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AREE, 7 — LS ciZ B (Gamified Customer Experience) @ Bl
HEMONMTT B EAZHNET B, <=7 T4 V7 HTR, BERSI3REZ M
DOIANE BT A EELME L LTRES T oh b, BIERRIIEIR, BEIRR
WKEMd 52 &, & U THESRENTHIAEMITE UMEILARE & Lokl %
BT A EARMEMET 2 BRI PR TV A S ICHERIBELER > T, —F
F—=3IT 44— a VFRRRY — LB R &A= T o r— a VEHR
DOFIFERFICH L, BEEOMFREERY, BERRE®RILL, MEEAET 2
1O =3I T 4= a VERERA U T 0 ICHEERINBLE R > T &
AR, F—3 7407 =y a VERERE LIS — LMES W IcBERBRICBE T 5548
TTHERH ST L TE IR T A v, F—3I 70— a VEE, ZhEko
BAH R LIc, D5 AT, SHOMAETEPT NS HERBVHEEILRT 5,

F—U—F Customer experience, Gamification, Gamified customer experience,

Value co-creation, Value co-creation ecosystem
1 4vb0%523>

AREZ, WiEH (Customer Experience : CX) 1ZH 1F 3 HE S &Ml All i & 2 5
120EZTITHAB7— 37 47— a v (Ganmification), CX EXF—3IT7 47— a3 v0D
BHiE, B LT, 7 — b3 7cB% RS (Gamified Customer Experience: GCX) 122
THERMER 2T, CXIZF =374 7 =Y a Y ABHT 5 L0810 2 BRI HEE %]
SIMCT BT EEHET 5,

20104E A0 HIEEIC, ALE SR ZFIH U 72 Foursquare U012, Sv=>v 7 « 77U r—
¥ 3 v ® Niket, #E¥¥ET 7Y O Duolingo, RZ—Nw 7 200 YIVF 41+ T0TS

a YAOYA FRxUstl, #A RERFFERE FoH7ERl  213b415b@stu.kobe-u.ac.jp
b #FRKFERFBERE AU PR fumikazumorimura@b.kobe-u.ac.jp
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2@ Starbacks Rewards, 710 7' 5 < —mi} D Q&A %1 b TH % Stack Overflow 7= &, R
A VIV ART L, Ny Y, Y=F—K=F (CNSEZBKLTPBL) &lhvothr—3I 74
= a VOBEFREMBAALLE Y AT LD, TUINT—rT 4 V7O EiE LTA
HIZER U, BUEICBWT S, AR —EXDHFADT—I T 47— 3 VOBAILK
P> THRO Y =37 4 r— v g VIl EEITIR L TH 0, 20234 D 180.56K KL
M6 2024451213224 518K Fob AP E#  (Compound Annual Growth Rate) 24.4% T
LR L T35 (The Business Research Company, 2024) .

F=31747 =Y 3 VIBEOY —EAMGEFIHEREZSGD S L0 EEE ST
Z1¥, Hamari & Koivisto, 2015) — /4T, #'—3 7 47— a VI MEZAlE S 5
ERBOSBNT ELIEHEIN TS, #1213, Gutt, Rechenberg, & Kundisch (2020) T3,
F=3I747 =Y a il&oTa—¥—0FVNUVMREET 2003, Rk HER
A—HF—IlE > TN TH > B HDATH B EEWSMIT LTS, %7 Hammedi
& Leclercq (2024) X, ¥—3I7 47— a vOREHEHPEANEREZTI =KL, CXD
BETEHHZ Y=V AV P ART SR 2 a[HEMHZEH L T 5,

F—=317 47— a yIEEMMEZAETEB LR, MEAE 7 0 & XITAEYNI S —
T4 =Y avIBEASNIEDOTHEN, TN, F—IT7475—va v DOELRPT —
74— a OEE LT, HELOMRETS—IT7 47— v a3 VRRBROBIRIZOW
TOHBAEDNENTH S (Robson et al, 2015), #ZIE, Y—I 74— a v A2BEAL
TCXETHFA L2000, R4V M Ny Vel LB TEREINBELEEHNT
CXEF—=2b L&D & 28T =7 (Exploitationware) IZLU17 - Tk 59, FIREEE
—IZBERT EDW I CX O EEW S RENEHNARH S T 5 (Bogost, 2015), 5
WA B &, BEOITEIZHRIEL, BEZT —LE0WD VAT L AAS, FIRS R
ZERTBIEICNDNEHED, T—IT 47— a VIAKED, a—¥—%2#vhsg
HKLUEH, BEEEEOMITREZBEBIELES LS BEPHNARADA TN SDTH
Bo BlAI, FEEFEBET TVIB0T, FROBOERPLEE S 27 IR L THRA Vb
Ny VBRI h, V—F—KR—- T2 —¥ - LBATE IREMHERIN TS ET
5, Chid, —Re92La -V -DFEHEREGDLICHDDT—IT 45— 3 Thb,
LML, ZOXIRIRTLN, FHILZIEAKERELL LV NRNEEMHTE2EL0
TR, Ny VERPT U F U7 BALEHET S0 ARNEEMT T 2SO TLE S, #
RELT, 2—H—-EGFT7 7V OfHERLONEFEZ LB Z>TLE I MRS E L,
D XS TRSY (Bullshit) %47 — 37 44— 3~ (Bogost, 2011) &, FIHD Y — 3
TAr—Ya VRS — 3T 45—V a vk [F—LT7WA VEREHRS—LI VT IR
NTHIA T % Z & (Deterding et al,, 2011, p.10) EEF L7 K 1T, ZHEEERO fxih &



T = LML NIRRT VA 2 ICBS B B Em A EE 109

BHHPHOIL I ZHR UIcEFET X 2T A U LED ELALZEBQFERAILEEZ SN 5,

F—=3T 45— a VISEEIMEEAIET B oiTid, BENEGP Y —EXEHERL,
AL, ARk SITEH23 2 L0 —HD CXDOED FABEFEL, CX2ERITy — 3
T4 = a VEBKICKRA L, MiiEEm LSS50 GCX L) T ot 2 ek E i
FFLIRMiIE7E 570 (Silva et al, 2023)0 ARiE, =3I 7 47— ¥ a VITXT 2 HES
W& ZDRGIBEHITH L TEMAB S LoD, F—I 74— a3 vOEZ S, ¥—3
Ta4r—v a3 & CXOMIE, GCXIZDOWTORERIEIATTS, AT, CXIZF—3 7«
= a VERGT AWM RAMICH 0, 4%, GCXIZMT B UMY~ &
HEGREE RS A HNET B,

