESEGARFLRETREORER 1R
Hairetal. (1992) #u ik > %l f F & BB 05 1 o AFTE AR

BenFZ f e B4 0.525~0934 2 F > 32+ 30 0.5 &7 A F
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BhRlF LD R -

S EAER I - R F AR HCR EARF R AT RIER
A% BRAPM o Hairetal. (1998) 223k CR @/ 2t 0.7 » #47F 974
Bt %I HCR B33 0.8 &1 AL hiEd & F LA 8- Ko

TR IR R AP BE ST AS VAR K B A EF
e R e BEFERE R 4 Jeapsc & (Discriminate validity ) 245 Fornell
& Larcker (1981) &% 0.5 5 f@ft #-4F » A&7 3 2 AVE & %+ 0.569~
0.824 > #75 Hm T IOF PP R (AVE) ¥ 22005 47 & F Jcaorik o

% 4-4 B 374 %

e Lf e B RECFRIFE CR AVE
(>0.5) (>0.7) (>0.5)
GMl1 0.829
PRkt 4 (GM) S Ny— 0.855 0.597
GM3 0.678
GM4 0.812
PC1 0.739
PC2 0.822
e (PC) PC3 0.525 0.867 0.569
PC4 0.698
PC5 0.812
US1 0.910
sk (US) us2 0519 0.949 0.824
US3 0.857
US4 0.934
DUI 0.729
TN DU2 0.685
0.859 0.605
(DU) DU3 0.824
DU4 0.811

(FR K A= f )
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PLS &R & F B2cR cnfEt ¥ d A& f87 5 8 {7% %% (Henseler et al.
2009) - B NG hT oM EE (AVE) (T 22 F A0 H 6 G
2 th#c > % 4-4 (Fornell & Lacker, 1981 ) ¥ - #8* ;% 5 4R % f jm4&*L (cross-
loadings) » % dc? BWIRH2 f R EF W H L Rl FE 0 & 4-5 (Fornell
& Lacker, 1981 )e A A2 5 Sk S % A f87 5V % 0 SR B F L B 5 U4 enF W5 o

3045 B b b Ap M A 475 %

GM PC us DU
GM 0.772
PC -0.122 0.749
us -0.031 -0.122 0.903
DU 0.148 -0.128 0.256 0.775
GM PC US DU
T o 3.888 3.638 2.556 2.70
Gl 0.920 0.808 0.976 1.011

1. GM= &kt 4] PC= ¥ s US= 284 A2 ;DU= ¢ &5 * 3 B
2. b ainded S LAl Fadp b il
3. #émaikz 2 THFPHEFPE (AVE) 2 T 2 §3E (the square root )

(TR KR AP L R )
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14623 RS

GM PC usS DU
GM1 0.812 0.445 -0.083 -0.167
GM2 0.813 0.479 -0.015 -0.119
GM3 0.677 0.361 -0.007 -0.103
GM4 0.806 0.472 -0.003 -0.073
PC1 0.359 0.818 -0.113 -0.140
PC2 0.565 0.804 -0.104 -0.159
PC3 0.225 0.678 -0.127 -0.006
PC4 0.328 0.782 -0.030 -0.061
(URY -0.024 -0.126 0.906 0.196
us2 -0.009 -0.113 0.918 0.213
uUsS3 -0.027 -0.070 0.878 0.248
us4 -0.048 -0.131 0.927 0.255
DUl -0.129 -0.114 0.203 0.784
DU2 -0.085 -0.077 0.084 0.688
DU3 -0.116 -0.096 0.202 0.815
DU4 -0.201 -0.130 0.248 0.815

L GM = gpbit ] S PC= fgparf s US= 2 L& ;DU= 7 &7 * LR

( L & R j\lﬁm% )

¥ ol Rl F

T3 @t ik &) T2 (Partial Least Squares, PLS ) 77 7 #3]& & 35 #7 7 Bk

I

2 5% E o e Benip B A AT By Aol 4-1 ST o BT A2 AR S o @
FRS ik A B E AR A % B3] i3 4 (R Square, R?) o &5 fafic & iz 7
B enigdi 2 0 f B R OP] A AN TERIEEA Y 0 MY R R HhIE RN 4 o &

B $Hcniz@®+ (R?) # 95 PC (32.7%)~US (0.4%)~ DU (8.0%) °
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Sk 7 amia

ZHR T ) i )
R“=0.327 R =0.004

Bl 4-1 # 7 #3) PLS
Bt B A 47 907 o A HI T2t S EEE i ¥ ot v
PR R A TR o BB R T Rl 05720 T AP E S 1627177 &5 A
B SERFECALFHEFLE  F AP T RLHL 2 2
14y H2 Tesfh sl et A S RA R T Lo BE, o BHRE
LB s -0.069 0 T %t £ 5 14427 2 7 A ERREHRF ST F E 5 BF L
FJh AFE T B H2 A2 .

