21
(Computer-Medliated communication)

(Information Society)

(Efficiency)
(Ability)
( , 2A2)
(Information ~ Access)
Communication) (Channel)

2540)

« I » o
I«

(Knowledge)
(internet)

(Two-way
(Interaction)

(



( | 2541)

L (Freedom of Constraints)
2 (Mode of Technical Band Wiath)
3 (Feedback and Interactivity)
4, ? (Network Flows)
McQuall ( , 2543) " "
L (Interpersonal Communication Media)
Bned
)
2. (Interactive Play Media)
Virtual  Reality L
(Interactivity) "

3 ? (Information  Search Medlia)



4, ! (Collective Participatory Media)
, (chat room),
icg,  msn
( , 2546)
(Freedom) (No Time
and Space Boundaries)
( , 2545)
(Participation)

254)



(Gatekeeper)

Hoffman ~ Novak (
, 2539) (Information Pull)

(Interact)
(Knowledge)

(Asynchronous Communication)
( . 2547)

(Journalists by Cyber Space)

(Internet Protocal Number)



2.2

(Communication Technology Determinism)

(Prime Mover)

SOCIETY LEVEL

\ INDIVIDUAL LEVEL

APPLICATION

2541)
(A)| comTECH e » | SOCIALCHANGE [~ |NSTITUTIONAL LEVEL
AFNHANTINL
3 INVENTION
NMUUA
(B) | SOCIAL CHANGE > | COM TECH <
AFNHANTINY USE
McLuhan (Form /| Media)
= " (Medium is the
Message)

(Space) (Time)

2539)

(Anonymity)



(Self Regulation)
2.3

(Hyper text) (Node)
(Text)

Roger (1980)
(Ease of Navigation)

(browser) (click)
(Text)

(Multimedia ~ Model)

(Link)

10



(Continuous Change)

(Interactive M odelé

(step by step)

(Computer System)
( , 2539)
(Keyword)
(Search)
(ICI EVOLUTION, 2547)
(Hypertext)

24

11



12

] (IP Number)

24
(2540)
Brown ( , 2644)
(2536)
(Ethical rules)
Lo
5
" (Code
of Ethics) (Human clgnity)

(  253)



13

(2547) +

19

1 (Rationality)



(Honesty)

(Compassion)

(Devation)

(Resolution)

14



10.

(Cooperation)

(Responsibility)

(Gratitude)

(Moderation)

(Satisfaction)

15



11

13.

14

1.

(Awareness)

(Discipling)

(Faimess)

(Endlurance)

(Consideration)

16



1.

18.

19,

(Unselfishness)
?
(Modesty)
(Courage)
(Self-respect)

(Netiquette)

17



18

Netiquette
network + etiquette (is a set of customs and rules for polite behavior; Collins Cobuild
Learner's Dictionary, 1998)

( )
Netiquette
netiquette
5
(http:/Awww.matichon.co.th)
a
1
2
3.


http://www.matichon.co.th

Virginia Shea

(wvww.albion.com/netiquette/book)

Virginia Shea
(Anonymity)
¢. J. Hamlink (2000)
(Persona)
(Moral Distance)

Arlene Rinaldi (1998)
(Golden Rule)

the issue of good manners in human interaction)

19

(Netiquette address



20

Arlene Rinaldi '
(Computer Ethics Institute)

L

2

3.

4,

o)

6. (Software)

1.

8

9.

(Consideration) (Respect)
Margo Kingston (Web Diary;
)
(Public Sphere)
4
1 (Nom De Plumes)
(Strangers)
2. (Offensive Material)
(Personal Characteristic)

3 (Bias)



Inil

« 1 7 21 !

4, (Plagiarism and Corrections)

(Rice & Love,
1987) (Strangers each others)

19
Margo Kingston

Coding Sheet

Roger ( , 2542)

Mueller & Kamerer (1994)

24



22

(25%9)

! (2540)

(2542)

Jagodzinski & Clarke (1988)

Martin V. Olsen (1998) “How the Internet Impact the Lives of
Its Users'
(Face-to-face communication)
ICGM  E-Mail

Joan Korenman and Nancy Wyatt ( Patricia Wallace,1999)

(Groups) (Information)
(Sense of community) (dliscussion of personal



experience)

(Sensitive  issue)
(Personal issue)

Starr Romanne Hitz and Murray Turoff ( Patricia Wallace,1999)
(2544) Bulletin Board
(2547)
(Web Site)
(www.manager.co.th)
24

(Webboard) ! '

23


http://www.manager.co.th

24

(Ethical Problem) ' Margo
Kingston
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