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- [HERST(E - 55 17 H#H 2018 4E 11 A
FAFTTE A REESRET 2L

W 15 S SR A NS MR S8 e - SR DrsEsib 2 CAC ARG I 5Ty
BGRTT R - BRI EREAITFEN T TE ) A8 BESbTTE R i
BY ) W RAVIERE ~ J0F - KEBREEESUR o JEGERE (RIERRAE SR 2k
SCEANHEENE ) WEITEE ERE (S " Brad , NME(ER ENAHEN 1
W WREREAN AL E R E R B2 0 o IR E E TR N
by AR EVE = 2 B EE A AR EREVESOU et g s b
FERAeR—IR (BREE > 2013 5 5JRE(f > 2009 5 5RE(M - 2011 5 5R K -
PESES ~ POLIEE ~ SARAE ~ gt ~ #FEL > 2011 5 Clark & Scott, 2009
Jayemanne, 2017 ; von Feilitzen & Carlsson, 2000 )

MHIZZ T DA N R ¥ i i S oe Ryoe/ ) - HUR Bl {g R (e ik
(health promotion ) #E$2 2w (S=FAT ~ B_F3H > 2012 5 Lieberman, 1997 ) -
LR BEELLHEMERUR - R T B EERITE (2 A
8~ RO E)) ~ #8EE DT ( somatosensory video game ) B i #f) 85 It
(exergame) * - EAHEEL (serious game) HA B EF AN ZTEAE AR
K~ IBSEERGETT ~ TTEER] ~ H3KEETT ~ (B ABETTEME S RE ST > AT
AOEREEBIE R R JOE AR 2 4F % ( Bleakley, Charles,
Porter-Armstrong, McNeill, McDonough, & McCormack, 2015 ; Rosenberg,
Depp, Vahia, Reichstadt, Palmer, Kerr, Norman, & Jeste, 2010 ; Wiemeyer &
Kliem, 2012) » & B E &% EAVEE (Flynn, Palma, & Bender, 2007 ) »

IR E A Ry - Sefit 2006 AEHEL ElderGames 5158 » BFSEE A
AEE LB E B/ EIEVE N EEBEIT - WSRO AR R
Bl T2 WIREIRE T R— IR — B2 AR - S8RTIkE
B+ A2 #5175 (Gamberini, Alcaniz, Barresi, Fabregat, Ibanez, & Prontu, 2006 ;
Gamberini, Alcaniz, Barresi, Fabregat, Prontu, & Seraglia, 2008 ) -

LESHEIT (exergame) (1AK% Wii Fit ~ Fl4%2% (Konami) BEEEME - %k Xbox Kinect ~ Sony
PS3 25 » HIFELE i o i -

IR EERER LA S RER RS - HEEE IR LA
-
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1% BUEEFRS 2011 FEHEH, LEAGE( learning games for older Europeans )
atE 0 EEELEEBEE SR M - EE AR ENKGEE - BigiE
PTG LAEr BE AEL Xbox 360 FA%AVAS RIS Kinect fifs& AHYELE
EEEEALES Y BBEE RO M AR ERE (ML) BE0E
g BEHERENEE (LEAGE, nd.) - HAZS AN B EeE a1
B~ FESE - EEEEEE (TR0 ~ BEEAE o WEEE EEC R - By
7 S SR AU TV AR BB B A\ e IR B8 230 H 5 B AE
BRI AURRE 11 2E -

LEAGE ta&at T — RV IEHEEUN ARSI THYAS EiEEIr (LEAGE of
European travelers ) » DAfEfRE ~ PHIEABAA IR B AR - RIF B =BT
xR BRI AE RSO (NS ERE - 4 ANBEEE) » AR
BHEEREAYED 70 St T PkERRE R - SMREREIZE HAY » SrR A FE e E A
a o~ ESHEERYIREE TR - R EE HASNE (Diaz-Orueta, Facal, Nap, &
Ranga, 2012) -

FE b EEH L LSRR EL TSGR T 2B F 104
Bk T ZAEMEMLRHY , (gerontechnology ) » i £2# Graafmans i
Brouwers jt 1989 FERSHEH - AR —EBLEFE  TRZEARAMFS I
R MR TREAGHMOESGE L HERA AT RAVEFRH Fozard,
Rietsema, Bouma, & Graafmans, 2000 ) o

LERMRHCAE WIHEAR - — B A AREORTED] ~ % s b
REVFIE ~ SRFIBEGRERAL + B RO S R s 2 LA BRI
S Eeiiey S REE ~ (RG] ~ B2 - IR aisR - BASEM
AELE RIS RE - (B A BELIRC A ~ (R - (@5 - 1TF » DUROHE
B EI (Bouma, 1992 ; Fozard, 2005 ; Fozard, Rietsema, Bouma, &
Graafmans, 2000 ) -

IHE— 3 B QEUIER R Ay 454 B B R A SR BB A\ DB TL AR - 2 F
HIFAY TR | (Liu & Park, 2003 ;: Marston & Smith, 2012) « i 7 » SZ4F4E
R RER S —IHE R BIDURHSE R B8 ARt EE o I e s (
FEREE AR &R 2012 fR3E R » 2008 ) - HoA% AIAEf 255 T EHAE -
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Iy IRHROR AL BLER T N Ry - T RE A B B8 br s e sk Al
AR E N -

HEE S S E RO SIS R R TR R 2
—EAE B NS LB R B A RE g - e A% A&
HIS IR E SR AR R B e — I N\ EFRES
F > 5 AEIESZE (Gerling, Schulte, Smeddinck, & Masuch, 2012 ;
Wiemeyer & Kliem, 2012) - A5 5 BIFE 7 an (7 ELEE TR 73 JE R 9 7 DA
NBE L ik By TR ST SORR » G R A B RS am At A B R e
FRELEIRG - SR IB e i R EE LI E R B S EHEEAY AT RE A -

RECHIERS
— ~ BRI AE Bl

— %= - SIS BRI B m 0 Bl play (Bt) B2 game (7
B W AR BRAGREY) - AB1&E 0 S IR Al Sl 45 R
WA TS B2ERE DB, BIIRFTA T I #EREEERRY 5= (Juul,
2005 ; Newman, 2004 ; Salen & Zimmerman, 2004 ; Carr, Buckingham, Burn,
& Schott, 2006 #/A/EF » 2015) - 7= ™81 T BEEY  (EEE R B
=ik B EAEERER ERE Z s E R E A

fafE S B 522257 Johan Huizinga (1949 /{Hi{F B &% » 2014 : 1-3) F5H -
ARG EAFIES (play) Rl R B SUE » HAE H R AR 5
BOLEE - BB EAR SR EE A Y R EE 2 T AR
At G DIRE R B A RS EAE BRI SRR S8 (F595580Y fun) -