B HI T2 B R 67R * L W5 & v B0M 2 lpr > HER T

Plich 0248 T ¥z & 5 64497 » A7 ABREHEL L HF L Fl H3m
e w2
2 ATREATE RS

B3 B BT el S T s+ ¢ %

H1 GM > PC 0.572 0.032 16.271" o

H2 PC > US -0.069 0.051 1.442 s 7o

H3 US 2 DU 0.248 0.040 6.449"™" & =

EaE

1. GM= 238t 4] 5 PC = #dpscf 1 US= 28L& ;DU= ¢ %

®* X R

2. ¥ T @>329> &7 ¢ 1 0001 kg -k > B RERF
* T E>258 £ ED 001 enkgx-k® > MikiE R
* TE>196> 27230058 F K% 25 &
n.s. non-significant » B % 7 & ¥

(F# s e g )
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Fu§ ¢ Ak A
TRERREF LI A 4 REnPE > ATy A B % Sobel (1982) #r#k

41 e Sobel Test> 12 % 4% * Preacher and Hayes( 2008 )% 2% 3% =44 ¥ ;2 ( Bootstrapping )
BT A2k Sk oSobel Test L & 5P Fdercd £.F 5 o 287 % #:8 SPSS i1
hE AN i 0 %=~ 0 Andrew F. Hayes #7308 cha 47 /2N i (76 Bk o B F 2| ¥k
HiEE o F BiErcgk oot % & (Confidence Interval; CI) % & 3 0 % 71 B &%
FEEF>TTEG P vk e ¥ A%RE S 3 5 1518 Bootstrapping > & 2000
R R 0 95% i S RET S B RRSDTRERFR IR AT AV EERR
(Percentile CI) % i & B & 4 % & (Bias Cl) %7 & 5 0> ¥ g & 5
T2 ¥ 5 2 (Zhaoetal,2010)

F 4-9 ik o & % BEor oD BEEN T ] N dedRe 2 TR R R ¢9 Sobel
Test 3e3 G T E T > 196 T2 kg ¥ > pt ok Tk T2 B3R 2 17 %
i * X B, eSobel Test e 4k T &~ BT 7 28 % o % Bootstrapping = & " ¥5j%
s T B T ARA R MR TR AR R R T R
AW s B Rk B R 500 F A B E Y Ak I0A 5 A

2 4-8 Sobel & 2 &2 $5 i Y 4ok Hh sk

Bootstrapping 95% CI
BoA BT Sobel Test Percentile CI Bias CI
Lower Upper Lower  Upper
GM-> PC 2>US -0318 "% -.219 .106 =217 .108
PC->US->DU -0147 "% -0.69 .020 -.077 .016

1. GM= #5gk i #4] : PC= e  US= 2B L& s DU= @ #7i¢ * L
2. %% T {@>329> £ 77 ¢ 2 0.001 FAg ¥ -KE > B GLEE

** T E>258 &7 P 001 ek -kE > B AE B
* TE>196 4512 E5005ekgF K& M xigy

n.s. non-significant » B % 7 &g ¥

(FH &R R T D)
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1% BHRAHH
-8 FLIRE
SR </ ARME SRR g
HI & = @ 2% I SHRIR T § BT o2 » 1M
dole g4 T g dp o 5 l%’*’—*‘;ﬁ\?\mﬁpﬁ A% B g%iiléq**ﬁ,g\;if‘ g %

R % (Zhangetal.,,2016) e ® & b endR b 2R A I & B envs a8 (PR

TEP/IEFEE P EAE TN —*(Iﬁ]]‘},—‘_f.énx) E AN ’*‘3‘;»7‘1”‘3"/’% v mEFT R D

g B AL '%lz,pg? €50 R ANTFRIL PP DL FEE/ ER A A
T8 A b 4 AR PR s R A R ﬁ;.ﬁ?fjﬁa%ﬁiéﬂf FoodLA 4