AFEOWRIZIROEB Y TH B, FE2HITE, <=7 7T 1 v 70 TEBMED Al
AEZ D ETHERBNREESETH S EA2MHRAT S, MA T, RENLEERRIIE
AREIL, BRRBRIMEZAS 7 o APEKIZOWTHERT 5, H3fiTid, ¥— L1k
SNLFERBP, ¥ — MEShBHERRICEENEI Y — I 70— 3 VEEIZOLT
RT3, REOHEAHTIE, ©—IT7 47— a VIFREORR EAHBOWIIED J5TE%E R
ER

2 B E B R

2.1 <=7 T4 VITHMITEITBAERROEEE

F=3T7 47—V 3 VIFROBEHIZA BRI, BRMEOAIEICE T 5 CX OB LM
Bllclh, CXiF [HEDOXHEDEF & HEAADI &, I, Nyr—v, BEDPH—-—EX
DR, g, ERHtkRE, fREoRMYOTNToMmraEhl, [RH¥EEDOEE
B2 U TN RSN IZ OO TORNMTERBEKIETH 5] (Meyer & Schwager, 2007, p.
18) =47 T 4 ¥ 7 TIF20005EIC A » T, MEDB 2T, MAEAIEIZ 3 1) 5 M3 S
ZORE, F U TMMEARE A 7= XL EICO0TD R (Perspective) A3k & < #ifk L7z,
CORATIE, CXMEEAIET 2 EEBZ 2, <=7 T4 V7 @mic B 2N MO
EZIE, T (B, B cHyAEN S 2 EEFIRE LM (Ex-
change Value) EWHMEOEZ T TH -7c, COFEZTEMI, /ML, £HidE/ &
W TR A (FIZE, %) EZMmEARB (BIAE, BE) oM Tifish s iils
DA » & L TWic (Bagozzi, 1974, 1975), —F, WiEDO < —7r 7 4 U 7T, K
il i 2 5 JA A4 (Value in Use) % 72 3BIR Ml (Phenomenological Value) & U TH# A
5o MRFEIFIMEDRE () OAEBMBIRMT 2 ENTE, MBI ZT OB > T
5DOXNROHTH S HE O R A R Ul 2 Al LT < (Vargo & Lusch, 2004, 2008),
B OflfiE#El (Value System) DZHEAL « BWHHLICTHE > T, RERBBEIAZ 5 M8 % EH#
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B LUBRT 522 L3 TET, BEOMEICHET 7 XA TE2BEHADMEOMIRE X
UMED AIZE &0 5 B S, 4 OBF IR T 2/MESPEMPEEL D, Thwiz
NZNOEF NIRRT 2 480E « WEXRICHGEZBENTN S, REISBEFICHMtI N
# (BIAE, ®Wa) 3, BEEZhZhOAE « EXXIRERIZH S DATE Y R T L EHEKT
YT VAT L UMMlPHER], 7)), &4, T L TRHEASOMAEERONT, S
SNMEAA] ST (Vargo, Maglio, & Akaka, 2008), AR DEFEY X7 LITE 1T 5 Z
NOHEMEMZ8E U dEAEOER 7ot 2220 CX TH B (Prahalad & Ramaswamy,
2004 ; Sandstrom et al., 2008),

RPN Eid, EAMEALE 7 ot X ITE 0 TER BIEDKFRIEHE TH O, S Ml
HAITE D 72 DI B G (B2, ZFIVPMED O#E#H (Resource Integrator) TH
0, BEHSPREEINCMERRE 7 ot 2SN LB ThiERA s hznsns 2 &T
b 5 (Vargo & Lusch, 2004), B OREBINSINEMBAEA =KD et 3 5 CX %, &
DEHIWTHA T 50N END T ENMHAIEEFBLT 52 L TEEE S (Ramaswamy
& Ozcan, 2018; Richardson, 2010; Rosenbaum, Otalora, & Ramirez, 2017 ; Zomerdijk & Voss,
2010),

2.2 BERBRICBT 2 MERE T 0t 2

CXIZHBWT, RENEE TSI RLMITEKS oo BB AT Ab & TR~ kS
Zi#Es LT 29 (Pine & Gilmore, 1998) 7%, Z dj#if: L7z HSRE R O N, BRIG
Wy, RRENN, fTEN, BBRNKIGETIERI T ET, iESAIE S S (Schmitt, 1999).
FTTITBRIc K SIS, BEBRICK - TARIS N ZlfiEid, BI% S EERRT 2 720 T R
IR A2 LItk - THAISN S (Verhoef et al,, 2009; Meyer & Schwager, 2007), & 5
12, EAIE XA [RREBRT A ] ICOAMEFET 26D TR, BRIIRBRZEL T
BIEN SR (~X-7eh b L) PRERORE (RE~BBRATEX 50 TEHBVLEA
S7) UG T 5, 0% 0, MEIIEEOKEOREE, %S 0B EoRRICK > TAlE
XN 5 (Helkkula, Kelleher, & Pihlstrom, 2012; Lee, H.Y., Grinevich, & Chipulu, 2023 ; McColl-
Kennedy et al., 2019),

CX BHEMHEABERRE 7ot 22 EDMEEHE2 7o X ThH O, WHAT, HHE, K
Hik &) B BHF « 2ESP, B3 EBIE OBITIAET bk 2 IR — [ HERY, SRR
—JESEEN SN (Touchpoint) %20 < 3HE DK, 2F 0, W AF¥<—Y v —=— (Cus-
tomer Journey: CJ) &L T#2Z 545 (Duncan & Moriarty, 2006; Lemon & Verhoef, 2016;
Schmitt, 2003; Puccinelli et al., 2009), CJ i, [—#H DL | TH O, [HHEORLEN S /-
P —EXORMIZBID 5 T RTOEFPHKRFENEGEN S | (Zomerdijk & Voss, 2010, p.74) .
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ZLT, T oEEPHREIC L > TSN 3zl LT, BEbNHEEERT S
&% % (Tax, McCutcheon, & Wilkinson, 2013), Z D& Z 7%, #i « 4y —EXDEH
mi, WEE, WMHBRIVLS B « Y- EX EHEEO SO EMEMMNIFE LT ED X HITE
LT 2DONEEZB12DICHEMTH S (Berry et al,, 2002), CJ 1F, HKE O HHEEK% Hg
L, loMiid L, FERBORBRICSmMUETTde &0 v 1 VILlT 4 « b—7 (Loy-
alty Loop) %09 Z &% H#§9 (Edelman & Singer, 2015; Siebert et al., 2020; Tax, McCutch-
eon, & Wilkinson, 2013; Voorhees et al., 2017),

