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10 DiGRA Japan DV = 7% 4 225, 2006 FDRIEXTOFHER LY v u— FT&E 5 (hep://
digrajapan.org/?page_id=279), REDHIGF LFENDO— N TH 2 HEE " OFEE RN IE, FBR
PERBERS & O 2 BT 6 LE ML CEN TV D,

16 | B18 F—LHEORET Y 7



ZHEDTWLODBIRRTOERIZLFEZ D,

WEDF — LRI BIY 2 7 u— s EERNOBE (K6 TE 2 I S0k
HOBMR) 12owTid, DB L 0oRBDITLURD L IITH 5, Hlz L,
BEO X ITEEN LTI L TY — A 2R L TWaIFEE IR, BRT 29
BOMETHUEENO DO SENDOSDHFE T L HIZBRT 2, —H T, R
BR7zZE DI, BWNITIET — 2 X & 74 — XITHHB T 25880 v, fERE LT,
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IcE W, BARIZE 21X, DIGRA Japan O F2 L G THE S 1L L5
F—AhARTF 4 —XOYEZRLTWVWS 2 LIFBRTEIBELEoTIw, H
WD Y — DRSS HIEEL TV 12DITE, Zu—NVRF—LAXT 4 —R
LM LB a XM o 2 L EEILR L LEbid,

FLD
MORLIZZ 228, LED REXIEH K £ T — LR DOERE T 71 D Hiflfb
L72dbDTH D, £z, FEOHA (TELEMFETEMT 2EEOMR) v
LORETHLZEHMNIIMzTES W, HOBAL LD IE, B0/
BB TE 271259,
BTN LT, ZOEOBEY—FTE X, [ —aWFRIEE—HAE TR
Z,cu\J EWVWS ZLETH D, REHEIZT — LMEOHKEY Z HEEICL TS 72biT
. FERIZIE. FOFEERZBL T — A EOHIK EZ/ES 2 L OB L S 3%

SWOICholz, ZOHLSORNEZRL DL PIT LT Z L5, KEHXO—F
DIEIZLEEZ200d LAWY,
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Al N ANEY 1/ F

FEAA

&— L | Games

=5 L3 E VI RWIET — AR OREE T RS HWO—D 7 ZD
ez EDXH)ITZ 200200 TIL, FEIR LN RBH T,
DA KT, LITLIENV—F T s T N Y Y 2R AV
(Wittgenstein 1958) 12 & 2 ERE R OMRIEN ZHE S I2oWTOHEwRP, vy = -
B4 a7 (Caillois 2001) OEHE /T EXLIELIEBRE NS (I L. FA4Y
FE. 7 VAGELLIC [F—n] R L ] RIHEIE STV
Wo ETa BFEDOETAT — DMROXIRTIE, 7 A T4 ~FLvvEz) vy -
U< —= (Salen and Zimmerman 2004) A = A/)X— 22—V [N=T7 ) 7
] (Juul 2005) DEEIBIHEND Z E0EL ToTETz, LrL, ZTHLT:
Ham 3. —ERE OB EIIFR O, FEnONRLIME T ITENLIVEVDD D |
[ 7= L3 IZOWTWERITTALIREZRTWD LITFVEW, Tz,
ZdZd 7 — L wOHMRE, MEOBHRECLIERNEZ 285 20—D0 ORI TH
2LERZ2HDHZV,

s [7F—2n] L 200 d D KHT 2R T D2 LI EinOH T,
W= R T=VEFFOZ LI UDE L THEL RERI RS 225, HEICHE
MIN2ERITIE, R10E)., DoEEOILBEHENRL D,
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Rl T—LDOFHEINDIBRABRER
(Stenros 201 7% & & IZEHEHERR)

Yo

Rules

fia%

F—hOWKERLELTD
[v—v], XiE [v—ov]
HEBF —LThHdLET 2
HD

PEyZICATWS EEHRE

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

Function

EREINERENGHE, F
NEERT 270 DOHEED
2y FELTIZZDHOD

Kelley (1988)

Artifact or
Activity

EED LS RBAIYWTH B
Lz 5H0D

Crookall et al. (1987); Deterding (2013); Mortensen
(2009); Stahl (1983); Suits (1978)

Separate yet

HEMR L EES L Tn 2

Abt (1970); Malaby (2007); Goffman (1961);

Connected DS Tz b D Deterding (2013)
MREE£EE LT, vy
The Role of ~ N
— L WO FEZMEL 5 | Aarseth (2007); Bjork and Juul (2012)
the Player -
z¢
(Un) . Caillois (1958/2001); Huizinga (1938/1955); Frasca
HEREMEIZOWTDE
productive () et & (2007); Avedon and Sutton-Smith (1971)

Dempsey et al. (2002); Costikyan (2002); Salen and

C .. Ser Sefle 2 O DT

anodm(ll)(i:gizlt] ?T;g;ﬂi i T b Zimmerman (2004); Ellington et al. (1982); Klabbers
(2006)

?T”M' T TR |

e DTHBI L ane

Conditions

Flo, 2OV TIkA GERTHIANET 2720 TR, F—all&o [Bk
P 2 [HAE] 227V ELTERHALTOVEEVWIHT, 2—voEH (K1)
BLIELIEBRE NS, ZOERTIE, MBOEERTTHS [ U] . v—n
WHLBEORYMDLDH 2 X 5 B AR— K7 — 5% EOBRRNLEH % & D THRW

LI,
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NOT GAMES

. NA =T T g

@Y OELEBTER ﬁﬁ’;h‘@ET:FZ{\7*f?JEIJ

AL—ILHTE i RS R e . ABEADZEDNIL
Tl BREES e Ry I AN RN PP R
ARERBN RoTETEL 7 N dA—-0—EX

/ BORDERLINE ‘. DEENEE
¥ ABERAOIRDNEL
CASES %
Al
S BR-20F+2 7L R EHED %
" ARBRT TICRNRHERTLS O=IL7TLA 4 —4A \
1 AL —ILhiEER v

4 \

1 [

1
)