Huizinga #—5 73 ffr—fi el TORERHEC (1) 2EBBEIEE £ (2)
BRAIR B R S E TS - BN e LB RS 2 B E brils ek - i
TR A K DA L H oY 5 B B B o s e (I8 e AR B AR oK
e () RS AR ERF R P InEAE R - A E BRVEREER - H
BRI AT G2 — % BLIE E TP RE UK AT FEI EE R P B - W Brid Y 5 IS & A
OBEAEYHIP TSR SRS (4) RS RAFHESRE L
AIRRFFEAR A » EAHBRTT R B EGR ~ AH - Pl - 2~ oes - (L -
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FRRE > 00 R SRR BLETEEE - B ROE JTE L ZAYRER  (5)
DriE s AT G ERSAYIPE - 8 e ERG H A E SR R i (R B
Bt T-E B UHERS - 2RSS P RRAVEEIIRE R K T Ry PR
VIR B Y)Y B ) (Huizinga, 1949 /{# {7 & - 2014 : 8-16 ;
Wolf, 2001) - s SR B s R E A A Al s E1PeE - BEXE
AR B B ARSI R ] -

FEZRHGESD - IEEUE AN ER AR EE (- RS ISP KA T
TG ~ R BRI - & DA SEas BT AR B R BB A 7
B¢ NEAYEL S (fu5E Y - 2010 5 Gee, 2007 ) - 2 B B FEETR AR
FImER sty T AR A4y FaEEL | (massively multiplayer online game,
MMOG) » LAK H AR Rt fTHYRE St 5T (virtual reality, VR ) Bty &5

(augmented reality, AR ) #Ig% - j2 SLiis ity A T ARA ) B T e RO
M S RHUEE Y E DT (videogame ) B 28~k 1 & F S A 445 -

Hl 1962 4= Steve Russell {2/ & B T 22 [ SRl 5 B Al 2 BREE — 7
b Spacewar DIZK - BRETHIRICE —H AR RS E MEHBIECE SRR E
RS B I T HRGEBUR T L - AR R EE BB R Z
W AT g - SUBBEORYE SN - E R R E AR R BT RS ER
BHE » A¥l—H A se B EERS ~ B B fE e Ry 1R R A B
KAGSCAE (Berger, 2002 ; McAllister, 2004 ; Newsman, 2004 ) -

i RHIRVEDUE ekt ~ T ) B BRI 7R H R TR
TEHEH/DE > THE 8 & 16 5B M (Provenzo, 1991 ; Fozard, Rietsema,
Bouma, & Graafmans, 2000) - H —4NEEAMHRAVITE - $HEEIHRETIEZE
ZmIa e H IR B AR » W25 1% B - 2EEEEE/ER (Brown,
2008 ; Clark & Scott, 2009 ; Gee, 2008 ; Gros, 2007 ; Newman, 2004 ; Schmidt
& Vandewater, 2008 ) » & 2 ERERFE BHSKBUERLRCAREG ~ 2T ([
o~ WEE SR SEER - 1 IIILBLZ B0t i RS B IR UE LS

(Spitzer, 2012 /Z=Hh0EE » 2015) - #EF Y HE KRBT HE &Y
ISP A e - MRS MY A ZIR ISR -

ZATT > BT s 2 I3 B 2o B B e T AR BT R Aok i 18 1% - “FI94FR

Fy 28 5k o IRIEEE RS2 ( Entertainment Software Association, ESA )
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"2015 EBHSEEITACERISEEE ) WS 0 TIRAH T 35 5% 0 18 & 35 5%
7 300 Ry 2% HAR 50 kLA E3# 5 27% S5 =42 18 FLA &5 26% »
R Ry 36 2 49 ks 17% o FEMERIELRI L » 551 56% - 201 44% - %6 1.5
(SRR ADrETT - 42%EEDT BT (FEED=/NR) - TR EEE RS
13 ££ ( Entertainment Software Association, 2015.04 ; Newman, 2004 ) - i5 &
KRB BRI R A2 P B R ECAREE - Tl IRE [ At A B
B A FENE -

MRS - 2 TE /W] - Newman (2004 ) fREZETEITHYE
FirorRk 1D, B T R A S W RH NS K
(1) TEEER  (2) BHEER Q) F— AMIKNET ; (4) FEHHE
a5 (5) At - (6) SRESHUEEE © (7) Mo e BB ES - BB ER LR
see VIERCORE | (n. d.) AIRRAE RS o3 BOUR - T IRETERR T B
AR T BRI T RS R T A EERL T ORISR T AR

TR BT H e

Carr, Buckingham, Burn, & Schott (2006 #/&&:% » 2015) RIZLA -
BT B0 RS T R R DUR BT AE » — Rk AT [FI %
R AR R T2 (AR - IR EEE DT FA% ) ~ BsiisE=C (40
B~ 2 NEdERS ) ~ Buakti A (WsE— A - = AT B3 A
kT LA (ASEECE ~ BhEE RS - e m) - BB EEY
FRIERHE (2 ~ FESE ~ BI4) ~ S 4JBE s B ~ HAIRAE (HESR
s b)) F o DL (B B AR EAtin s EET Y] Buaddn
T EEE IR A e FIEM IR EEEET I - (Rt —&E
e A 2/ DI - Hoa SRR E SR BT -

ZRTT > NemlER A e 8 BRI DR IIR (LHZ
B BIAREHE - AR E AR KR - E08HEE » SR
PEMET » ZEE AN REEEREE R A S A% 2 BTy -
B RN S - 2 A\DthV B BB AR FER IR - S RiF
TRk ~ FTRRSHIE A BGRIRE IRV Y - MIEARZ Rk Pl n e =
EEEE AT EEEST (Charness & Boot, 2015 ; De Schutter, 2011 ) o
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HEENE - REBIEST R TR EmEN 2Tt - (ST
IR R B SRED E ST MEREREE R ESE DFR g b
PR F Do B VR B 55 H R E 2= A, -

DA/ D Be o ¥ Sy skt 7e i O R SRARCR. - TR EEEHE
FREIT( I HRAR RIS ) TR Ry E BT E AR IR SE R BB SRS, -
FRZI s HAL A BB B B ARG - EhchY I Rk A T R
SR B Ui g ERHEE - ATEE AL E) 1 B A BRI
HRE » HEIENIZ N ERTT RV B a2 S R E R % (A
BUEIETE) 508 A PG IR At or oA 4% IR T ey /e Bl
AR ATRE - FTRkAR SRS SRR B R E A B VARG - 4R L iE
B R TR, BYEE (GRENW > 2009 ; SEE(ASE - 2011) o [EE
RIS BE TR 1 8 & O A% - IRV SR T S AN R AR Y
ik AN TR A8t & SO BB CCAN 23 - WEE » Bt
ZRH BN LR 25/ D 2[RI BRI R B P by Y > (I (E Bt oy
i - (B — 0 » iR @R BT SRAVEIRCE » 2 AR EAE
R E I 2 0T WEILERER (FRE - 2013 5 58
2010 ; Egenfeldt-Nielsen, Smith, & Tosca, 2008 ) -

BA DL AN B i 2585 Ry £ AR BHFT SRR RE i - — 2R B
FEEVEIRL » ZEIETHRGIRE AN ETERLE » 2R m G EEE B
SEF TSR & — AL ATORIVEU S, - A0 " BEE R, SR

( De Shutter, 2011 )