2.3 WA=V r—=—

CIOTHA v %2BAZ% LT, 200RBEZZBZATIVHENET 5, 1 DHIE, BENERAE
RETRTEIENTELIENHETH D, BRPRBIE U 2 K25 %2/ IMET 5
CENHBEOMMAIE AN RTH B EWNWIZEZ S TH 5 (Edelman & Singer, 2015;
Kuehnl, Jozic, & Homburg, 2019), ZhiE, FRIGIHMIC C] Z&ETEHEVHIEITHTTH
%o WRITHERH &I T 2 ML Al O RESR 7 o 2 RITA B BRIC, ROt T [EDkS
AT L] E0SEH 7o —23HiT5 2 LoD 5, T LT, BEIRR
OBl (Onthe-spot) THRFENERMT Z2HELICBOTREMIITHL T, TOK, BE
EHWICRES RIS 20 EMEEZAZ ZENTE TV 200, EAIZED 7 7> v ) 57—
5 —ThHHEFFIEE LIMIEZAS S LTBLTOE0h, 05 T EEFHiiL, —i#
DR AR T B2 E I MEBELBIREST S (Lee, HY., Grinevich, & Chipuly, 2023), 2 2HIZ,
AR WEANCTHNTERORBRS CX 791 v EREETHEE0WIEBELI S/ TH S, Th
iZ, CJEHBARMIIHIIINELEVIBLHTH b, AR ENSIE, BROUH
DERE UGRS3 2 R EZ G0 5, MRS, AHEETH 208021, AHEETEDIRIR
INDE T EHEMNBEIZE > TOMMIZIE 5, MAT, AHEFEVEDEN =N 2 LIATIZ B
Ffo T RIS &85 2 AHEFIE R S T/ | HEAEH s h 5 2 & T, M
BIIAMEFEENREE SN2 DITE 2404 & 5275 (Shen, Hsee, & Talloen, 2019),
FEHHIERBR—BILEF + v TR T = L EDONRTOD CJ— 2B T TR A RER
DS, IR ORERH F 7 IR T ORAN & IKRIF AR Uit 5 (Tacovides et al., 2015),

N5 220CIDEZTIR, Eboh—NEELNS ZETREL, WHDEZT %
T, BRIZCJIEHRITE S THA VA2 EZL 0D H 5 (Siebert et al,, 2020),
ZIRBOPTTOHGOITHOMSPREEZBFEL TR ERBRICBMNT 2 L3 TER
WU, RELICZ EAHSOMIEEA 20 ES PpEFHNT 2 2 LN TER L, —H, L2
WOD, THLEY OB &, METOAMMETERNEW I FliZ L, ok
BIREO RO RDBEE ST 5N, & UAMRIC ORI HEAND 7o &9 5 L, Bk
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MPHIBHLTLES, TR, AN DEHEODCJIZBMLICELTH, ZOoRKRD
PC PRI RE S R 2B &, PHA TR 2623 2 2 & T, BRBRITHd 2 B8RS
R PeE 7 o+t 2 (Deliberate Decision-making Process) »3ff7ct1 % (Siebert et al., 2020),
A EEEOMMANLER, 1Eo CJIBUABELTRAL, tHo T t+1H, t+2 1,

------ ,Hn%@qu’Ué@gwﬁﬁ@%mmﬁgéﬁié(mmmmamzmmo@
BMER LI EEZLLHEIZR-T, EOFAI VI TEDLITRBRELTH S D,
ZNZThORBFA LR EOL S ITHHELTWEDh, L) I EEFL CTHEBERRE T A
V3500805 % (Schau & Akaka, 2021),

3 U—X747—2av

3.1 =374/ 7 —v a3 vDEHELUHBNEODEE

AREORANTB NI L DI, =3I T4 r—varvi2E3EZXAEnENnHTEE, =3
T4 = arERICCXEEMELZDOMENS Z EITHEHENIZEb S, £2T, KT
F—=3IT 4=V a vOBEZITPEXROMETHRT S

F=3IT4r—va OB HPERE, BENLRITETIT 240 A28 L T,
F— LEFOWEM, 7ot X0HE, BEEOMEILAL SHBILIHEA TE 2, FIHOB

Fld, Y—LBEEEBEATHE, 2F 05— T 45—V arEk [EDXHIT (How)
BATLOMEND T EITHEHL, BREENZ ED Y 27 LHROEHEZF > T, De-
terding et al. (2011 & [F— AT ¥ A VEREZIETF—L a7 7 A MTRHAT S & (p.
10) EEFH LIc, COEZHIE, PBLEV S — LDOMKEHE IS — LOXIRIZED

HEAT AN LD SICHERMBELER TR, F—IT4 75—V a v ES—LTY
4 O E UTRZ T,

F—=3IT7 47— a  vEFEF—LOXNRTH 2 HEHE I W72 HIEWIE T H % Cecha-
nowicz et al. (2013) &, WHARICTr —L A A=y 7 GHME) &7 —L8FE (F—=,
R, PRER) EZEMT A ik, AE~OBMEAKEIZA EL, EFR—Y 3 v
LEEEN, F—L ANy I EBMUIZETO D E, F—LAH=y 7 MDD Dh
D — LEFRZBMUI D TIE, BEOSMED LN ET2ILE2HLMILTNS,
COF—LAA=y 71, F—LUNOXRES —LMLL &S EF5H (THAF—),
F— LT N E AL, V—ob, FE, KR, FHEAERO S 17, ROEERBEGEE NS (Rob-
son et al,, 2015), 7272 L, TS =LA A=y 7 2&Fitd 5 LEFAEL TRV, Har
wood & Garry (2015) 13, 7" — A~NDOBMNZHES KEWNZEML, Ny V0 VY —F—K—
NI & BAMERERBILIANC 7 — LB XA AV b2 28255729, Zo8s, 7¥—
T4 =Y a VRBEOBLDRP I U=V A Y MBI ERD SEBZEEWSMAITLTH
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b5, DFED, =317 45 =Y a3 vBY - LOEREMERONIEZ BT TR, ¥—L4
BEALED LI ITHF LML T 300 E NS 2 EMNFEFETH S (Deterding, 2012),