L

1
! 1
:f'\__;{..‘ﬁ L—LHEE gonorun
-'m:*;;él- &3 b=t
' Ul ke b ARRENT S -
3 R
zL Wi B b
A — HY. ) 3 & AT B BENTE :
I‘ P
I
Y BRAD \ &RIHTE '
\ ZHEDbD \ i E J
‘\ ¥l
A £
* '
. ,
> v it ) s 1) i
. IIRF )—TU
¥ L0 ARRVEE
ik . ATLAP—DBHLL
¥ S IEEDhTON — A I ABBRAODIEDNEL
“s. AFLAP—0BAKL = _ .
A Lot AP TADFA FT =B
e T BiRD K DEHE

ARSRICHT BIMERES L
AFLA+P—0BALL
. R ABR~DIEDN 2L
®1 HENT—-LETIL

(—JL 2016, 61)

LWz, 2= VOETF VIR, H ETHALOMEIZL o T—RWIZLEERD
nd WS —o] o2FvAZA4 TERALLIZbDTH S, [F—2] OH
Win L LTOMWEIX, BEN TR THERI N DD TH H 5, Oxford
English Dictionary % & % 5. % & “sports” % “play” & & & O[H TREFRHPH DO FE D
ELTBY, 2—VvOFH [HHRY] O#HPIZBE X2 19t IROEEZHR -
TWbEF 2D, PHEFETIE, sport DFED S35, FRHIITIFIRIE D game DFE
BIWEWEZBLH D (FR2),
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%2 Oxford English Dictionary ICR 2 X KR—Y &5 — LD EE
(P88 1984 K& O'FaIER 2009% & & IZEFHERK)

SPORT GAME

- B Fg A ~
IFVEE L ECE L, ERT 5. ik SR I
JT SORE TS BET las ki s mLegb) (r3)
p A gaman :
BR R G RELSes. KL ot
7IVARE L B, BIEE B, (HR) o NS R
depoter, | . Mtz %, W3, KEL L TS T o LA
desporter Ik o TR EmiE T % gamen
it ' s
@ gamen, SEZTIN S NNy 243
‘ gomen
5 (&) LMoY 2.8
pEEEE | [AE] LA B (15t RANNE SRR 20
deport IR, pERE AT LD XS IBEREND
z R AE ST ko
1314 L TRRT T 57— ro— Tl
. ii?’ R 20 6 —MizhEs
‘ esport, LTI, RIS £ 7
dysport, i [#7] B H % #EE2 5 DX Li;]%%f’ %g&ﬁb 73%‘@_'6‘
spoort IE AN - N 1)) P02 o -
. R 2k o TH bR B B O
sporte L R RO R
[ AR D L I &
. IR 2 BB, JUK :
15~16 PUC L3 KiE LoBED :
P S ) D [(EBOE] B
e P R 4FscommEn, | BT %
o PR 4TS ORED, |
L 5.va—, HE 6. [HE]
Ry 7 IFETES et
BT IRE TN /R AN |
1718 LR EERLI ML 2 L [BhE] BT 5, HESHE
@ sport 720328 NIk oTHLN | game DIZDITETHFENE D 7 — 4
: L 2ERL L 2. B RR LTl
Fi f
2 i * 7
(a0 b, R AR BROARERD
T P RREREMME R LE D & D
1942 sport Lo game DLW AR — Y PRI

L AHEIBMT AL, %
LD XD WY — KRB ORRER

2B Ly UL S
NTHHK
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F7:. HARFEOFERI playBERITIEWV [HZ T BFELTH, gameRIC
FEVNDDERFEEL TV E B oLz, FEEMIC ib)éﬁ?’%b‘%iﬁ& (3B
D, KRB IBCF, H2VWIEHLOEDLZ L] % V*\Jd‘éJ ERBLTET (H
JI12000), Z OBERIFHNREY T HAFERITE LA, [7— 4] HRIRITIIG
T oEEEIE. A UUUBETHEEL TS LE R 215 9,

Xk

Caillois, Roger. (1958) 2001. Man, Play and Games. Chicago, IL: University of Illinois Press. (#
437, av=, 1990. [EE NH] L HEKRL - KIEERR, Gt )

Juul, Jesper. 2005. Half Real: Video Games between Real Rules and Fictional Worlds. Cambridge,

BHEODVWIZDE T

MA: MIT Press. (z—V, A = Z)X—_, 2016. [N—=7 ) T
A7 = L] AKMAEGER, =2 —F—Ln X4 —&X—)

Salen, Katie, and Eric Zimmerman. 2004. Rules of Play: Game Design Fundamentals. Cambridge,
MA: MIT Press. (Fvy, 7474,/ 2V v o« V<—<v, 2019, (V=X %7 -
TUA ) IARBEHR, =a—F—nXF—%—)

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

Wittgenstein, Ludwig. 1958. Zhe Blue and Brown Books: Preliminary Studies for the “Philosophical
Investigations”, ed. Rush Rhees. Oxford: Basil Blackwell. (V14 7>y a & 4, 1975,
[V b vy a4 o6 FOEAR - FHEAR] RERIE - BUNBEIGR, KMEfEE)E.)

BrUERA b, 1984, [RAR—v oMl | MEE LR #THE=MR, 120-25. KEHEEE,

BT ENE. 2009, ERAX—Y <> >y 7OHEE L RE] FIRF RS,

H%=—. 2000. [&€b 0] HEEOREHIRE.

<Y v 7Y —27)v | Magic Circle

F—LEWBEATVDESITEL S, F—L2REORY D REEIRILL TWD
HACKREZRRLRIMETH 2, dbLdbLlidany - k(Y F (Huizinga
1955) OERTE 0TS, T AT 4 «FvveEz ) w7 - I—=<Un [v—n
R« %7+« 7vA] (Salen and Zimmerman 2004) O CTEEMS & L TLEN
J7: 28Ty F—aRICBIT EBN MR L LTRE o7, LA LFAKITE
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. (=9 73— V] L2LDPMEREELT:DDELTHFET L EEZ 50
EIDPIIOWTOHEMmEESEZ L7z (eg. Consalvo 2009),