A TR TR (RS R 5EE) ) Bk £ HEH
LT AR ERE B )T - RS R - SR IE AR
Bt (Rl EDriey - RUMEBLELEsGEIS » FREE - HEEh - (5 - TE07
e EESRAEIEET - WERENEEED) KT FBEETTHE
B — N BRI BB A R4 T TR LR B PR A & AEAE T - T
ARV ETR AT S ~ 05~ JEA ~ EEGREN - PhEK - e OB SR
ZIEEESER - AT B AN AS ~ B — BB - SRR B & DIRE
HEGZ HIRLERE (Wiemeyer & Kliem, 2012) o "N EfRFES L — 2 [ -
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=~ B AR A\ B (R (e A

WERTS & AT ER A ZE /D HARR 2B
Euk R GE o B ESTE @RI (information and communication
technology ) A& fE R B MERIRE A ~ B iR N R B o R IR Y
EREFRE A - BEHE LR B R R G IR A H S R A A
e R A AR ERYI% e (Al-Khalifa, Al-Twaim, Al-Mohsin, &
Al-Razgan, 2014 ; Dickinson & Gregor, 2006 ; Gamberini et al., 2008 ;
Magnusson, Hanson & Borg, 2004 ) - fEIEAREE I » BrEeTE A\ B @R 7
BN - EAANERS  YEPRGERR AT AR T ~ BHGER ~ tas A - Py
0TI 7,35 R 2 A B2 B AR AR M R R Lo Y T ) B AP R B 98 £ —

(Al-Khalifaetal., 2014 ) -
IR FARAERILN S - BRI R E B R T — &

AUEERE - AEPRAEES - PR - WA RS AR o SN EAFEEAL
HEERHVA ZE R B T A ARG PRI % - 1R 38 2014 F—Rs &R -
A R S B AR R R S S AR R Y 4% BN Rl e I
fY 34% ~ AEPRAERE AT FHAE I 21% SRR 20% (Al-Khalifa et al.,
2014 ) B EIRERE BRI RN R TR ATt e e (R BT
REEm ORI < e R B — F R EE N S TR R A E S - i
FHEMHEE= -

Fh > BEEREZEEMRHEEAR I T AETESE ) (AR EAR
BTV AR - 20 s BBt Al R ple— e AAE B8 A= e FREAR TR 4457 TR (A0 Y O
HGER - DREFEEERAR ISEAEwE » EREE TR

(successful aging ) ( Allaire, McLaughlin, Trujillo, Whitlock, Laporte, &
Gandy, 2013 ; Gamberini et al., 2006 ) » {H H & )& mE 2 WA » 2852
XA~ fmHEEYE A EEEEE - PR T aE ) AEREEE A G ECE
Bl B FERHIE RSP R TS S E - DRSS
FYERRIRR - PR EEEHESN AR E tE G 8 SRS BITIAITIAE  TEEIRS] -
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W55~ KRR RIS EE SRR - R EFEMNE (B0
BEZE - BEer - BRAH » 2003 ; Stewart & King, 1994 ) -

LR BRI BB - 1EE RSB BEr sl &
RIHOEENA B TEPT B08EE 1R E AL S80I AR (L (Bassuk, Glass, &
Berkma, 1999 : Gamberini et al., 2008 ) - &E&hEET ~ F2ELEST ~ BIIFSRIEAY
B (real-time strategy video game ) =@ BB A B =V IS E Ry IR L
R SRS IERRERY LE - BUREE N S REE) (AR (Agmon,
Perry, Phelan, Demiris, & Nguyen, 2011 ; Bieryla & Dold, 2013 ; Crotty, Laver,
Quinn, Ratcliffe, George, Whitehead, & Davies, 2011 ; Pigford & Andrews,
2010; Staiano & Calvert, 2011; Studenski, Perera, Hile, Keller, Spadola-Bogard,
& Garcia, 2010; Williams, Soiza, Jenkinson, & Stewart, 2010 ; Young, Ferguson,
Brault, & Craig, 2011 ) » B 152 NRYRRIDIAERAL ~ FEEERIRIAN SR Edsa L
T B S MAER] (Anguera, Boccanfuso, Rintoul, Al-Hashimi, Faraji,
Janowich, Kong, Larraburo, Rolle, Johnston, & Gazzaley, 2013 ; Basak, Boot,
Voss, & Kramer, 2008 ; Belchior, Marsiske, Sisco, Yam, Bavelier, Ball, & Mann,
2013 ; McKay & Maki, 2010) -

BISE TS S R T e TPy R A 2 %t A B I Ml o — R 8 A (R -
Desai, Maciejewski, Dausey, Caldarone & Potenza (2004 ) & &5k SR
S MERET®R (strategic gambling - AIARAERETEY - BT - = DHEEL) BLIESRER
MERET® (nonstrategic gambling » 412E3% ~ FIR ~ fiIFR) » HHEBUFICA
FHEE » 22 AR Bt 1k R R o IR T A el 7 2 Y B TR SR D el
NSRS O BURE R MR ~ B WO, S A AR B
4 0 (ErEREE AR o AHEIREIEA - BAHE BRI MFE FEEHE 8
IREIERETED S B R IRV ERAME - JRENEE HEE A ol (IR LA
FY [E {5 B EE

EEE NN RIG R LB S A n B e sGR Aa S R e - (22
BT Ry - sEAIEUE ~ T~ Rl S i B A R p SR (o A R S Al
EanvE - IR E e AR FCEERAIT SR R A A R BN ARG
BN F R B A A5 18% - 1% 5 th BB 2 AR B R SV AE IR - S BRI L flow )
EReE o TTHUREE AREFRKEGSTIERAFISE - FRTERE N FoEER
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K932 A ( Cardenas, Henderson, & Wilson, 2009; Kueider, Parisi, Gross, &
Rebok, 2012 ; Zelinski & Reyes, 2009 ) - [tt4) » G Eh=CE o EE)EITEERE
FFRPEITIEAE B ARG RE S8 L —28 (Graves, Ridgers, Williams,
Stratton, Atkinson, & Cable, 2010) -

BE L BANCAHZEATHERRLE AR - 3B EES
BIEHET) - BN EIEER RN A BB (MREFF » 2011 ;5 5§
FEERES ~ PRIMER ~ BRvkes ~ EAE - ARGAIG - PRI - 2014 5 285% - £Rfp
o~ SR ~ FROKBE - TREE 0 2013) B HTAS RV N 2RV 1
REELM T ARG (ZHA ~ B Bl > 2012) - SRS PO s e
M Kinect #SRVEEDTENEEIARIEE (CILER - K » 2013) DLRE AH
B 2R AR (eSS - PREEER - s 250% - Rik= - R
FIR  2015) » SRR RV A B TR BULAEGT (FRREE - HER - &
B% ~ waEEE > 2015) -

il Ryl N E e rE BB GG ? CAHITED - A
PRSI R T (R 4 L5 A\ B 0 ISR A9 s E PRV ] e B R G IR A
SAB SRR » % A F R R B R A S — AR
T R R (McKay & Maki, 2010) « 55— THAEE R BTiE BRI A
ENTTERREDUA MR 0 BN R RE AR = T o (B
HYEREAE R FTRATA BRI/ DA E s G R w5 o] 2 78 A4
D SR E B -