o &S o s — AEROEAHER U Bl B9 2 i 2, -3
T4 —YarvMRBRBY =3I 7475 —Ya ili-TAIMEN 2K, o%0 [Kic%
(What) | IZEHT 5 &5121%, COMETE, =374 7r—vavd [a—F—%#
EOHEBRERT2DOF — LBERT — LA =7 2D T ot X ] (Zichermann &
Cunningham, 2011, p.xiv) ® [E#E1Z2 X D7 — LD K H 129 % (Gamelike) 7o+t Z | (Wer-
bach & Hunter, 2015, p.3) &E#HEN 3, ZOEFRICHES PRI, 2 —F —DITHER
ERTEOHTF—I T 45— 3 VOBRRMMAIICESEYT, Y—I7475—va vkl
LTCa—HF—NEDLIARBREH/T, EOLIITHAELZL2DONENS Z EERT 5
CEEHBELTWS, HIZIE, PBLIZA—F—DRENFCRPL HEEHRROKR, T/NF —
PRAI=I =, F—LAAL MIHENFCROTEARET 20, BRREOARIIBETSH
HEOMKARR T — LTV A VEEMRPSEBEEZTI RO ENPSMIE ST S
(Sailer et al., 2017)o ZOMETIE, =3I T4 r—va VOREBR, ¥Y—LT7¥ A VER
DR, WH, FHE, HE5THDO (Sailer et al, 2017), T LA ¥ —OLEAYSEERIZ S — 3
Ta4r—=yary7atvZ0—flHTHd5h, HEEZHTIEE L (Werbach, 2014), £ L T,
FE O RICIER T, HF, HE, "NVATTEE, H6WE0HIIBVTALZD
EFR—V a VERDITHERT DI —I T4 75—V a VERHNTESEEZ 5,

Loy — LA EHEOBME, F—LBEHRET o ZOMBOEMBIIINAT, =3I T4 —
Va U tREY—ER =T 4 VIOBZHEBAL, T AIIBMTETL—F—
THEHMLEIBMEOMBRIEOHEZHIFEd £ 5127 %, Huotari & Hamari (2012) {347 — 3
T4 =Y a ilo0nT [2—F— DK MEAEEXET 27201, 7 — LG
(Gameful) BEEDI2ODT T+ —F Vv ATH—EZ%EZMLT B 7otz (p.19) EEFEL
TWb, ZOEHEIR, Y—EX <=4 T4 V7B BBEPLOEZL AIIZLTED,
(D721 (Who)] L) ZEXRMMEIZT A&, Z LT 2% L THEOITH)
EREZRL, BRELTHEZ V7=V A Y MPHE A YY) 74 On LA HTET (Lounis,
Neratzouli, & Pramatari, 2011), 2D 7ot ZNAFEO EHEOEE&D GCXTH H, GCX I
B AEAIE 3AR D 2.1 THER LI EAISEOZEAZ K ERETH 2, ¥—I7 47—
v a VIRBESFERIIZ T o 22 U2 ST liEalE 217, Biflo<—r74 v
TIZBOWTEELEZLFTH S,

GCX1F, a—F—CEBEMEEEAHTOTREL S —EZT Y X7 L E L THRE
o =37 4= a yOHEPLV—IVIE, HILHEZRMEL, MEAlEoHEE LT
x5 (Huotari & Hamari, 2017; Leclercq, Poncin, & Hammedi, 2020), %" — 3 7 1 7 —
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Vavid, TAVATLT Y Y —BOMAEEMEZRG L, MEAEEEL i, F— 4T
T BV —)b, B, BN, YURVERMTEZIEICEST, 5 LHIENID kYD
DMK & UTHRET 5 (Ciuchita et al., 2023), 2% (GCX O#EM#) 13 GCX, 2% ik
R EEMEEAET 2 7o 22RiHT 52 L3 T30, RBICMEZAEdT 5 2 &
13 T 74U (Leclercq, Poncin, & Hammedi, 2020), GCX {F, 1) fER&n 7 HERHW T
MHERARETH B Eldksha 2 &, 2) b o HAZ ohiciEEDOHIob ETZDH
ABRT 2E I AH 22 L, 3) ThoDHNORTHSOITEMNARNTSH S E1F
L32&, Z2AFLTTHA v LB NRER STV, NS IFFEB O & HL 124 T &
723D H 5 (Landers et al,, 2019)e SN S EZEKT B0, A —F—ZRHED Y X
TLERECDT BT — LEEEORIEIZH 2HMAPENINV— IV ELTDT T+ —F v X%
HAWsZEBHFMTH S (Pasca et al, 2021), FTAEDOWETIE, CJITFXr—3I T 47— 3
YERD AN, CX O TORRPHAE A —H LU THE & ORI BRI 5k
THHI, CJItBI A7y —3I747r—varofdl, MEoXE, 77/ av—, av
T AN AEIITHIIE T GCX ARG TR E 2RO T B (Silva et al,, 2023),