Rz, ZOMEIBRELARZDOE (=Y v 7 F =27 ] HB—EDO UL :XY)
D%522bDREVIHIREE 2722 LA E W (Juul 2008; Stenros 2014; ¥4
7K 2019), flz1E, [Pokémon GOl D XD LG F—2%2FE2 25L&, F—L20Wl
MU Z RO ) 2 IR OBFEILIZ - & D £ L, MMORPG®, V—¥ ¥
N7 —h, ARG (Alternate Reality Game) Vo lzyry T, HE LT — A
DEFIEBE ZIZH 2003 IO D IT VD DITL > TV 5,

IAYARPN iﬁﬁ@:b# WA WEAIDRDH L E W) ZEFRME LTV vy 7 H—
7 VAR, %améﬁngaﬁA%mwﬁﬁaa U~ —< v ABERH
LTWd, (W= X+ F 7« FTUA] ITBT Y=<V LOFMRIE L b D
THo12EIDIIOVWTOMPLEmIID 205, Iz X, 2T Liind
RN EZT T, =Yy 27— vBERIzowTid, X Dl 2l a b osisam
ENDEIITLoTz,

¥va.-x7v0 R (Stenros 2014) 1%, TR KRR, UL & v S5 #
ﬁ®ﬂﬁ#6?//7# I VLS EHEETE 22 EERLTWVS, RKRMTHE
(2019) X, FEID L LCoO=Y v 7= MBS EBRRTITELTOY v Y
YP— I WS T T T C. BITBREFICOWTIWE Y a3 v « — ) (Searle 1969)
@%&%ﬁ%@ﬁv%ﬁmb HE L7 — 2 OBRMROME L WD X D%, HIE

ZIANDEEOMEL LTHRZTWS
F—LhZDbDDORHEMwL 5 LT, 7— A@W/ﬂ%ﬁ”é%ﬁﬁ@%iu
BELZOIX, Y—2OBFFITE 5T 7Y 74 OEMEDRILL TV 25

EIMEVIHAETESL I, PV vV —<vEIFLOME L OiE I HER L <
WB, ZvaY — X4 MY (Bateson 1972) &, V7V 7 4 % “H I
TELLV) ZENT —LDOBIEHE L TMO THEETH L LBRTVE, R
APV UDFRLTZDE, FVOTFEDFELDERAUIE D L ST Z 5T
DEWVD T LEREST, FHVDED L&, Ny Fxy 7 IFWHITIZFEV X
CEELLTEFELTVTH, ZOYWHNTERELSE L L TEARTO VT
TWEWD Z EZMAEBHIEM L OV T TV, Z D Wo Te ZEME T AR
TLZENTERTE, £bZHMELFESE VI TRBEDIKILL T,

<V I Y= WVEEDERET 2008 — L L) B OBEE 2l 2 in U T
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2] IR « FFOEAC « RKAEEE - BEFFH, 267-79. =2 —F —LXF—K—)
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F—327 445 —>3> | Gamification

=X T4 —vaviF, VLA OXRTY — A EE T BT 2E/EX
1351 % 183 (Deterding et al. 2011),

F—3I74 7 —vavoRErnaEIiZ, DS TTHLVHDOTIE LW, H
WATRIERN BRI RE L ) L v o FKBORF I, Aot o
Y—FRIZHbRZZEXTES (McGonigal 2011), ERBE D | #x~D 5 — 4
DICHIZE T 2wtk 4 Tz b THATW S, flziX, /' —3Iv 7 - v 3z
V—yay, TT7a7AYRAY M YIVTRAT—LLEF F—3I747—va
VNEWERTH 2,

=X T4y a VR ENLOMEFEOMELED DX, Vv Y —DITRD
R=AP< Yy 7Y =27 VORNITIZZ S AMUIZ, 2% ) —RIVBEDHNIZE v
NDZEILHD, Tz, BNy 2 779 FELTIE, SNSRA<—F7 %
YOER, TO#ERERZ EIZLD, HEDE ODITR/E T Y X VIERIZAHAT
SORBEAMEHE NI Z LIRSV, RV avyNv—T, V=374 —v =
VOB THRIILTeRY F v —REPSHEH I N2 LITE T, ZOFEDR
2011 ~2012FEHD IT R DOWATRED—D £ Lo 72,

BESHITIE, O 17 =4 2 HEIER LS 2 /e x o b O 7205,
(F—=37 47 —vav] LLTRASATOLHEGICHE S o REM T EH
Z. KAV, Ny Y TV I OIERDVEFNIIEL S ToTwd, UL
o TVE XYy FR—EHOBDIIRESNT ETVD LW G LITLITHE
HE D (Werbach and Hunter 2012; Werbach and Hunter 2015), 7z, F U &
IBEEDT TV —va vy ThHhoTHHKTREMIT 20207 V7 TET %2012
Lo TELNTTBREL Y, XULEOFE DD D LW T—Z HRENTWS (Thom,
Millen, and DiMicco 2012),

F—37 47—y avIbHARRLSTIL, BHE, BFE, ~—Fr 747, ¥
VARADNBENG ELIT LT, RITHEAH TS —3I 74 75—y avito
WT DI > TH WV, HERENTIH 2013 ELBERLRL T KIZL 572D DD,
WAERETIX20124F D T — 2 R TR HFE L L TESE LT3 (Bozkurt and
Durak 2018),
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rF—LLMEDOX—Y—F

AR

DHS % 7 — DRICH T 256, 7 AR TT -2 LTV P -0
ETEIDOBMRIZOVWTHE T 25A T EilcBwT, L R 2EELHEI %D
55, AT, DE¥OHREH,L, F—2oEAS ICHET X -V —F%
4O TRIT %,

& | Involvement

TVAX—DBETAT — ek 22 LItk o T, Z0AEICEDLS 2 &
T, I—FRv - pv¥id, TvAry—olGEEzRAEOETV (K1) 12X
THH LT3 (Calleja 2007,237)s ZOETNVIZEDE, TV A V-5
IZHARTHIBI G- (tactical involvement). ZfTHIBH S (performative involvement). &
TEHIBE S (affective involvement). HAHHIBIS. (shared involvement). ¥JFEHIEHS:
(narrative involvement), ZZfJHIBIS- (spatial involvement) &9 6D DEFHEI D
D, T0LDERDI< 7 uF5ERE (macro-involvement phase) & I 7 uf5-&
F& (micro-involvement phase) @222 6N TW5, £z, ZOETNVTIL6
DOEEIMA S Tz [#5E (incorporation) | DSEEE LT W5, LI, MR
B5- & ZATHIRE G113, B o SCER ClEBAIRE 5 (ludic involvement) & JEB) &R AIEE
5. (kinesthetic involvement) 122 L ZNAFFDEE S TS (Calleja 2011, 38),