b EESTHEREM SRR REIHE TR EAEEE) - BER
RARE (& DB NARRIENESE - BESREGES RN E
BRARE o JERUR TOREERS LA ST BT 4 (£ R E Wi Fit 2¢ Sony PS3
2% NTECAIRRRE - ReE BAGIRNEIE 2 - FE b EEAVEEIN
7~ EERMEN G E ARG =% - A EEEEGHEE
NBBEEIE SR IIAFERE (Gamberini et al., 2008 ; Gerling et al., 2012;
Wiemeyer & Kliem, 2012 ) -

brT TEEVESRAS - TEERIGEN ) & TS AR T
TR 5 FEITE A SIS - ERIHE AR B E R 7T R AE
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ELAg R NI E SR EIRE A ST MRk MR R s A &
ANEBEI B TR SR T2 A s e, Lo
PRICIE SRR A 2 A\ Bu s B TR B s 2 S A — RS T -

% AN TR R RESI DR T AERE | (E Rt
ECHFEEL RN R 5 0 AR E N EES8E - SRR E R B R
Bt AR BLSEAR RN TR 2 > B ElderGames 81 LEAGE & &2 IR
BNH ~ BRSTHRE B AT Ry HAR - MUASCHE S sk H iy
SRR EERS - PO ~ A B R R DU -

= WIFEHEY ~ BIEREREE TEE 5

N R A SRR T RS » B sk AR A SRR A U A
WHZEE A o AEASTHTE B YA E BRI 8 A S RY - MEERFTEA
UL i 2 W FERRE BRSSO N RV BE R Y - SREA ST R & A
HIEHEEEEREE NS EAVATRE R - SRR = fER5TE L AT -
WA ERTE NS S BRI NS MERRTH I A VAP VIR AR - H4h - 22
S JF R AT RESR H BEA I R 2 A R BRI - CHZEERTEET 7225 DA
SR/ DR Ry R AIREE T -

ELIREE B ZE HEY » ASCE P42 LT W THI 2R -

MRE— © HAnay2 NE ek oe AR AT 5 27 702 A\ Bz
B RIAFAT L FHES ?

MIRE .« S ELRE Y A B R BRI Ze A0 fo] B B AL R AT 52 2 #H
B ST 5 B B DA R BRI T A (T A 5 7

R EIE S E IR TR R - A SO E Ao APt 58 bt
FCRVIARAKTT 1] -

MIATRE RIS » ASURLLE N8 SRR  7E B R A T H A
FREF 17 - 4F Google Scholar DI 22 A (older, elder, senior )~ #iZ/5% ( game,
play) ~ "85 fiz , (digital) ~ " &t , (video game) S r5esT Ky il s aa MG 1k
B F B RARYEROC% LT AR 34 HATER S (oL 6 RELSLS 28 5% )
18 g L (P LREIS 17 /) B NBU i BBk E E feah - 4551 52
=K
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SRR TS TN P AERARE R - NEBIFRAES - FEEIR - R
FEBURFHRR ~ JI 2N FEIREVHTE S - REEEAR TAEER - ZHE
RSB Z 152 DA 65 RS E B A B - R Fia % RS HUR R EBHAE
G - BREEIRE T8 ) SReEREE SR - RAIEELL 60 5L Ay LBkt
WEEFE AL o TEE NAVH AR AE4HE% (World Health Organization, WHO )
BRI (B ARBFLE) A2 NEFR Ry 65 s A & o (HASCHI &R

"3 (older ~ elder ) fif s BHSEHEE SRR - FEERELIE N RFFE 5 - 1
RUVFERRTUE 3 TR HHSUFEBITHRE -

FEIEEHEEARATTH SR - (HASHSERBE ERTZEEA - i
BEE AT N BCEFRYVERDE R, - RN EFE AR 28 NIRRT A
B WA HIRE R AR R R SRR E SER A SR (B 1L
SBGEMAEE AR E A EEERE - HASOR 2 RIERL R B ERE T A I
175 2 R BB R AR R T A S b BB SR A -

o~ X A R BN § e 2 LEL

TEREAE E RIS N B 75 2 Z B Al - $R s e ST Ay B S THES
PRER S o [T (R ER It 3 S B I AR B PR LAY AL BB B o ¥
R IR RS - T4 A PR Ry Ho—{E A s 28 - S 2R e B b ZE R
RE— BT A T ARG AL - SRt E a5 8 E RSB e E
s LR PR PR - IR B E R (AR - DAt R ) St 45 R A i re el
HEHIBASHIHH F TIRE - (BB IME AR IVT o LR R ERIRI NS R
TEJ7 A s R B i - AL R AR B B — e - (B0
B Ry R D SRR K S8 S mT e o] RS HIRE B © StbAI B 8 P R
BRI TR B T - 0BT T 5RIEE IV A HE
TR R Y » SRR SR G B S RSS b - (T
G 4SRRI (R b o SRR S R E S e A o (I AE I (T
& (9E$FHE » 2010 5 Thompson, 1990 ) »

EREFERGHESTHEE -Z N B LE SR TGS SIRER
ittHIZFEE (critical gerontology ) RIS fEFEHEAI A EERRAT 11 & EL 1052
FEARG - BLUETTRER - AR TR IRIVALHEE S R TR, - 1ER
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[EE AR RS (AERETTEE - BUAKUREE ~ 20 F 5L Foucault 13 AH 5
LHE ) HATAL ~ YN H R E EERATAGHE - THR BT R » D
K AR sERR AV & B aEREE( Bengtson, Gans, Putney, & Silverstein, 2009 ;
Luborsky & Sankar, 1993 ; Moody, 2008 ; Ray, 2008 ) -

HEHAIEFE A S R BER B HREEIR - S BUINE S F R e FE
[ FHEE T FEHNAN © BB NS o B R e AR MURE M TR
A~ TEI ~ PR TR (% o R A dn R BRI AR M TR B A
FERS MBS HRERME M RO R ZE AR M FE S B R KA
SREAFTERARG:  DLSCRES R B BALH U LI SR A R KAy e (Katz,
1996 ; Ray, 2008 ) « FLASZAL M A Ko ffl - HEFIZFEER S - D AEETEE
FREFEN RGN P B I I R - B ECE
TERB BRI Ny T EE P REEFEE AR S R
BRI SAGEE - BIAELL ~ BT ~ RKE ~ g9 o i stg R EE I
HYSERE ST - 1 H SRS (I T 5 Y S B TH R A T i A2 B ER R S8
(Luborsky & Sankar, 1993 ) -