3.2 F—3I74r—va vERET - LML IBERR

IImoid, GEXILEENETY—I 7 47— v a VEFHER, CJItkS0 7 GCXIiZo0
THERT 5, N, =3I T4 75— a VORERNEZRTH 75— L BRERRT S, B
FEHf O EFE AP I Deterding et al. (2011) B7 — L4 %R E [F—2cl#lid 3 2 &0
O (BB LETRTTREY) BERTHY, FY—LTVAITBOTERELREEZ R T
EMB Mo TOBER| (p12) EEHELTWD, ¥—LEHREIPBL EMFENEHRA b
VRATLR, Ny P, J=F—RK—FEEDL VI —T 2 —ADTHFA Ry =L DIEE
TOTEEL, KoMBHEbD b4, £72, MDE 7 L — 4 7 — 7 (Hunicke, Leblanc,
& Zubek, 2004; Robson et al,, 2015) ¥, ¥— I 74— 3 v Iid A 7 =2 X (Mechanics),
%4+ 37 Z (Dynamics), &f# (Emotions) IZL->THIGNZ EEZL S, 1 DHDA A=
721, D FHEHOBREPCHERA TV 2) V2RI Yy VT v TAANZI X, 2) I—IL®
HES EBKREINERESF =3I T4 5 — v 5 VRBROMEPHEATEKT 2V — LA =7
R, 3) EERHMPELIIL > T2 —F —DREICT A F —BRBE L X 570D ITH DA
L7l VyvaryAih=g ZAnHYH (Elverdam & Aarseth, 2007), THh 53 GCX iz
TIHEWICEEL D THS (Robson et al, 2015), 22HDF A+ I 7 ZRT LA ¥ =5k
BRAEBRIIIONTHNE T VAV —DT#I0 S 1 7 THY, 3ODHOKFRIMAzDOT LA
Y= GCX IZBMT 5 BRIt 2 2 IR FIREB L KIETH %5 (Robson et al., 2015), GCX
DME A BT 2 72 DICE T — L BRPT — LR T T+ —F VAR DI RIRT 7T 4
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EF 4 20T CX ZHBET 208N H 50, 20 CX 2SS HIEER>Y 75 27
WZHEIL, ¥ 75 X7 EENT ST EICHANTEENZ T « — KNy 7 28t 5 &3k,
BEYROHIYGFEIC L > TH T R MDD Y 2FELT 5 & & ITIRE A FIEE L, 158
EXTTHIDIHENII 22710 28HTHZ LA TH S (Koivisto & Hamari,
2019),

wRiZ, GCXZERKDFHA v ELTOF =3I T 4 r—v a VEFREERT 5, GCX D%l
EEZ BB, GCXITBMT 2BE SN 2 HERIETTHL, GCXITBWTEEDOEN -
HH) « G —FW0Z 5 &, fEdLAl— 2 REd 24— EXRHIEE LTS, GCX T
Hd 2L LBFNIERE S0, GCXITBWTH —EXBEELEES T 52 & T,
BV —EZRIEENGCX 2LV EALED ELTHA I EPHEDMIEEED LS &L
TWBIEEZMEL, Y—ERBHE~DTI v AV MDEE S, ZOHE, XHOER
PHIEEMNEE S EE DI, HEEMN T A ENTES, —AT, ¥—3I747—Va
VERMHEE > THAGDINIEGA, EITE - THE LI BOWERENEE LSS (Wol,
Weiger, & Hammerschmidt, 2020), GCX (%, ¥ — L EHEZDP T X7 LT 7 ¥ — (H%,
P—EZRHE, T3 2=2F418E) LE-oTHIONE IV RTFLTH DD, FERIRkEN
RS TY — LEERPT 7 7 —OMEEMEZRG T 5 L3, BESHEMNIC GCXITEM
LiEB g 27222 o O EAEH S GCX B L M AIE I Bk LT 3 Sk S kY
1t (Legitimation) &4 % FEHH % (Landers, 2019; Leclercq, Poncin, & Hammedi, 2020),
Rk RE 7S A T GCX TH A v A EZL B EIT20 T, Silvaet al,, (2023) 1%, Lemon
& Verhoef (2016) @ C] EF VAL, ¥— I T 45—V 3 v % C]OKBEBEITHS U
BETNEREL TS, KD CJHME GCXIE 1D L —EXBER, 2) a74—t
ZBRE, 3) RA MY —EXBRE, O3 >0RETHKEh, ThThoRFIZEWNWTY —
3747 =Y a v ELTRIETE BMMEDOERA RIS, H1OT LY —EXERIEI, BE
MY —EZZBHL, HHRNEETOBRBETHZ, COBRKTE, ¥Y—I747—vavid
BEOBIRBLEEE D, Y—ERIHT 28R ED S O¥R A RET S EA2H
e, BlIAE, 7149 bRR - F—ERERMT ML, BIEBELCLIS, HoNT 4 v
MR A e $—ERICMAT 2ENISEGEHT 07 7)) 2t 42, o7 7IVAT, BRI
He OB 2EHT 5 &, @EICODOLTEETEIE, Fi, Th o2 MORBIE &
FIOTEEBLT, BLAUDMOMEERELEGDE, 77TVHNTREOHFEE 7V TT5C
EOFEHEERD CETREI VT VYR I — RV EBEIENTE S L0 WO HHA
IZEkoT, HMBEDEFR—V g VEGED, BENT 4 v PRR « F—EZ0H— 20
EOWNMERKRT 5 EE2EHET S, 01T, T7VNTHERLBRRTES3 2=
T A BRI K - T, BEHOBEREEEEL, Y—EITT 2 HFEEED S & bR
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LB, HB20aATH— AW, BENY—EXEFHTIBEBTH S, ©¥— 3T«
F=Ya VRIORBIIBEWT, BEOITHERZREL, LATTE %Mk d 5, Lo
T4y MRReHF—EZREHNTEZ B E, BIENT 4 v PRA« ¥ —ERITMA LK,
T—=27 7Y MOFRITIGEUTRAS v b9y UDFEENE, B4 2 by 27 4, EHRR
oAl LRIVT v TEO ST —LERITE-T, HROETFN—V 5 VAT 5 &
L iz, BEOH—EZBNRBICEHhEI Y —EXDIBIEAITH 2 ENTEB, k7, b
VeV P A o2 — 2 hOBFICAT 2 2 &5 ET, BEHGOXRIZE T 5 XD/ X—Y
FIARINI—EARBRBEIO NS, H3ORX M —EXERIE, BENSY—-—EX%
FIA Ui, ZORBRAZGGL, BRAARGHT2BETHE, Y= I T4 75— a i3l
DEFEITBNT, BEDBMREIZT 4 — RNy 727D T &P, ¥ —ERIT D0 T BRI
RIHET I EA2RET 2, ZOME, BMEOY —EXDMEMNED oML EEHIT, BEE
REOFRIENILI NG, FIZE, BENT 4 v PRRX « H—EXEZFHLHKITTS
Ta4— KRy BlIZAE, VEL—&FRZE) ®, BENZNT S0 YIVT1 e TarJ
LT — LEHREEAT A LT, BEOMENEHHZREL, o7 I FADa Iy
AV EEDD, CNODHFEDOITENL, HENHSORBEEKRORS ZETH—EX®
Y— EZRMEEEOMMEED 5 I LICHMNT 5 L3, BEORICB I E2 RV T 4 712
a2, BEBE-OHEIMTbEIRT %,