Beng GR R 0 EHL &2 o

FHCEEIBIR
H2 7 22 [ ol 7 AL RAFEFOr e B EM &
PR RIS OF I Tonsed A | KRR 5 R R Sk auk g
TEER T H L ENA0H T R = o Altman (1975) )I‘p,uia o PR
mos g A

£ EAB AT Sk BB s 5 B (displacement ) ~ & 32 it

4 A &84 (coping mechanism ) * & 4 e Manning {= Valliere (2001 ) %

(rationalization) % # &-#&# (productshift)e % # [ 432 i | 2 Festinger (1957)
TR A BH ) S EARG ORI AP LI RBER AL P L £ -
PRGBS TPl T T A L T R A B R R R akR
[ R f]}u-\‘?\;;b& MEBEFEII P> R FER P LERFIBRLAR
( Manning & Valliere, 2001 )> A= 73 @ & * ﬁ ¥ b z?r}“r”ﬁ F A3 R R
TR GEE L RG — TORF 0 TR A f’«‘i PR A EENT R R

BB FEHR T - KRR F] o
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F 2RI ARE T LF
H32+ 2 ZARHY HR* LWF 2+ P %

BT FHR SRR SRR I R LE R g P TR
R o S BHERE B F P AR O R AR Ko Ao K4 NS i
PEHR ISP G Y R * HL R (Zhangetal,2016) ¢ ® * ¥ ¥ app
PR ARG R PR A R 0 X T g AR iRk @ % 3% app (Welch,
2016) e ¥ #H AFT G S AR R F X WG P U Y OR B AR B
LA Y B B RN A G E R R o R R T e 0 oG H2 f
FIV R T F RIERNE © G AR AT Bl W S SRR T R 7

g b G R T o

o8 16

AFT 3 %% 5 Zhang et al. (2016) &= § H3] - 3 2 F ek de x5 25ER I 40
i RAR S TS p R AL D R AT R F SR B R R S H
%ﬁ%ﬁ@%@ﬁ%ﬁﬁﬂﬁﬁoQﬁ%ﬁﬁﬁéﬁﬁﬁﬁsﬁﬁiﬁﬁﬁﬁigﬁ/
Al A SR Mo s RAF RO IR T UK A R % hig *
Bl e é’qf‘u&rﬂi}’rﬁ?ﬁ—% PRI BRFEEIE S fmwz;s'rzwmf%%vg R
edpao L cnd 2 (Belletal, 1990) « # A T4 * K FFw fi & BR8] 7
R x;:;j%ugé;( RFEAD PR R L AEAR Y F A
By o RY F AR 4B LRSS g B AR OA O R e B

WORRT T R T G B Y AR A B g g
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=& =3

1.

AEFTRARRRD T (FA S TRAE ) TRE IR A aEH
X UHEA 2 Y0 AU TR A LA S 0 RS A LM BB T hE
AERRFER 30 K hvsikae e oA dk (& ¥ RZ 0 2017)
GETRPELARE A OTRAFET & RBARY TG ERE NENIR
FFhERT o F AP RAR DR L PG G

PHERAER R o AFET RSN B R EF P I/ R R

VR A3/ E G0 6 R AR o IXF RS R P T ]l i i 50

\\

B R 3V A AR R RTS BT TR

Sr & AkEYT A

1.

LI R L T LR R B £ AT R R R
0 fRR ﬁgm'riﬁl'f)j*xaﬁ E oM A RAET T T RRE R R T
TR EF RS SRS A FL AT RY SRR KDY
PR o
AFTEERE AT H g ER SRR R R > U2 7 g B
t< Al V=g el e A Ry b F I * B E4EiE (Fear Of Missing
Out, FoMO ) &k 4*¥¢+ s engd BITIHF 3 ©
AEFTHEFT SR BI T REPLE e o ¢ ERi Hho
A2 f e

ZoFPEARFEY PV EEE Al o BEEER B

e
Yo —'ﬁﬁp"‘? LRI AREE " S UK I SNt o —‘F,k’P\ & R 3R (fatigue )o
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