75 AL A B2 B R A B R - A E e R AT i
BERANTZE . TR > SRR S IR AV RSB L THRY

— ~ BRI ARSI, TR, BR%

ASRER 52 R NETE AL SRR SR - R BRRL SN -
AT T IEE B S T A D, B e
B H BRI - K — RSO RN T AR
81 T EO BT ) ARy 53 R - BRI > B ADIH s
DU TRSRR EENESY , B S o @ 2 31 R (58%) 0 HARUE T
AEEDr ) BT AHEEN ) &9/ (17%) i " JREEzUERGEEL , Bl
"B E ) % 2 RER(E (4%) - ERUR AR CEENES ) BE
AIE N B BEERBT FERY 25T -
LA E&EREEI - ERIH EREBMIINE AREIRL BB D B A
RE - EREERHREFERIEECEERIIR - ARANTISEME
RAO - P2 T EAREEITHREE RIS EAR - S8R
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EATE A EEEGHN EREmE R ERHE - RESHEEER - &
EAREHRTF TR RV EFIR B TEFNEm « BREENEUE - kPR
fRE B Bl B A i % R S T [ -

BINEEE N RS ER THEE 2 By T (R (R | BRI At
i e R R B S RENERMEEN > mIEn5 D — s FE K
B TR (SEERL) « A SCIERUAT 52 R am IS RS ety " &
B~ TRRAD bR B T SEARRER ) IS o (R E A 11 R slE]
WrE SRS - 2 Ram L EIR S =AY Bem R Rz 67 Al -
W SORREE IR R 5530 T SR8 | SRVER U E % 0 2 34 HI (51%) 5 "3
M1 FHER (33%) - BFALL TR ) SR FRERTER LA S v H (12% )

"SRRG RS 4% -

BEAN » EF s R AARRE M MBI T N R B BTk A
= GBS AR | Y455 (Agmon et al., 2011; Basak et al. 2008; Young et
al., 2011) - (HEE HEEHEERA PIRE S B RS AIIRLEERYE N 5 &I
FEERE S (S A R AR o FLEBfESE (Agmon et al., 2011) JRIHZK » %
BB ENE N Rt &EATE S - RS b FE R

= BB ER R EEEZ

THERE I ANB R TR B R Y T B L T R B
EFE—PEE - W1 E5[ 2B ElderGames 5& 81 LEAGE ST&EHEEE
FERFHRIERE (WHTL0) BHAOES) » BERERESRE - HihE
NBERHE AT o B BB ER s E SR E B S A
SO AITHREHINTSE - AIRE AR ERSER (8 N LB L Z [EHIBR A (B B R
NEEBHIES > BESEN— U5 D E— R EARENVH TR KRBT -

SERREL ) B N ES I R R D - MERTREETE S (R
A B A SRt (B e 2 A\ S e B FEER RITREREGE ) - R
BOL RN T EFI A EEEHE R - MRS E R EERH P EE
T TSERRG ) HiERHEth ER R IR A\ AARE - (BRI RE
SRR T SERIE AT S P R A B E S B R EE TR -
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FE L CAEEERET (R EE R R R A AT
friEEkayERR (Allaire, McLaughlin, Trujillo, Whitlock, Laporte, & Candy,
2013 ; De Shutter, 2011) - fffj H. 72 WA RS2 A\ A Fr & (5 B Bk
A - MIEE RS EERHITIREATEEE -

MIATE AT - A A DI FE R DL Do B G & s P45
NATEAVEISR - (HIFFE 2P 2R B E G IR B T2 220, - DI
R —EgEs T T B A BT ARTE | BT R R | RN
WIHe] 7 AR B Eoa)l| SRR AN BREIE R ~ s AL PaaEE) - Bl R -
HERETRES) - IVESOEIER - AN EIEEESE - TS —
Fef R B8 R BRI RIGHEE A ~ REIREA - (e R E - BBt
Rtk - EEEEHFTRREE f R EE i m RKEE D) - (HHME
HEGES TRk ) O EHRA AR M T S o A R
AHIREGE B S S RGIR(E T A -

BEZ o mpcE N s 72 S 2R B ek EERZ A
A RE R A SO GRS EE T E R AD 0 THE S E N EHL R
BERVEE S o BEAASTH R EBLE /D ERYE BT I O = BRI R AR

( Apperley, 2006 ; Lister, Dovey, Giddings, Grant, & Kelly, 2009 ) » {H{RHEH]
ARISHE NB BB AT 2R P2 D

B XA i R ikt BRE

PRILAERESD - RrEERG A BT R A B BT TT i R LU
EIEUNEIELES) VSRR == ON Wbzt AL nia S COPEv IR A S - PN
S pE H A - BRI A SoU bR ERE R - WAL > BEEWTTE
E BRI R AV S AR o T B - RS ~ FESRELEAY - A A REISER
(ludology ) HYT kR IE BT HYENRE 25/ (McDougall & O’Brien,
2008 ) - A FEAEBRRE R R A - RSB R 8
WAL AR E Ry 5o — (B A 2R WA A B R /D B2 8K
BFFERER Z LE# > 2RI ERFE R

HESE 2 ASCFTEATE BB A AR R PR 2 (narrative
gerontology ) Fs R o B2 AT AR ~ S-S LF LR
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BIECIRAYESA SRS R EAE B ISR e R BT - ER A an g -

A4S - BEERIBR O E) - A E A Z RSB R H Rl s

EAERCER A i L B A R (% (5382 ~ Jé(E(— » 2012 ; Chatman, 1978

Herman, 2009 ) » FCEEI 57RO HIE A — iR S se R B i em Y s -
CE R TR jiE R R SRR A T 185 R A R Bl g
178 - BEE T ERA R AR (FR4E= > 2016) - FEEHRITY
EREE AR AR "9t IR F T4 (Berger, 2002 ;
Juul, 2005) -

Lieblich, Tuval-Mashiach & Zilber (1998) 5 #755 A] 3 i 1t & h s
TERVHEMCEFRS A - AR (FaREREHI RS - aIsEEafe
FHIREEETE Sy ) BAEEDIRE (RESEME S EZ 1 & B bR
&) - B0 - B AR AR LA S B T (o A (I A g B ARE

TR B2 PR A IR TR B B PR 5T 2 { i I PR A ] A
BZEEY T AE ) Bzt T AEan Rl | (lifeasstory ) - i T2 BT E
b SR —E SRR By T ZE KRR 5 (grand narrative ) 5 " FRE T (root
metaphor ) « #45 7 » BEGE A4 FRYFEIREE SN AL - SEH
e NP8 B T BE R M e - BRSO IE - R B R SRS
ForaelE « R THSR A RseEFA (hermeneutical being) EUEFREIEE
RAFES SR BTSN EN A BREEFE—NRE OHE - fE e
B BEAMBAE TR - BREEGENERNTEETEER
4 FEHrEE (de Medeiros, 2014 ; de Lange, 2011 ; Kenyon, Ruth, & Mader,
1999) -

FHE A T AT B A S B B R R AT R HI B R > BSR4
S5 EE LAY B T P EE N HYBEEN 1% (Kenyon, Randall, & Bohlmeijer,
2011) - WIRCEANERGE - DURERTH NEFEE - fEEFEMBEH
AT I E AV R (Moody, 2008) - fEEAILL - AEEFE
FLHIE A TEE Y R WA 2 SRR A g - 1
WML FEAFIMEE ABE V) AT SRR /(% - B
PN - (EBFEIRMS Y555 (Pecorini & Duplaa, 2017 ) -
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AOCEEREE R E TN TR B > ERAEEIE
BRSO > SRS iSO 2 — RSO b E e
RERE o BN EEIRGEAVAERS IS LT 70 B EE - B EAVI It 52
> BRI ZRAFERGIEEHE - SEESTE R A e
AYPNAE TR EUE B - AR S ATE B AUt & B EARSE - ERFELAIE A
Dl i s E AR SRR - MERE BRI ST R AVRE B haEL
Bl SR <RI AV BT e B e A0 (R B B B i A sy N2 TP &2