3.3 7 — LAbI N IR AR D E R &R

CCET, F=3T74 75—V a v OERPHM, T 747 —Ya VEREBHEL T
oo 2IMOIR, GCXITBWI BT —I 7 47— a VEREBROBREREM L2, GCX
IR B K OB s tE s &3, IR OB S (Figenraam et al,, 2018), T&H#H#E% (Singh
& Jang, 2022; Weretecki et al., 2021), B4&7E D BA# (Singh & Jang, 2022; Tseng, Hsieh, &
Lee, C. T, 2021), N3 I®7 1 — KNy 7 (Wolf, Weiger, & Hammerschmidt, 2020) & -
RABAEBESARMT) CEERET, <=7 T4 Y MmicB 0 TiE, CholBE O
BOTHNIZOFPREE LTOREE T v — P A~ b (Customer Engagement, CE) T &
TlRZI2EE25, CEWE, HAIMIEBAIZODTHY, [FEMITFDO NI -0l
Kd 2, BAZBZIT T FPREICHENE Y TRBEDOITEINZ Z& (Behavioral
Manifestation) | (van Doorn et al., 2010, p.254) EE#F SN 5, CEWRH I 3, HEHE, fho
BEANOZE, 7o 78R, LEa—#EE 0, WEITEZ@BZ o 78 E 5 HEMIC
o 0EMRETH 2, ChoofTBiRa 74— EXDAlE, &% HKBRohZxs< 1 X,
MOBED LD B — BB EICHRT 29— EXOLFEAETEITH D, MK L
Y—ERRMEEEE DT NTOMAEMEHICE T 2R ORAN « BRIEN « 7B 22 a0



T = LML NIRRT VA 2 ICBS B B Em A EE 117

1781 (Hollebeek, Glynn, & Brodie, 2014) T %, GCX (ZMFRIFEE 7 L1 X > THE D C]
BEDITONT, BMEOITHARZRE LiMiEA2 A4 52 &2 HiFd, €hvwZ, GCX
M TIE, CED XS ICZHEBITENIC DA EL, CEICL->TRD SN A5EEDITH
MERELTHONSGN TN S,

3.2. THAIBY, =7 47— 3 VEFRII PBL I EEGIIMNIE T H 5 7 — L B3R
L, TAVAT LTV Y —HOMBEMERAZRTIV—IVORIH, RS EORIENERIS T
BIEMTES, Thold GCXBMEZTEED T 2 THRAZH, FITH — LZFRIT IR
#FTHY, GCXBMBEDOITBZERE, A1 b, Ny Y, LRAPY—F—K—Fick
TEREFITHE TS T FUATT 2 72D OHRBEEN 2175 co it on s, FIAE,
F=LDHRY A X BIZIE, TNF—OFMBNARPENLTLE) b 1207 — LEHRK
B, CNEBEDOT — LNOHANEEEEEED, Y- LNTREI ->THWEI EIEAZD
TEWRBE LB >TNEENWIEEAEAH S Z EICHBKT 5 (Oulasvirta & Blom, 2008), <
D& BREES LR, BENTEY — NRE2A15 2 28, ThlBEosy— LW
OB B L CRBRBREARITES s T AR E LTHRREN S X512/ 5 (Ng & Lind-
gren, 2013), —J7, HIEMNEZZERBMELRTHY, GXBMEEATZI VAT LT 75—
MO EAEM % & 5 & 5 ICNFEIICEIEAT I, GCXiTxd 28 AL, #50 GCX i
9 5158 (Belief) ZEWMICEILSESZ EEHIT, ROBMPMUBISNZRES 5
HDIZHW SN 5 (Liu, Santhanam, & Webster, 2017; Reiners & Wood, 2015; Tobon, Ruiz-Alba,
& Garcia-Madariaga, 2020), #2113, 73 2 XREFR DR RO, BFLENS b
NTEEEABLTCIN—TE2EKT 2, COZEE, BERLOF—L7—7, BELAE
O, HESERIZE > TROA0RRLI 2G5 2 LICHET 5, 2OXH7E GCXHOD
MM EAEM (Social Interaction) 13, BEMTHONZHMM Y X7 4 & L THREL, M
%® CE % & % (Cheung et al., 2015; Lee, J., Lee, M., & Choi, 2012), 2% 0, # — L
FRIFFEHMI, TUENZERIEPMIZCE 28IV mH 5 2 L2 HIETERTH D (Hollebeek,
Das, & Shukla, 2021; Pansari & Kumar, 2017), 7 — 3 7 4/ — 3 a Y BEDO L 2 F 5
HIFTMENRL 2 LML, TN B REREG LZTNITE 5720, Harwood &
Garry (2015) 1% Samsung Nation 2 GCX 23 CE 2 &%) 5 2 E MM T X - 7R HF & L
THIF T3, Samsung Nation 3R A v Y AT 4L, Ny Y, J—F—FR—-FErokF—
LBEHREZBALIT SV NI I 2T 4 oo, HEREOANBYWME, EREMEEHMO
B, BMERNLORKEEZRET SHMAORNBEILLI>TCEEZEHDLIENTER
Mmote 2%, HIENERENRITOIDOTH %,