I 7 v 5 REIERHORG ZiE L. <~ 7 u 5 BRI E SR O Bl
ZILTWS, 620ERD I L, MINHBEES 37 — 4 7V A 12810 2 HERE
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<7 O SRR
HiimES

TV 0MEERE

ZERMES BRMES
/ \
\ 7

hiErEE

1 €545 —L0E5ETIL (Calleja 2007, 237, Figure 1& V) & Z)

OMETH D, FATHE5 XS — L 7 vA TOBRELE S OflETH 2, 7z,
BIEBE S 137 — L 7V A1l X o THEL 2GR IEREOMEcH D . W
BG3 7 — s oIt oMofTRE LD Ia=r—va v OllliTh 2,
WIREIB 513 7 — L DR OEE R ED T A v ENTWEEL AN LS — 0 7
VAR EF N OWEEOME 1 L. ZHPBES 3K 2ED RiF 5 Z
EDEI T, TVAY—DHDHE %S — L OEBO I B 2 TE 215,
INLDEMEIINEEL TREES N2 DT, WIHAEIKEELEY D
THd, £z, TNHEFEDT—HIZHFLLHETEELEIILBDOTIELRAL,
H2EEMUOBEE X D DIFED T — L ITHEICERT 2 2 L03H 2,

[FEA] 1E. Vv Y =237 — A BRI HRMITRNAL Z L2 EHKT 2 %
A (immersion) | 12HM4 3 2HFETH 2 25, ATIFEEEE (virtual environment)
OHTAETET 2 LW EBNHEBEEZIELTWS, $hbb, v ¥Y—0BATLH
FREZWHALS 2 LR, ZOBREOHITT NZ—Z2@ L TRB{tasns 2
EEERT 2, FBALERAIR, BT 27 u—LEMLIRETHL EE X D,

ZOETNVIET — 2RO HTHOWO TS, DIHZEOSETIIIZLA
EERESNTOVLRW, FEEOBEE Y- 7 Vv 4 OLmEMEZRLTE D, FhT:
LBRET AT —LIZBRIIL D EIZEDEI LI L EWVD) Z L EMETT BERIC,
ZOETNVIOLERGREEES ZEMBTE D,
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7 — L#%7F | Game Addiction

CTA T — A EIREIC, »OoMENIERT 2 2 LIk o T, R - BIEN
TREPECTWBIZH22bbS. FvA v —0720fHzIH4+2 2 L 05T
SRWZ L LEFEND (Lemmens, Valkenburg, and Peter 2009, 78), [AFiE &
LT DR Z T %5 — L fHH (pathological video game use) | L EDHW L5
2EVDHD, BT 2 70— T A -2 OHEASOEOHIETH 5 L TR,
F—MMEFERZOEOMETH S LER D,

TR, AV IA VT =L BB LD ELTZET AT — MITBEICEF LTz 7:0
AR RBEISIZfioTLE D EWIHRMBEIMEH S TWS, HERIZBWTI,
(A FFHEAN] EWIBRIBIRFEEND I, TV IA VT =L DIREDD T2
LIMEICBEOIEFZ TV, HlZIX, v I74 V7 —HITBEITIREHL Tt
SRBCI o T ANDA v R a—1tEESWT, B 0EFIHiE s T
W3 (FIR 2009),

P BRI, ¥y TURESECIIRE R EE L bz fTHEE) ©H2
EFEZLNTWVD, 20134E121E, 7 2 ) IRMIEFRIC X 2EMEROS LD
WiOF5ETH 2 DSM-50 [SEROHED 720 DIFE] OHHAITBWT, [ ¥
£ —2% v b7 — L[EE (Internet Gaming Disorder) DO WIEEHEDIFEFR & 17z,
20184F 12 1d, HFAREMBI 23ERL L T 2 ICD-11 (FEBRBR ) 1250\ TC,
7 — LEE (gaming disorder) OBWIEMEMNFEER S iz, FOWEEOME © £
1IZRT, ICDIZDSM & D %K DETHWLATE D, HERTIKICDIZHED
W EERBGREETETHOWLRTWS Z 6, ICDIZBWTT — 4
EDOBMIELMELFHL SN Z LITL AN THEIIRS WV,

TAVIDEHEDHI8HRETOTEDENRLE LIZIAEIZL D &, R LN
B—=VERLIZT VAT —13H8% TH o7z (Gentile 2009), —FH, Aa=7
DR2FEPH16HEETOFEDETNRELIZHETIE, A ¥E—F v M —LAE
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K1 Ary—2v b7r—LEE (DSM-5) &5 —LEE (ICD-11) D&
(1l 2019, 273, R & V) WE)

AV 5 —%y FF—LES

(DSM-5)

F—LEE
(IcD-11)

ETCOBMBEHELTEI-TZ &
HIERT I X 225, 122000 DL BSEIR 3
iz

M EAE 12 A 853l | AN, R, R0, ZEW.
RO QTR OREOREIZ | BREEM. X3 fho HEE ZHREaEEIC
Bt 3 BWT, EAZEEZ LT &
THHEHBIZA Y I VI2E5HDE
F7 5425 BDD. HOREE
DLDHH D
waE LAY 74V T —=bD
= Lobh
B BAER 2. BEUER CRE#TY)
i 3. MittE (AR 384 2 %)
il fED B 2 4. T O A B2 1. 77— 2B 5 2 ) A PR e
LRI OBk IEEEAD 5. DL ORI A D
RS R HRIpR 5 5
6. DB RE D i H 3. R AERIT D 22 b 6 5,
L1 LHE . .
Zﬁ%ﬂo*”b” B 21D mded b F 2P — 1 Rk
HEIHH T 5 Mgz A HVv—F+T 3
_ 7.2 74— DR
fERICEY 20 B 1= o O
T T2 RS D B D kB
B 8. BIEM L5 0> & D RED