— ARSI AR NP S« R EES RS

REEBFRAE T T RE B T2 Fh—E T EANE B
LR E AR RAIEER o REEEN N B e R B2
G ) EAFEPHRREDERE - TR " 24F 2T 2 0, Bl T ERK
= RS R T RS EAEEA 0 A T ERAE | (decline
narrative ) ~ " {EFHERCE , (repair narrative ) © R R AAE S B8 & J7 HAY
TR E R o (2 E R A H R R EME N aRE - S L
KA 3K o WERHCE AT T TR (progress narrative ) HY
Btk (HEF T AMERREL A A R e i AL S AR -

ATEE G RRCE WS R BAGRE (H5EE ) HIEES RS - B8 ABt#
fir B SR B FE R RS T o - R a2 h VOGRS E IR K St g |
MIbFE R 5t W2 R—IH T G — R R R RS H A
R A AR A BSOS » B SRy FEEITERE Ry T AN R R &
TTEAEEE IR | (AR TEIAE ~ R - SRAIEE - RBE - B8E L
I PR B AN 1 S e 1T 75 Sl P A B\ 1 BRI B ir
S AR » Hpl Ry iE Seam s FT 8 A BT sk ZE H Y - R
ok T RIRAEE -

AR S B /DAY R DT B B ZE A1 N B B S AL » AT
STEmAVEE I R E A EeH - RIS E i T PR MR
ke PRI T ENE ) NENARSEREZIRENS: - B SRR A
B R B R ST AT S R B i 5 M BLE I ZIREN S (5RE
{id > 2009 ; Atkinson & Rodgers, 2016 ; Ferguson, 2008 ) - M2 T » £ A
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i ey E B S - —EMEE "R 1T FEEEE
B B AP -

HEN BRI E NV AL ST e IR R IR B Y
HeS9 BBl 2 P82 » A S ETRAAAERAR T v] B kR TP R | BB
REFTERRY T REAEE ) (FRAER - RILEE AERT TR R R B 5
H FRE S NBE - BUETRA A 4R (Bowen, 2012) -

S YN U A s

FEFEIbZE s - DU BB/ DE BB RIVHE — B2 TR » ME
HEE - WIS 0 M B RBeE AL AR RITE - H
LN — BTSN o A TR BN EL B Y ~ tHFT TR ~ tHFT A%
= - (i BB BE T R E] 7 BB 2 BT - AR S
AN ARy "R T

WP R IR - IE /DA R SVIHIT Z i 5e Bt B 1Y 26 R ERaT
S BB AR 2 A A ERS fan T B SR (R (il > 2011 5 Atkinson & Rodgers,
2106) » DA% 5 Ry ISR SO SR B B H Y FI Ry smoR IS BE e T LA ]
(R H SR ESE) - WA EE & T E) (Lieberman, Fisk, & Biely, 2009 ) -

eVt EREDTHE - 5/ 0B ERH DA RIEE Y - ERE R EE
PAkeg)y ~ aalf ~ MEEEOEWEFRENREANS - BURIETN
BESIBHEENHBEAE - RENERKERESHEENEETR

( Anderson, 2004 ; Bartholow, Sestir, & Davis, 2005 ; Christofferson, 2000 ;
Sherry, 2001 ; Weber, Ritterfeld, & Mathiak, 2006 ) - 5B ITART L5 |45
DB SRR B bk » R e Bl EE (a5 A 25 ( Brathwaite, 2007 ; von Feilitzen,
2000) - HAtrZ=AF A Wi BRSHERE A /D A8 (@ (Deutsch, Borbely, Filler,
Huhn, & Guarrera-Bowlby, 2008 ) » DL BEITH /D22 Ehi - RIEMREE
D% B AT B2 % (digital game-based learning, DGBL ) »
FEALIEE G TR B E R AR A2 2 (Gros, 2007 ; Lieberman, Fisk,
& Biely, 2009 ; Yang, 2012) - A A[&5Y - BEEHIFEA = BT LA RE S
S/ R S R K R YRR -
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TEWFE )7 7AT7H > S/ DB BRI SR NI E R 20T » R T
B AT E SRR [E]RED A (40 Hall, Chavarria, Maneeratana, Chaney, & Bernhardt,
2016 ; Sherry, 2001 ) ~ ={E[ & A (40 De Schutter, 2011 ) ~ FExE (41
Weber, Ritterfeld, & Mathiak, 2006 ) ZFHE(LE 5 HE - JNA S EEE DUE
PERBAE R TR 7 A se AR, (FRE » 2013 5 sR XK - 2009 ;
Schneider, Lang, Shin, & Bradley, 2004 ) -

BN BRI T E A TR S g am oL MR RFIEER
S - SUHTRENMRELH AV S » & AL ES R SC 2 B (R (T A
FEVIA » BORERaT e pE AR ARV RIRE - AT 2 A IR i
HiE=2 ( Gamberini et al., 2008 ; Marston & Smith, 2012 ) - FHi LR T S
BOUBNERHINZF RV R R VIt PR A ERER -

TEWFSE TRETTHE - & ABTE B 7T i ] DR B AR B R B Pr ek
Blirdzsk - NEtE B SRERSIRE L - 5 2 » BEIrsEir sl A
E—EEARHERNITE - OEMEBEEG MR IR A ST Y SRS -
e VR N B e R £ R T & R ARy 2 S B B =
& - (HERS MR - B ERAEN HES/ VEREMTEXERTE
A& b WARSHEE NFARR I &5 R RS S 4 an R AR AR
BRI S R E R T REAS BB AR T 4l Ay 1R -

TERgE T 7E - B N EE 7 A DL 5 DR SR 26 ot - DL E
saamVEEE R TR » BIMERITRZ - MEERRAN R EE/DFEIH
fir B FTAR L » & AT BB TEAY 704 M e R B B R ey (L T -
VP EY ST YN A S e iy R LT Y e VN7 (A
RV S BV E MR8 (Ejupi, Gschwind, Valenzuela, Lord, &
Delbaere, 2016 ; Wiemeyer & Kliem, 2012 ) » {H{& ZWIFE—F » K EIF2EHE
BUEE AR F IR S & E & E RUUE RG2S - AR
B/ DI kA 7 2 b > SRR L

BT J7H B ANITE BB s HIE R A E ) > JRENSAE*
ELPFEIERE T MEHEFIR B CHESTEE T ( Marston & Smith,
2012) - BMEAHT - th B THE Ry NS A UtH 88T (Kem, Stringer, &
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Schmidt, 2006 ) - & {158 A\ 5/ B BEERAIT ST PR — BARAS_ERYI 2 -
EARPIE T HHE S -

