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1 Racing game , |

2. Action game

3. Sport  Game

4. Role Playing Game (RPG) “

Final Fantasy ~ Might and Magic
Revenant , RPG

22
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5. Massive Multiplayer Online Role Playing Games (MMORPG)
MMORPG Role
Playing Game MMORPG
Online Server

6. Strategy  Game
Action

11 Real-time  Strateqy

1.2 Turn-Based Strategy

1.3 Action Strategy

2. Puzzle Game



Combat

. Arcade Game Digital

3.1 Shooting Game

(item)

. Fighting Game

. Pinball

. Simulation Game

6.1 Realtime Simulation

. Fight  Simulation

Street Fighter

24

Mortal

Sim City
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8, Adventure Game
(
aday, 2546, 31)
(Rate)
I} E (Everyone) E '
RPG, Strategy Adventure
2 T (Teen) 13
Swat 3
Rainbow Six
3, M (Mature)
M
18
Half-Life Counter Strike 4
4, RP (Rate Pending) T M

IGI Hitman Codename 47 Dino
Cersis



5.

(

H (Hentai Game) Hentai

|tazura

a day, 2546, 31

1 Bangrajan

RTS (Real Time Strategy)

2. Tuktuk Racing Online 2003

3. The Magic Chronicle

RTS

4. Thai Girls

3D

Sci-fi Fantacy
4

26



5

[op]

=~

Sim City
3D Mauy Thai
[
Lord of Fighter Episode |
Action RPG (Action Role Playing Game)
Ramayana Fighter
Street Fighter
9
3 5
5 9
annabhum The Original War
" Turn Based Strategy

11-20

(Real Time)
(Game State)

21



Entity State
Client
Server
Client
Server

Server

1
( Internet, 2546,

2.1

55)

28

Entity State

Entity State
Client Server
Server

Server
Graphic



CPU:
00MHz |

128 MB
MB

DirectX

RMB )

5% K (

2.2:

29

Windows 95 ( Windows
) Me )
256
(
8 ISP
MB(
)
Client
Client
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ID Client
1
Open Beta
( Comnow,
2546, 41)
22
2.1)
(New Media)

(Computer-Mediated Communication)

(Interactive communication)
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(One-way communication)

1
2
3
4,
)
6.
1
8,
(Croteau D. ~ Hoynes, 2543, 317)
100
1} ” (Cyber)
. 2543 128-141
CMC  (Computer-Mediated Communication)

(Computer Conferencing) (Electronic Mail)

(Synchronous) (Asynchronous)
(Encode) (Text Message) (Relayed)

CMC

3l
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(CMC)
(transient)
(Multi-model)

(Universal Medium)
(Information processing machine)

(Face-to-Face Communication)

" (Computer friendship)

(Face-to-face
communication) 2
I} (Verbal communication)
/A (Nonverbal communication)
(Teletype-written)

(nonverhal cues)

, (Personality Clues)

(Social Meanings)
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(Face-To-Face Communication)

2.2) (Nonn and regulations)

(social - meanings)

1
(emergent)
CMC (  BBS, IRC, MUDs )
(1) (Focus of Expression)
2) (public identities) (3)

(to create) (4) (behavioral

norms)
4
4 CMC
2.2.1) (Focus of Expression)

Bakhtin

(group-specific meanings) (forms of speech)
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(genres)
“graphic icons”
“emoticons”
“emoticons”
(smiley face dictionaries)
(codification) emoticons
Graphics
2.1
4

22.1.1) (External context)



2212)

2213)

22.14)

2.2.2) (Identity)

(synchronistic)

1
Usenet

35



3)
“signature files”
(anonymous)

4

(recreate)

223)

(external contexts)

“rats”
4
)
(
CMC (

CMC

(group purposes)

(system infrastructure)

CMC

36



‘heavy users”

" (social experts)

CMC

224
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() ( )
“heavy users”
2
on-line” ¢
¢ on-ling”

(Behavioral norm )

CMC



(Structural and social sanctions)

(Standards of behavior)

CMC

CMC

38

CMC



(value In human conduct)

(

39
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, 2539,

181)

(CMC)

(Online society)

(block)

41



(Anderson Deuser, 1996)

(Gerbner, 1986)

(Otto N. Larsen, 1968)

80
15

(Learning and Imitation)

(Perception)

(Desensitization)

42



MMORPG

43



SPSS

0.05

50.7)

(2535)

3.5)

001

(2540)

355

(73-109)

001 (r=854)

44



(Descriptive statistic)
ONEWAY ANOVA

21

2.2

14

400

Correlation, t-TEST

45
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(2542)
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1. Stacy L. Smith, Ken Lachlan, and Ron Tamborini (2000)
(Popular Video Games:
Quantifying the Presentation of Violence and Its context)

60
Nintendo 64, Sega Dream Cast  Sony Play Station
10
the National Television Violence Study
2 (
E KA ( T M)
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2. Interaction Forms and Communicative Actions in Multiplayer Games by Tony
Manninen
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Conceptual Framework

inuooulal
(Game online)

/

5

50
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(Rules)
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