72 O

fERIC L 2 HRNBHE

9. F Vv IA VT —LITLD
PR e /i il

BEEORS

2. 7 — NI BB H3vth oo Bk
RLHEAEEI D HEW

EZDHFRII 2.5% TH - 72 (Pontes, Macur, and Griffichs 2016), 7 — L KTF
THLANDOEIZMKIN T 2T L 5> TRL D, Z20LFE Y32 2 LIFEL W
DB, ETAT =D T VvAXY—2RIIEDZEEZIIVTVWEEZ 5, 7 — 27
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OEIZOWTHRETT 2BRICIE, €T 47— LAk > CTHRAEEIC FEE
KL TOVENREIDLDEETH LD, €727 —2DAEZEDFRETIE LW
Babbd:0, HELHWRD LN 5,

7 —MMEFEZHIET B RE & LT, Game Addiction Scale (Lemmens, Valkenburg,
and Peter 2009) PMERE T3, ZOREIIFEEME L ZYMHITOVWTHER S L
TH D, HAFER (HE - JIE 2018) bIEksTWw2, BURTIX, 7 — 2 kH7

BT 2FEIHN R T— 2 8RB L TE D, SHROMENDBEL SHTWVD,
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Pontes, Halley M., Mirna Macur, and Mark D. Griffiths. 2016. “Internet Gaming Disorder
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G, 2009, [A FFFEAN] )V —X—=X 7 — b,

WM - ISR, 2018, [ HAGEI Game Addiction Scale (GAS7-]) OAER & 241 Dk
B =YY 74 W5%] 27 (2): 175-77.

gL, 2019, [ —afEE ] DEMIES] 61 (3): 271-76.

AFEEIED 1T | Intrinsic Motivation

BR o1 &k, fTEIZ —EOH M) TAR S, Fifit S ¥ 28R HEED
TR IREHIBLETH 2 GRIHFE - %k 2013, 548), HERITMEA S 2 53
FBLLT [R5 BPETOLND, IS ITIZNIBVEIE D T LA FVEIE O I
D2OIZHHLTHIBEND Z L%V, 7F'— LT VA IIHFKNEIRES 1o
WIATEIORFEN LHITH 2,

—fZIz. AFVEIE D I BVEENCE S KBRS T O X D ITFERLE L TH 21EH)

WD OB ETH 2 DT L, WIHIBIFE S T IFBELICES KBS D X )

WEBIZ DS DOBHWE Lo TWBEAETH D, 2L, ANMOITAEDE 1XF
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Bt -HIWBR D b % 2 BEE SIS I AR TN TATHORKE LEZ NS 12D,
2 OB S T IE [ERENEM (endogenous) /ERESMEM: (exogenous) | 1T
ko CTEERETH V. FEOEENEICHNET MiEICE S < GE T NFHENE
o, £ofTE) &L WAENICERR T HIE (RENIMES 21fiE) O OFK
ELTHOMOGETZARNEK ST EZ2h e @Ry tnTas (S
2013, 292), Bz X, €TA T =2 % VAT, REZVEMTLWITEH)
ZNHEEEZFERITD 223, NRENBIES T2 X 2 BEHHN ZITH2EO—ER
ERLFTZENTE S,

CTA T — LTV A Y — 2 NRENICEIES T 2 BERICO W Tin U 7o i 7«
FZAFIISE 259 2 (Malone 1981), ZOMETIX [7Tuv 7B LYy —2] ZHV
T, QRa7»8dH2, @Q7uy 7 s, @R— IR FVIZE T o THAK
2LV 3OO OEEMIZOVWTHRE T 27D DEIMTONT, T DFEhR
T, ZRLDRMOBEIIIESVTEODN—Y a v SHlHE L TERS L,
ZinE Q0BDOKFEE) BRNAN—Vavr EORETFELEVD 2 EIZOWVWT,
STETIEET 2 L0 Itk LT, ZOFER, 2TCORMEELNN—Y a v
BOFENDEIE, A7 LT WANA—Ya vy ER— VOPkR) LrkwN—
Vav, REATORMEE TR ON—Y a VIO N—Ya v X ) diFFnk
WZE, BiIZT7uy 23 NS L WO RHEIRDEETDH L Z LB L I o
720 TOWRIF, FHEEZHRELTHEZTI ZLITEoT, 7VvA4 ¥ —2NHEN
B S 27— LHNOBERITOVWTHREI L7c D O TH 2 5%, EEEO Hik%x
F— LTV A AT ML ZRLTWE EFZ D,
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Malone, Thomas W. 1981. “Toward a Theory of Intrinsically Motivating Instruction.” Cognitive
Science 5 (4): 333—69.

I - KERWIN. 2013, [EHHEO | [HRBrOBIA S L] BoRREME, 548-51. “FAUAL
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292-93. M.
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70— | Flow

DHFEFEDINA « F 72y FINAIIoTRBEINIMETHY, H2E
BIHIERSIALTWS & SODEREZIE T, —MIVIZ, flow &\ ) BFEIL [V
) eRWT 5, ZOMEEE. A Y X Ca—flEIIBWT, HE#EED [HfinT
WE XD RECZo7z] R [FMTRAUZE IRz TS| LRIZFELZ LITHXK
3% (Csikszentmihalyi 1990, 40), 70— 25 L 7 v —RBORFH Z 52
[N N S

g2 70-PEL2EHFL 70— REBORFH
(Csikszentmihalyi 1990, 48-70; ¥ 7t > b I )\4A - +H 15 2003, 2-3% b & (Z1ERL)

(D BEDRDEMESE? BUEORD LD bETEHET T LEV) ARSI
TeHRER. B2 VI TROERBD D . B OREITES LTKETHIEIL Tws Z
Lo Thbb, AT THRES NI EREL DN T Y ADNT WS Z &,