B GCX ICHEZM LU TO R WEATS, HIC GCXIATLHEM « fTEINIC 2N 0 %
Fe 8 TBADENH 5, /2, GCXWETIAVZATLTHY, TAVATLT 75 —RHD
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FHAEHIZ XL - T GCX ZMHF D FEHPITEESR, € L TRINBSMERTLEND 5,
F=3IT 44—V a VIHFETIE, BIMED GCX & ORI 0 »T 7 7 — M EAEH
ERTIedICyr — ka3 hice A YT 4 a5 L (Gamified Loyalty Program: GLP) %
WA Ut 5 Z EAEZ B, GLP E, B GCXITLELR & 723 TERIC S Uk 5,
DEDCEZEDAET —IT 47—V a vEHRELUTHEEET 5, GLP 3, [EFAYSITEIC
WE5Z, >0 RETIHELSNic~—4 T 4 » 7178 (Sharp & Sharp, 1997, p.
474) LEESNhB0A VYIVT 4 7 v 75 L (Loyalty Program: LP) IZ7—3I7 47—V g
VEMALIZIP TH B, GLP I, GCX AW B3HEOITEIZ B2 L, W% 52, GCX
M ETEsE s L5 1cHKitasn s, 2hick D, GCX DIk & 5 kB & A4k L
R AV & 72X NFEAICEN BT 1 5 (Hassan, Dias, & Hamari, 2019; Hollebeek, Das, &
Shukla, 2021) Z & T, ZED 70— (Flow) &% GCX ~NOREE A2 »H 5 (Hwang & Choi,
2020) T EMTES, GCX & GLP 2Hi5EMICTH A » 35 2 & T, HENLEPLMOEE
ICEEENE IR E R (R, Rk, 1TESE) 2MET 6 EE2RT I ENTES
(Harwood & Garry, 2015),

4 F—Z745—YaVvHRICESTRIEGESE

AR, GCX #HRT 5 &3, GCXICEEN I ERF I GCX TH A1 Y CEILHEX
DRWBIIOWTHBI LB Lc, $IRMICCEZED5edIiTiE, ¥—IT7475—va ¥
FKELTOY —LBREFENELROHME, Zho2HMELILGCX Z2TH A v T52 &
BUHETHB, LhLL, TNODEEAEDLSIITTFA L LFEETZONENS &I,
Y—EXDMEPHERE, T L TREOY— T4 VI HEIC K > TR S, 2Ih5,
GCX W9EIC B 1 5 BLERIVERE £ kR 72 g

4.1 77— LS h B REBRICE T 5 HEEO B Rk

51 OMEMIER, GCXITB T 2HME D HEOBHMWAENTH 5, MED GCX 1T 5
HESS R TH D kit 2R 0, =0 HEZER DO BRI AR D HEIZ T 2 72 DIT& AT 5
BN EDIARN S LNV EED 5 (Gutt, Rechenberg, & Kundisch, 2020), & L7 — 3 7 4
= a N GCX ARICEREYTIREDITEZH P LT EHMELTT YA ~
ahigih, % (GCX O#FGHE) BBEOITHZZZ 5 &0 ) HEL L, % Ol % Al
ETBEND HEORTHE U 2 FIEDOERICHE S fEkMEHH %5 (Huotari & Hamari, 2017),
FERROBILDIZDIZT =374 7= a VEBAT S &I, BEOREA~DSMN &Alifl
HAITTE 2R 5 2 LICHERT 228, BENYT — L BERICEE B bT s &T, aT7H—
EZAFH U CTHE HSGOMEARRT 2 WS AR BEEN S, F— Lo &0 ) HiE
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WAL LT UE S iS5, ¥ — I 7 47— 2 VTR, FANCHERL V-V, #Es
EEHA LI GCX O # A BEARME L, £0HBO LTHENHRNISITHE &5 2 &40
RELTWBS, RENRINIRE LIBEDITE Y 1 T E&OMBEMNZ O FBIHITKH S &
RS, ZOMITEEMSHEDT, FHORE L TETITEHBEENETEEH S (Rob-
son et al., 2015), HlZIX, R—A—DF —LBEELT, Yvv 7V 7, MvITA
7, Ry T4 TR ENRHBEN, INoiX777 (E-720), F—F (WhxF), B,
HEEEREE Ve RIEB YA F 37 ZAEEL, F—LICBAPT T 250 V—ILEFE SIS
F—MREERTH XD, BEAG KA IhAMIZ, a7 —EXEZE L THEOME
R UMMEEZAIE T 2 &0, Ako AEE b IEin iz A E2HEELTL
9, BENT — LBRHADOMFIN D ICKE SN, Y —EXFHOAENHNE KK -
TLEHIGA, =374 =¥ 2 VEFHRICEDGE, oL, BE O SN
ZALT 5 2 LTk - THIATE 5,

RO HEETE ORI, FBR—HESH (Meansend Chain) 2#I2EZ 52 &N T
% % (Gutman, 1982, 1997), FB— HW#HE, G —E20E%E (FB) » o5, H
ENFoN B ), Z U THRMEMICEENER L0 X 0 SROMES & L Tokxk
bHEF LLHEE TERENICEO X D THS, HEICL > TLED XS BHRER IO
EWNWIHT L, TUTCEDORBEEBRLZIILDITEDIIBTRERAT 200, L) T EE
E&EZN 5 (Walker & Olson, 1991; Zeithaml, 1988), £ ZN D EREIE, HIEEE L L TH
B EMTES, B2, REEZRST L0 HEEFIZTEE, ZOHER, D TE
& TRBEMNBAEGEEZED IO AT E > THIMTH D72 ] L0 - BRI TS
Hy75 EALHAE (Super-ordinate Goals), 2) MAEZK ST ] &0 5 BENI O MOKERT

Wmizsmd 2] E0 - BN AEEERT DDA T vy 7« FBEELTO FALHE
(Sub-ordinate Goals) 243175 Z &M TE, ThEh Why (BEZDOHEAFERK L 2D
) -What (ff0 HEEZ R L2 @) -How (£ ->TZOHMAZERLIZLOD) D
BRICH 5, MLHARBEICE > TEOEHENTEITAREEDOTHD, Zh oo IRk
ERBENTH B &I, T HBEEREWMERZ, L0 Mo EEZERKT 272HD €
FR— 3 v OHFFIZEBNT 5 (Pieters, Baumgartner, & Alien, 1995; Steel & Konig, 2006),