N B A B R

F 1 BG5SV BT IR R 2 EEEE

ESES % & HAY | ik HT
fraatmil (LW | EEEE | Bl (8 | R
S0 RErE IR ) | s #R T | Bk &R
SR RESR | SRR | 'R &
EE) - RIS | S E | ) > sk
& aE) (#Z)
(e WM | B E 7 | il (5 | B8 (AR
EN | B RS | B BE | BAEE | B8 X
ARG E) ~ SUHIRE A E | AR
Bt g o) b & 5% 77 | tHeadkic
1)

=~ BABALEETIEHIARZ © BB B R 2 2

ARSAE LA R et Ry ATt ek AHIC A AR 7 1) - B A
DA BRI ST 2 R B MR (R e - H/D RACR S A T ot - (E
EES b B SRR BT - BRI R (e F BT EAEE
T B N 521 A 44 P #0EE % 4; ( Ciccoricco, 2010 ; McDaniel, Fiore, &
Nicholson, 2010) - t5 AFeHAEE ] Ry B B br iy 2K AAEE e s (L,
2015) - 3% T % A T eREST | (multi-user dungeon, MUD) H & K&
MBS S T Z AR i 7 5L &% B ( Baranowski, Lu, Buday, Lyons, Schell, &
Russoniello, 2013) - —AIMFE B REMG INEEITHYIRSE S E - IR EITN
BUAREZN T RIRGEAL » DA [REET A BB S ~ EEA R RH TR T
B ElE ~ ERFBrFE AVELER (Baranowski, Lu, Buday, Lyons, Schell, &
Russoniello, 2013 ) o 7= Sb35 k2 M Sl A S S A B2 S AiTaT - =& A\ Bir
TR 7T A S e REE AR AT -
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iMmpE# 1980 B 1990 AU E A E It R EERS G F — 2
BB BITRE TR BN - i —Of B s A e (A
ERETRIDIFECE ) EEREITRE RS B2 F I R R 8l
XALHRSE - HAEEETaRETHRSE PIEE H H % BLUE R HE B
BUERETAY I EE N E RS E A A E H B I (MR A 1985 AFHE M AY AT 27k

CEAEHME L)) BIRE - NEBERYIER » I E]H B ETHY
BTEAAG AR - AR E R « B - FEEEN N 0 RS
Baiopk 7 B iraea 2 o DUME I HE BRI BIEEFR K (Sloan, 2015) -

INZEARAEIL BB EE S Benjamin Rivers it 2012 - #EH AR L)L E
bexEEET Home » BEHEER Ky e il &8 NAURI B 5y, - FHER - (HE
B HATHVECEE BB AR e B 12 AR T B S R SE A - PRERIT R B
EHTHE - xR BRSSP R R - HREIRT - A REIH
FIEIZR < ERCH R SRR I R A [F AV BRI S RIS LR G 8k - DL (3]
X R R H VBB EIE 55 [ NSNS - ffe—ZIAVES At A1 gk
TR AR5 - Bo o [ F S R SRR AL e » (E BB (B BTy AR S 4 M ey 05 =CBR
T OB B A SEE - Home AYRRETEREA T8 ARV NBU 58 mT sk 2L H
IF BRI A S BB T IR (s - BETTRAY AR an SR
Ei(E \ REENIEEAE & & (FARAYAL S - Hr AEEH7R 42 Lo 5R( Caracciolo, 2015 ) -
PR AL BSR4G2I T AR AUBRER ~ +E g (b S R I A e o (SR

TUEER o BRI -

Diaz-Orueta et al. (2012) -~ De Shutter (2011 ) 2 McLaughlin, Gandy,
Allaire & Whitlock (2012) #5.C45HT - PREX - th&1{b - 2488 - f2HtE2E
P& SR EE H O B — 2 S NS R 87 Bk EE A B R Y BE B -
Diaz-Orueta et al. (2012) f£#t ¥ EBEUH LARGE HYEFEDIFR B RS
SERETA > Dok Bl G KBRS BLET 2 ORTTES) - IS BhHYRE R (DB g fir %
BYEINSAHRE - dIRSAEIES) ~ (b - EAGiTEBLEA A SCERE (SR ~ sthEE
AT ~ SPeEEIEEE ) E R E HE ATERAE (AR EE ~ S LR -
HMFZ X EER Ry BEREANEE A ARG &8 A SR KSR
HYELE TG, -
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PRI - & AT EERED 5 2 B DT S A RE BN FRBH 34 18 & 2 A BtHI#L
E e BRI A A sl N L L EWE U & e N S
AU EISY | YRR R H - R S DI T — BRI A 2K
fy TEEER ) S RSSO R B R R R
B T N AL BRI SRR - FIERAYE - ANBL S e T
FEEREFEEEFEUFHIEEIFE AR - (EEEmIEZ O E -

EEAEFEE# De Shutter (2011) 3437 > 5 E A S e A Baa T BIRGED
(EIZZ2 L EE RN TR L F I RO Y - IR Al EE A T
B BSRAYE N B B RS ACEE - IR EF IR IVFRE K ~ FlELR
SRR WO oy B SR - 1T th T RE IR R R S BAHBETFE R £ 5
REEE AR BIERIE— e N EFE R EHIRNA -

TR DA SE S B AETRAS A B 7T R Al B NI S0 20 B 2% s P B
R o WP R S ABTAVE L S A T o EHEEEF T A PR 8
AR A BRI A 2REA A G T EER R A BIES - ZZ2ELIEA
S RS Ry EREAVRITSE - e e N BUL B BT 5T i R R R B2 B R o
o IERMERBIEE NERTA S m T AV ZIRENS: - A A
T ESH T AN 2 TS s - 2/ ENE EE B ARG e

s B

ST E 2R BB s ] (e AR - tEEhE A BRI
br o EEFAVIFT R B LI HIEHEEEE R E A S | o 2 ADelfi i
B BT AR AE B AR R e N EIE R 2 Ay TP R HERS T - AS0E
Jest S H AT AU BE 2 W e SORRET T (Dl R b (i LB 08 > e
NEL BB FTAIERL ~ IS EET ST ADTE A ek H s THEL ~ 2k
WFE AR BRI NP - DURGRHE S NS 2 EkhT e 8 5 /D i eit
FUHETTELHE - HA - IBES | A EHEHL A, - LA EEE - B ELR
FEFEEERL - BT NB R ZER T EGIR ) ohT - &R 0
P N BT 5T A0 8 — (8 R AT TR T A -
T AR HE I S B AL R SR BBV IBRE A - TRV NS L BEERAT 5
HEHWIE EETIL B DS NBA ST SO B2 EL )

73



Journal of Communication & Culture No.17

SR % HAE TR O~ FAS BIENRE - T AR RL S | B e
i T ANHEE, MEAREEEFY TEL B SR T
Bk E | B TRERVIAZE » BRI ERIURT A RAGEE A\
AT R AR —2 - R B —HERDL "R EE) |, WSS EA
S ARSI E AP T R > mIREREIA Wii 8 PS3 BB DU R #A HAME
RE ~ Sony FRBPSEREHTIERIRAY T » 2 AB B BIHIR AT
RZFEG » BRI AR S SEE T = 2 0 R A AT -