(2) IR i, M OHETHOEHRIZOWTORED 7 4 — F v 2 23H 5 2 &,

O BHEAT o TV DB 2T ENDELELRFROEF, L7223 T, MEROEHRERIZA
LMD,

@ 175 EFROME, DIV ITHHELIBRALTWE 2O, HBFEfT> TV {78151
DEESNT:HDHB R T2 2 L0830 B b,

@ NEMWHEE®R MENTAEE L TORR) OIEE, HHNTEH L2, 70—k

S Bo%cidHCBRIT X DN s,

@ B DT RERHTE 2 LW, KT 59 &b EFRADRWLED D
o TWBT®, ZDORVUFRIISHIETE 5 & ) R,

® IHIREBR O W 234 (RHCHRERI A ERR L D BCHEE L LS ITER L2 2 &),

® THEN AT 5 BB AR TN & 72 2 72 . GBI OB B A LI LIE# Off
AT 2L R ZHEMNT E L 5,

DHZO BT, 7 u —HERIZNBIEIE S T O RO RILEN T 5T
Wb, F7x2vbrINnAE, BEZEML, v—A0H Y, B EYNIZSS E5
TWENEINLEVD ZLEITOVWTOWPHELTFE?L ) 252 2T/ AT LOH
T, BESLL TV HREKICHDOBDPEAE L TWEERTH 5 [HEREHR
(optimal experience) | % 7 0 — LA TW2 (Csikszentmihalyi 1990), 7 v —%
FBHLRLTWIERNL, 7u—{FB EMIEND (F7E¥ b INA - F LT 2003,
6)o FOWELT, FIF—2RAR—VYDBETLNE, 7u—3F5r—2r7Vv

IZEEORETIE T, MMOIEEICk > TH 70— 022 L03h 5, T,
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F—LTVAILEoT 70 -T2 LI RBELV, LarL, €727 —AIC
X7V AP =TT V-V EBEE, RUBIRNZ 7 4 —KNv 27 %5225 Lw
IR H L b, Y=L v A L7 u—LOMICBEBLER D2 LT
25,

7u—0ET VI, PREUKEELRIKEZIIE LT, v A4 v —»07 o —{kBk
IZED, 200KERA ET 22 EI2X o THERFEMEES N TV BN
WRZHHLTWD (M2), DLITOHEN Lo TWEHI LA T — Y D5K
EEINTVWBETAT =L TVATEEAEEEZTAL I, M20D420DPII,
ENETNERLIBROT VA Y —DREELRT, DIIIZOT -2z TT A
T2LETHY, TVA Y —DRIITEY, BmHDORAT — IR LREL 27 )
TIERITEL, TvA Y —0RNI»RKRT 2 ELEBEELTWB D, TV
A ¥ —=1F7u0—REIZL L, LrL, VAP —IZPict EZ DT 2 TIE
T, TvA kit T2 2 L ITk o T RFELZGAITIE, W UHEKED X 7 —
DIGBET 2P ORBIIBIT T2 L1L 2, —H. AT—YOHEN LD
PiDLELFAUREIKETHRELZZ YV 7T EDNELL BotBHEITIZ, TV
A¥—IFAREEC P OREITBITT 22 LI h %, BEDAKORY T 47
TRETIE WD, PvAY—id 70 —REBIEZ XD IXFES T LS, P,
TRHIVHEOENAT -V THLWHREITER T2 2L T, BTETVA v—
DHZORIE®EmODLIET, 270 —RETHIPIIEL LTS
o T2T2L. Pab P LABRICHEELTRETIE R, v A 2t 2 L1
LoT, BE. XFAEDOWTNIORBIIBRITT LI LIS, ZOE, TV
A Y —IZFFTF =L VA ZRBLETOIC, Pk D dFEITHWAEO 7O —F %
VANVIIREI ET 2, MED X DT, F—27v A OB TREZHNT 2 2
EDBTELRO, 7Ju—eFTNVIIEHATHY., ZRETY -2 TCLIE
LIXB[HE TS,

7u—OWEsER L, PRk LR KO M LB SO A TIE 7 v —ITiE
BOLLWIZ EDBWHLITL D PREKHE LB KHEEDMEAN D X D b m W iREE
TONEI L7 u—%RBRT27-OICBETHLILEPRENDE, 7u—
EFNVEEESSN, 8K (K3) okdicishi: (Frevy bINng « F
457 2003, 13-20), 8K oG, HA DR & 58 O FIRYK#EZ R L T
Wb,
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70 —ORIICT AT — LR ELIMEETFOLL L TEDLNATVE D
JTEZWH, FER 7o —E T4 S — LA OBEIZ O W T OFEIEN LI D E
BanhoobH2, IzIE, [T FYVR] 27V A4 LT3 L EDNTER A FHAIL 72
WFETIE, 7a0 v 7 DETFTAE—FIZk o THOIRIE S X — v 03873 Z & 238
L2ZE3 N TWD (Yoshida et al. 2014),

o s
(=) (Anxiety)
A
E
= P3
2
(%) P, T B
0 / (Boredom)
0 (E) fiE /1 (Skills) (i) oo
2 #MfHo70—ETIL
(Csikszentmihalyi 1990, 74 & V) &%)
A
el . i
= (Arousal) Fie—
(Anxiety) (Flow)
5
= L ol
< (Worry) {Control)
ﬁ
=20
=
5 {DAE
A B L
(Xi.‘ftjh[:') BT (Relaxation)
" (Boredom)
>
I HETT (Skills) i

B3 7A—ETILD8NK
(Csikszentmihalyi 1997, 31, Figure 1& W &%)
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Csikszentmihalyi, Mihaly. 1990. Flow: The Psychology of Optimal Experience. New York: Harper
and Row. (F27 &> b INA, INA, 1996. [7 0 —kp—F 008G ] ST
IR, HEFUEURE, )

Csikszentmihalyi, Mihaly. 1997. Finding Flow: The Psychology of Engagement with Everyday Life.
New York: Basic Books. (F27 &> F I NA, INA. 2010, [7 o —{KErRAFT L
B & AE QLR ] RARILAEEER,  HEFUTARAE,)

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.” Neuroscience Letters 573 (24): 30-34.