F=3IT 40—V avid, BEOHEEBICRM (RGN, DRI, HHR SwolE
727 4+ — KNy 7 (Hassan, Dias, & Hamari, 2019) Z#ft L, GCX T8I 345 — L %%
L, CoFB - HIESIT 1 5 FALHEICMLE S o b, HIREICHHE S 2
BEEO AT IR (Selfesteem) % &%, Z QWM ETEI OB % i%/L3 5 (Bandura,
1993) 2% D, AREF LD EROHEAFEKT 57DOFEE LTO ML HEEHRMZ -
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b b o9, BFEEMIC (23, K - BRI X o i) 550 28
EHFDELFTITHEIIDITH B EEMEMNH 5 (Touré-Tiller & Fishbach, 2011), AR
BRI RRO HEAERT 570 — EX2FHAT 20, $—EXNOBMEHKS T 2
F—LEHE-MZIE, Ny VO, SUFUITEMIIS VY IA VTR E, ME-II
& o THTER D DURES MM 2157286, AROHOEKTIRIE L, WMERF5 DI
P—ERITBMT 5 LI BREWMND 5, BENT — LEROBERITEMIESL,
Y — EZOAKN S HEER &M EAlERTTbhd, 2F0, =3I 747 =Y a UK
BEAH HET A REENS 2D TH S, =3I T4 r— a YISEEO BIEICEZ 5528101,
Y—EXOWHEPBERE, T LT =37 47— a v T A VITK - TR B AHEMEN
HBo EDXDBHEMEMNGIS I T, MEOHEOHENZLEZT ISR TN, ThE bR
FHOMGEO HEABILT 200, SHOMRITK > THEMITELEND 5,

4.2 F=317475—varvikz o=y xr oMK

B2OMMNMER, Y—I747—varBCEEEHSELELIMRKRIIONVT, L
YP—EZRBICHBHEP I T —E 2B I s 2R ET 2 EHRNEWNOMITE I &
Thb,

F=3I7 47— a YIZT ARG T, CJR—2D GCX DBk (FLH#—E R,
ATH—ER, KA —ER) CBWTHF— I 7 47— a VEHRNCE 2 BERN»OH
BT D 5 EFEZTE (HlZ1E, Koivisto & Hamari, 2019; Silva et al., 2023), [RlHEIZ
Tobon, Ruiz-Alba, & Garcia-Madariaga (2020) & 0 ERf 72 CE & 1787 CE (3 AR 1Y D
HEITOBMB EEZ B, —T, GCXITEBWTHELSNZMMD 7 1 7 (A& —F]
i) 1L ->T, BIBEOUAVYILT A MREBIANZRLNEIIEBZIERDLD > T 5B,
Hwang & Choi (2020) i, GLP D& IZ 52 358400 U R, B CEm g7 s
F RN LR TR U SR LP oA YL T 4 7812 & 505, Rl 5 8 B C&mm
B N TLP NOREEA D 5 2 EAW S ML T 5, [FABRIZ, Hollebeek, Das, &
Shukla (2021) &, GLP [3E O NRIIBIEEAT T LA FRBIRENT 0 2 &0 2 2%, Zh S Bk
fFick>Trmdon s CE BZHRMEE (AN, WAL, ®IEr, e, @Ee, 7
HH) 2#&ATED, WHERN « SARNEEM T & 2h S CE BEMEBBIRICH 5 S5m0
TWb, MB&E WD HIZB 0T, Harwood & Garry (2015) 1%, ¥ —3I 7 44— 3 v iTH
T2 BB EEN TN, FEBRIE GCXITH 1 2 HEAEH %8 U T X b By RE
JEEFHD, BRELUTHEICEEETRLTOS, Jhid, SENERENECDIC, BE
X GCX KB AHES, CENRELENI I EEZEKRT S, LOLERS, TLA—F—
PETBABLETF — I T4 r— v a VIZERINEEPE ISR b H 5,
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F—3I7 45— a3 itkBCEAE®DA TR, MIcrHr—3I 74— 3 v EHESE
BATHIEHBICER SN S DO TR, BEOLHIRRE, TEEK, W~ G,
LAVRTLT VY —EDOMHBAMERLE, e RERPEMCEELE > BN 7ok X2
LHETE S, CJO#SHETF—IT 4 7r—Ya v BHRECEIIDNT, 4%OWIETH
SMITT BLEND 5,

4.3 H—=LRKSNMEE~ODT 7Tu—F . TV —EXBEEXOFI»SIEE 5 GCX

%3 OHGIAEI, UV —ERABBIORIICELET A RBE~NOT Tu—F, £LT,
ZOT7TO—FILBIBF =T 45— a VTHA VOXRIBEEIZODWTTH B, 7 —
T4 =V a YRR, TS =37 47— a VO, 2% D GEX~NOBNEE
WULBERICHTE27 =37 47—V a vOFMEICEALTE A, GCX~NOBMOH
BIREERNEZW ST 308NN H 3 (Koivisto & Hamari, 2019), 2% 9D, 274+ —E X
HiKZAIS B WL, ZOBETRITH—EXEHMAS ELAVEER, BEGCXDT L
P—EZBEREICBMT 200 L0 T EEHONITT 20END 5, HilZIE, B GCX I
BIMLUTO BB U TRABNEZRT I ETRA Y N2 BB TEX 5 — LB EDDH B,
SO —LEREBLTBMUHERZ, Vi< & bRpoBRTIZENNIT GCX 128
THIEICHD, REELEDT, HERILELOMBHENEE 2 L, MFEMLEITHL TR
B AE 9 5 [ RETE A H 3B (Brakus, Schmitt, & Zarantonello, 2009; Harwood & Garry,
2015)0 =37 47— a VIR, 9 TICGCXITHRBMIZBME 72333 5 # i
B d DBE R E L, GCX OB = #EDlifE %Al 2 72D GCX 74 1 v = HfFEd
52 &A% HIELTE72 (Mollick & Rothbard, 2014; Robson et al., 2015), —J5, il Hld
£91T, GCXIZBMT Bt (Y ZATLT 75 —) oSz TZEMIZ GCX D
TUH—ERBEBICBMUCBEER, EOXIICLTHRNICEZDOMENS 2 &%, GCX
DEBEEED LI IIBITT AN END T LRI SNITHE > THE L,

F—= T4 —=Ya yBAEME<—=rT 4 Y=V ELTHEHTESERWZ, 77
Oo—FOHFEBENE, REEEBBIIC—ERICBmM&EE 5 &, 2L T, CE %%/t
IRBIERFBTERNKES S, AHOMETE, RERKIHTEF—I T4 r—va v
DT Tua—FERGFT L, GCXNEDLHITBMT A ET, TV —EXRE,S T —
EZBEND A L= A BBITERBITE 200, TDHDO GCX TH A ViZ2WLWTH S,
129 50 EMNH B,
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