BB T R A BT SR B TR Sy AT T R (e o EE
TN R B SRR E AR BiE SRR EEAITIAE
MG B - IR R D — Bt G BB R E 2R - 52
B SR B RS A\ BB SR AT A tHER R IR CR > Al A
e QBTN IR SIS Suik SN REE VN iR el e e S Te 3
TR - PR BRI A AT i B8 B Y iR (S 2=

" BRSBTS R ) o L B R SR
AR AR BBV B ThRE M - (R8T ARR TIEESHRTIRELSN
HE Al ERE —BA 1L SR ERERYRR K - 2 RE PR E Rl
{2 DA AU R F iR oE 1 - SR E T2 A EEFRE D
S S TS N b ST N

S EREEER B R 2N R R A ARE - MEEDUE TR
FHIOR > TSR BTHYER AT SORR e — R RS CASRAY  ibTSE E A
SEHIA T - ARETEEEAENT SO T ARV - BT R
LN BEAEERE > NEERER (2) HEAWIEHEAET
G- — HEEA RIS B pe i B 2 A F R A g 5
WREEFLCRNN T RREE ) RS A ES I8 T AR T
%o WEM T EMKE ) KR AR RS mE RS -

ARSI > SRR NBLEETTOORMEE 2 5 T RN E ) B
HHEE "B R RN SRR R - 50 " T RRRIEE
WEHEA - @ERHERERFEIRT B FFENEY > 2 TR
HE B s E R EE NG EAN A HEER P RAVEE - B0
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G - 2 ABr SR FE (R T B B H Y ~ W95 £RE ~ tH9T AR
TR FEREESEE A L BB DB 2R AR o S/ DS
TR RIEE T SR > R EMREL HEY > (e BR8EE) - 30
HiggET e o e BRI . ERERRGEE AT AR /D (o A A R
R 5 )7 A DRI E S e - @RI E S AT ATREZR
H ek P E AR A £ AR R R LA - A B s RIS E—E =
TEWTFRENREL B Y FaB R e (R e R B RS TIRE LS © EREZ% R ThREHN
6] > SR AT A A S S R B R 2 T 48l 0 U5 kem A
EEEEER - BRI REEE MR AL AL R
KERryE N iE Be iRk ac s © RN F-ANE B5 8] AT B Bapstt
KRBT - MAREGEEH FE BB RIS B M AT 4g84% 2 FTRE -

SAESEYN SR AN N I I SE )i e S e N a ]
AR EE DT ~ )RR K (5 P DAY R T B S TR ARG -
FRAA IR & AW B I BA R BT - AL FRIEEITSE - R
WH57E Y 2 B (R RR 2P FERR. ERAISD - 26 2698 A8 N\ B SRy E2 Tl b 72 -
R R B P AR IR R SR R T A T A VIR TT R
G - 2 N SIS E 2SR 2 - EREEFIAERE 5EE
TEHE A R ELRCE AR T RRRAYMIZERE R - 5[ AR BB 72 47 R ik
HUER R BRI, AU " EEME, B T =
BECE o BE N E S ERES - R NIRRTt tAE—n 5 D itE
BRI 7 — B EAEAR T

AT HIFE IR I AR 7> AR 85 E o 2 7Y 25 BRI 22 EORHEE B ] » & DA
Google Scholar 1T #]PE= A4 = - Google Scholar SfEFE L4 —HIRRZ /iAi
R PR —rE AR B IR - WS AT - AT - web HH
ETHEA » 5 [ RE I 07 & A i (AR B TR e (PO ~ &
HEF > 2008) - EAHETTI S > HATUERAYSORCKRE ATRE REART - &R
EE B A A BT ERHE o ASCEEASKIA T B I E T B i
Eit7eti e | ( Digital Game Research Association, DIGRA ) &t} & ~ =& (#
A &R, Game & Culture R E2 T - SR IFELE U RBEL A A0
WFZE SRR AT AR AR AT AT @
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3 B A B ETR (2012) - (SREZREENRISIERIFM) « BdLm -
szl

TSR (2015) < (EMEERIE - FRPIAMANRE B ORI+ #IRH ) - #rdt
M BBEEEE SR o (JEZE Spitzer, M. [2012]. Digitale demenz: Wie wir
uns und unsere Kinder um den Verstand bringen. Miinchen: Droemer. )

PHRA (2013) - Canday it « () RYVESTEEHYZE R ) - (EEDT
JeHLEREE) - 3 (1) 167-203 -

PREFR (2011) - (ZAMGRABIER L) - AR ERE RS EN
EHETTATIE L

flzE (2010) - ({EFEGTCER © BRARED St ) - CHrESHIE) o
102 : 365-372 -

FeFNT ~ BR i (2012) « CERA RS RRVE B T (e 2 S B i < (B s )

(FEERGEFT]) - 26 (1) 39-48 -

HER ~ HKEE (2013.6.15) - (ZEHuL S A Kinect AGREEDTE)
TREIREZ PR ) - T 2013 1EHt R SR B B EET & ) sl - 208
PR -

EHSCAR ~ BEZE - BREEER - BRA R (2003) o (A=7E B 2 b2 © iAEE
STHEAOA AR AR A G E 2B ) - (ZEfEREst) 27 (12) ¢
45-60 -

FoRRE ~ HUER - 388k - wEEE (2015) - ( TR ) HEYLASRK
O BB A BRBIE T 440 » (BRI EEET]) -
3(3) :301-302 -

Fi= (2016) - (AR © A(HSRABIEHSEEaE) - (PEY
FEEF]) > 29 - 81-107 -

RIER (2008) o (2 NtEHRH BRI R Rl ) - 29 AR -

sREfm (2009) - (HEEE - A4 (e EIRE BT R PR T s T S 1 A4
EHEE ) 0 CErRIEEHSE) - 981 145 -
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sREM (2011) - (& EREE RTE AR aSsaies ) - (hEEERBET) -
19 : 61-95 -

SREMM - PEEES - MOPIEE ~ SRBAE ~ BWFLIT ~ AT (2011) o (4R LBHE
BREERG L) o CRTEEETE) - 108 @ 1-17 -

TREREE (2010) - ({EMBEALAER @ (AR TR - 21007 - BEASUE -
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A Literature Review Study of Older Adults Playing Digital Games:
Critical and Narrative Perspectives.

Yen-Chieh Lo

Abstract

Contrary to the research of videogames for children & youngsters, the studies
of digital games for older adult seems to be very rare, leaning to the positivism
paradigm, only coming from gerontology and gerontechnology, and focusing on
health promotion. Examining the existing and related literature, this paper adopted
the critical and the narrative perspectives to analyze the status quo of the studies of
digital games for older adult, including the types, assumptions, older people’s
images in the literature, and the comparison of the studies of digital games for older
adults and for children/youngsters. The author calls for game studies and media

studies may engage in the studies of digital games for older adult.

Keywords: older people, critical theory, digital game, narratology, videogame
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