FI7X2YMINA, INA Y=V FHHT, 2003, [7o—Higo I nx T ®IIGHE
B SRR, [7 0 —BERo ] SANWEY - WINEHEER, 1-39. AL,
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BRELLTDOF -2

RE

ESRAEFTIV| Business Model

CYARETNVOBEIZ, 1990FRFD A v 2 —F vy FOHBUIH - TERL
B, EBETBH R OCMETTICBWTEL L OFEH—ZEO TS (Zott, Amit, and
Massa 2010) BV FRAETIVDERIZOWVTIE, TN E THELX THRAD LER
DATbNTE T, HlZIE. Magretta (2002) Tk, YRR ET VL [BEHMNE
DI PITOWTHHT 23R LERS L, RBoEYARE T VIZERE
B, BEA~ORMEME, REONEEEL Lo—HoMELHMATE L3N
TW2, EzTeece (2010) TlX. BV A RAET VI, BEDT: O Oi{EIRE &
z OffifEZ R T 2 AEOISEEEZ I R— T 2uvv s, T, RUEZOD
MO ZHEIORT DL I N T VWD, ;Dvyfwa%%’ih&\ey
ARAETNVEZ, BELWOMMOSMEZAE L., 2hzBEERIRMEL, 2L T
2% ED X D ITERT 500122V T @Eﬂﬂ@ﬂ"]&ﬁ#%ﬂ“@@é (Osterwalder and
Pigneur 2010),

F—LEXDEYARET VIR S Nd56, BEOERE 7 VD L
LN ZEDEV, F—LEEIIBIZ2EIRARETNVIE, F—2avT VYD
Ty Y VRNARHIEIZ L o T, FBREL, Ny =Y 7YV —I 728w 3
ODERMIZH T LN D,

FBHO YR RAET VX, VA Y —MERAMNEEINS 2 LT, F—L0%
HEBLTEBLL ZEDBTELEVWIELIRARETANTH D, ZOEIFAET N
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3% D7 = — K7 —LITBHASATVWS, VA Y—I1347r— LIBT3
FIEMEZ I3, =& VAT B, XL FET 5,

—HT, FEATF =R =LY 7 MizowTiE, Ry r—IBoE YR
AETVIERENTWDE, £2Z TR, BEIF—LY 7 MT —LEERM L
LTHFEL, v A Y —RBZNnbZBATLILIZL T — 27V A 2FEBT
2, 2OBE, TVAYXY—BN—FU 7 Lavs vV EMAETLILIIN D,
FEDT — 1LY 7 FRGED TV ZMUITHEW, EYOT—LYy 7 F 8y r—I M
SZH, BEXIS VEZ—F vy FZBEUTEEL, 2—F—2Fv>vu—FLTH]
HAT&s2avyvy, wb®waAyryuo—RarysyYoriigy =7 IR LT
&7,

7V =7 LML, T2 T VAR TEANICEENIL TE B2 ——
PEHBL, ZoHroPHoREE (F—2NTHHTE2BH7 4 72 2BA
T27vA¥—) EDHL UREE EFs2eva 27T v0ZETHE (H
e Il 2015) Y=Y ¥ VEOE WA Y TA V=L T, 7Y =3I 7 AHY
IARETNWESERLTWE, TVA T =07 —LNHEBEREE 7V A ¥ —
HETHRDZEWIDONT7 ) —IT7 LOELENTVWS, ZI T, PHOR
ETVA Y= EREBOERE T VA Y —DFA—F—2rav T Y OHRTHEFL
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.

H R < IHTE—, 2015, [Y—=Y 9 VT —LDEVRRETNV—7T Y — 37 L OREW
o] ShEERE
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HEGEBIZ | New Product Development

P AR I RELRD TN 2O DEELIFR L SN TVWD, /1 /=Yg
YWIRO—E L LT, BRI T 2MRPBLZ LI nTwd, 29 L
720F5¢ (NPD#FZE) 13, BIR 70 =7 F 2 WIBIRNII<A Y A Y T 55
EWVWDRBIZED fA, V—F &AL, a X, BEXEOHEIIBNT, HHfHE
EROBEE T A B-EDONRT7 3 —< V ZITERLTWS ZE2EIELTWS
(e.g. Clark and Fujimoto 1991; Cusumano and Nobeoka 1992; Iansiti 1997), %#iZ
1990 4ERDIBED NPD FZE Tl [RIRI LB RBF & — v LT 5] &
WO HBOMBEERO b £ T, XD SRLEBA»LMAIMTOND L IITLoT
% 7z (Kuwashima 2013), 7. EitD X 5 RWFR DO RELIZIH D »T: 5T, [#
ihoc EEEREY Tu—F ] bHRELTE, o [8Y - EEREY 7o —F |
iF, BESEEOREELFR L L5, HBIEXEZ & ORI L BTEF X —
YOBRREHDINETED DL LD TH 5,

BT OS2 O RIGE, HE L LTOFr — 20T, £ TBERL=—
X, AR O 2R LA, BREEBOMEMEL WO 3RItE LD LN,

F—5Y 7 bEW) B, HNECOBSEIXIERNECEETH 0, 2
DEGBHFIIIER ICHBE LBV, Y=LV 7 3a v €a—4Y 7 Va7 D
—MEZN, AR T VA Y —IZH LS ZRET 2D THLH 2, 2L T, T3
LS &w ffiifEofftz, BEOKBME - KIS 2 7 a & 2 5l
ODTHMETH LD TH D, =2V 7 NI, LD TV A ¥ — T &I 7 -
AMEFEME SR 2 ABEME D D, TS VA Y —HE B E N T HREICEAT S 2
EDY L, =LY 7 bR T REIR. SEECTHERR L = — XITEICER L
TWwa (ARG 2012), L7edio T, WIS TR L =— X2 8 F 0K B -
BB S 2 00 & W D FIRTAE O RE BE G R EEICR S e JE
T, BTV 74 v — 2 08a, BGiREFIZE 7V Y —DEE=—XD
HRIZa Y — VT =L EEHTELY, 2wz, FHORAEL IO LALE
BOFE. HIZIFHEDY ) —2RIKEND TV A Y —F — ZEREFHH (data
driven analysis) % EOFDEHEL 71 5,

SRR O LI, HHEHME VI 20D ME TR Z b3, HHE T,
FVITAVT—REZBZONT — JEERRD TV A ¥ —=— XDOEALFER IR
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WEPOW L WIS, X O RBISHEIE T 28D ICER S, B i,
7 — LBIFIRELBF Y 7 MBI T 2 H OB sIERIGE W, FIZA~<— b
T72YDERITEoTENANT — L EVHIFHLOWTH D T T) —3/IAL ., B
OB E L DIBRS T WD, BN VG — L ORI 12 B 3 2 Ff I,
N=FY 27 DARy 7 DA LITHRE ALY D075 THIFEHF S T2,
HmELTOT — LT3, ZORFEEE 2MHIITAT b N M 23H 5 &\ D
bbb, ARKT—LEEGOIAY T4 5 — LTG0 EME I Rk CETF
ODRERT — 1YV 7 bOF v T4 B RIT, 7 — L ORFIGENIML - &
MLLTS, AV IA VT —2IZavy Y — Vv —LEIBELY), —0DF — A
24 M VvOEEMHAIRIZODIZ5, F00 2, TVvA Y =07 — KIS LWV
X ary Ty ERRINICAEAHS T ELR 6T, F—LONEEH
BTy T TR LEDMAEILE B, 2T, BHEBEKE L — R EE
HE L MY vy 7T =M eERDZEIZEoT, BOF—20H D)
PHERIF T Z LIRS,
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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
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93.
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Boston, MA: Harvard Business School Press.

Kuwashima, Kenichi. 2013. “Followers of Harvard Study: A Review of Product Development
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AR, 2012, TBHREEMEDO T4 vy <——F I X UUIERD A /) R—v 3 v « REZ—
v AR
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Ev<Z5—% | Big Data

BB I S € 2123, BHOWEEIR 2T TR MR 5 £ < 3E
M3 22 LDBEETH L ERHMEND LI ITL>TETWS (Chesbrough 2003),
25 LIANBEFROF T, 2 —F—Flzi oL Lty 7/ F—Xi%, <—
T4 v ZIEROPELFHEYR— ML, BEO=— X%z LA 5, EW
BNMME R T 2 Z LEARRICT 200 TH S, Ly /T —X LT, ERTHE
MLT—2FEDILTH D,

AR D IBHILIERM O F B IV, Ey 7T =X ZIUE - o7 « WL 2 2
EDBUNBEBI R R LIRS ERLTE Y, BREREEZIT I L CRAIR LD D
ELUDOOH2B, BT, V7 by =77 — LT EOEBOLAE, 2 —F—0F|
FESHRIZHSFIHOREY & U CHBIMIZARS v, #8548 U a3 gk 2 /M
ZRBELNTWDS, ZOX) W EROB ML, HERELEIED L L Toa—
PR T — XL o THERS NIEEN T ANIWIIELLoOoH 5, T—X Y v
FLEREIIEZE S HNIRZ 28252, T2 OFRERIEL D BV,
INT = VRIZDUDD LERBRENTWS (eg Johnson, Friend, and Lee 2017;
Troilo, De Luca, and Guenzi 2017),

F—=LhIlBF 2y 7T =21, RIITVA Y—0 7V A ITERLSR. iREEIE,
F—LMIINT AP E R L LMK ENTVWE, ITNHDOT —X QN - 43
MEHAT 2070V =27 FNOEEF —LTH L, EEF—LIF, F—EX
OIERBIEER, B F -2 L L bz, TVvA T =200, =y 7\ 74T L%
EOBMaYTvYRI T 7 4 v 27 OFEBALL & OBIFEEENTHERLHY IZE D A
F—havyvYORBICERL TW5, EEF —LOELEFIIT, RTES
Wz <, @R ) —2RBO S vA T—Z2ORFULE DT D3D 5, Tz, HHTHE
RIEDSWTROT v 77— MR TMRGEE T VAT HE D H 5, &
HF—nid, FARF DIl —F—BAZEMNNICT 4 — FNv 7 LTD5, K
DTy TTF=hTDOT AT LDBEMPNT vV ZAOREL ERET 2,

BIRBAF LT 2 L. B T u v R ITBIT 2AFRIE LR & DX, ©
EOBEFE7Z TR, BA LA A IV 7 THRTOLA2ONEBTH D, Z0H
A AR R IR ERICER T2 2 L LD, R T 0 A0HKE
DAY AV F—EREEIZ% 5 (Buganza and Vergant 2006), 121X, 7LV A
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Y —OBEENRLELOWRTH 25E81F. Z0UTEZ ETIEZ 52X S 0OH W
MOTEL %2, BT, —DDOF UMMM RIM OGS 2 M\ 5 s
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RAVAY T 2ZLTH2 (Munns and Bjeirmi 1996), 1%, BEFE D fHAHAE
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(Dyer-Witheford and de Peuter 2009), 77 7 + & — (Kerr 2017) 1%, H4ZAt
T2HEBOH L OHEFEETZHITT o T 2L ERDLNDHHWEE T B, 5

FoLhim X | 49



ZEMLL—HFTHERISN, DWIZIEMZRSGERBLTLE Y 2L #BHLITL
TW53,

Xk

Dyer-Witheford, Nick, and Greig de Peuter. 2009. Games of Empire: Global Capitalism and Video
Games. Minneapolis, MN: University of Minnesota Press.

Kerr, Aphra. 2017. Global Games: Production, Circulation and Policy in the Networked Era. New
York: Routledge.

Muriel, Daniel, and Garry Crawford. 2018. Video Games as Culture: Considering the Role and
Importance of Video Games in Contemporary Society. New York: Routledge.

Newman, James. 2008. Playing with Videogames. New York: Routledge.

Salen, Katie, and Eric Zimmerman. 2004. Rules of Play: Game Design Fundamentals. Cambridge,
MA: MIT Press. (Fv>, 7474 /) v 7« v<—=<v, 2019. [W—nX+ %7 -
TVA——F = LTV A Y OEFE] INAKEIGR, =2 —F -2 XF—K—.)

INgERRE. 2011, T7°— Sazy—vav] Pt

4% | Production

20004ERETOET ALY — L OAEFEOREFIE, [REMBL] &) FETRE
TE 5, 19704FR20>5 1980 FEAANTA I I, LKL, HALET, av¥a—
BEIGFE (FEA A D) 25, BRTETAF —LZHHEL Tz, 1 - 4k Bk,
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ELPNEEBRIAD DY) — X« VAL 7EMT EFES s —T5 T, LT
FTHl - HHF TS WA YV PV F VR A b VR EERVEDHIVEIIH] S Tz, BT,
HIVE D RBUEAL - FHME - BHME - EEA(L - RS, FIVEE o B HIfE
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