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Editorial

This issue is the volume 14 and number 1 of this journal, which contains a total of one
original research papers in English, three original research papers in Chinese. The papers are
including 1. “Encouraging a Sense of Object Presence by Context Correspondence in Non-im-
mersive Augmented Reality”, the goal of this study is to encourage meaningful non-immersive augmented
reality (non-iAR) experience. A sense of presence (SoP) is deemed instrumental toa meaningful
interactive digital reality experience. Nevertheless, in contrast to SoP, a sense of object presence
(SoOP) is more pertinent for ascertaining non-iAR experience, as it concernsthe connection of
users with visual cues and the physical setting to access the theme content. The findings inform the
central assertion of the current study: context correspondence is key to encouraging SoOP in non-iAR
interactions, which facilitates meaningful non-iAR experience. 2. “Research on the Concept of
Grouping of Visual Illusion and Research on Narrative Text of Digital Art”, this research aims to
explore the possibility of visual illusion techniques in design education. According to “Gestalt
Psychology,” the research may help shed light on measuring the value of narrative text in the
digital art classroom. Conclusions: 1. Visual illusion grouping requires visual experiences and
storytelling to help realize one’s artistic expression. 2. The Gestalt theoretical principles tell
us that the <“visual principle” through art works may help heighten one’s perception and
cognition. 3. The text clustering analysis may lead to further ex- planation in details. Cross-
comparison of similar words shows us more on the significance and interpretation of the correlation
the research proposes. 4. Without limiting themes or subjects, an educator may find it valuable
in their classroom in working with students working on digital image works the ideas proposed in
this research. 3. “A Research on the Readability Influenced by the Page Layout of Manga”, Comic
page layouts directly affects the communication of the story. It can be described as the blueprint
for the comic page design, and it is an important step in the comic creation process. This study is
an empirical research using eye tracking technology to measure subjects. It explores the influence
of the number of panels, the shape of panels, and the widths of gutters of manga page layouts on
readability. The research shows that the number of panels does affect the readability of manga
page layouts. The pages with fewer panels are less readable. 4. “A Study for Cultural Meaning
Movement of Japanese Anime-Comic-Game Commodities and Its Influence on Teenagers”, this
study uses the “movement of the cultural meaning” model proposed by McCracken to examine
the process of consuming Japanese An- ime-Comic-Game commodities, the movement of its
cultural meaning and impact on cultural learning. The findings of this research demonstrate how
the Japanese Anime-Comic-Game has successfully transferred cultural meaning from a culturally
constituted world into a commodity packaged to teenagers by using McCracken’s ‘Movement Of
meaning’ theory. Our statistical results and data interpreters are also in line with Raymond
Williams” view of cultural meaning.

Totally, there were 14 manuscripts submitted to this issue of the journal, and 5 papers passed
the internal review and entered the double anonymous review processes, 4 papers were accepted
for publication eventually. Thanks to the authors for their contributions. Thanks to the review- ers

for their professional reviews.

Professor

Department of Digital Media and Design
National Yunlin University of Science
and Technology
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ABSTRACT

The goal of this study is to encourage meaningful non-immersive augmented reality (non-iAR)
experience. A sense of presence (SoP) is deemed instrumental to a meaningful interactive digital reality
experience. Nevertheless, in contrast to SoP, a sense of object presence (SoOP) is more pertinent for
ascertaining non-iAR experience, as it concerns the connection of users with visual cues and the
physical setting to access the theme content. However, there is a paucity of research on SoOP regarding
non-iAR interactions. Relevant studies emphasize a feeling of ‘being there’ in the interactive process
and indicate that visual realism is the main factor affecting SoP for users; studies often associate such
experience to immersion. This present study argues that correspondence between visual cues and the
physical setting is the primary factor influencing SoOP, which is equivalent to neither visual realism
nor immersion. This argument was attested via examinations of three case studies of non-iAR apps in a
museum and a university campus in Taiwan: Time Corridor, AR Book, and D Zone. Since the three
apps were by nature conceptually related to physical places, Tim Cresswell’s (2009) tripartite
component of understanding place (materiality, practice, and meaning) was adopted for integration
with visual cues and the physical setting; the two key elements constitute context correspondence to
analyze the three apps through mixed research methods: qualitative evaluation and statistical analysis.
The result of the analysis shows that AR Book has the best agreement on the affordance to facilitate
understanding and navigation of the theme content. Time Corridor, in contrast, has the lowest
agreement. The findings inform the central assertion of the current study: context correspondence is
key to encouraging SoOP in non-iAR interactions, which facilitates meaningful non-iAR experience.

Keywords: Context Correspondence, Sense of Object Presence, Non-Immersive Augmented Reality,
Visual Experience, Location-based Media.

which also suggests that the sense of presence
(SoP) is interwoven with visual realism and
immersion (Steptoe et al., 2014; Regenbrecht &

1. Introduction

This research argues that instead of emphasizing

‘being there’ or ‘realness’ (Weber et al., 2021),
correspondence between visual cues and the
physical setting 1is more significant in
encouraging a sense of object presence (SoOP)
that facilitates meaningful non-immersive
augmented reality (non-iAR) experiences. The
concept of context correspondence proposed in
this study is comprised of two key elements:
visual cues and the physical setting. The
correspondence between these two elements has
a decisive influence on the occurrence of SoOP
in non-iAR interaction. The experience of
presence is deemed pivotal to encouraging
natural, immediate, direct, real, and enjoyable
interaction in immersive virtual environments
(Chan & Weng, 2005) as well as in other types
of digital reality. Thus, it is important to explore
“what presence is, what encourages and
discourages it in wusers, and its effects”
(Lombard & Ditton, 1997, p. 2). Relevant
studies mainly classify presence as a sense of
‘being there’ and an illusion of non-mediation,

Schubert, 2021; Weber et al., 2021). Minimizing
the difference between the real and the virtual
can be useful for inducing SoP in augmented
reality (AR) (Slater, 2003; Bimber & Raskar,
2005; Choi, Kim & Kim, 2019). However,
realistic presentation and the feeling of ‘being
there’ should not be the ultimate goal, because
not all AR themes and applications are suited to
these two conditions in the physical settings.
Recently, Choi et al. (2019) examined four
different display configurations of AR (phone
AR, cardboard, optical see-through display, and
head-mounted device), noting that the
occurrence of ‘being there’ (immersion) in
phone AR is rare. Along with this rationale,
visual cues in AR need not necessarily
emphasize ‘being there’ and realness.

This current study began with an examination of
whether a definitive causal relationship exists
between SoP, visual realism, and immersion. An
in-depth contextual review revealed that studies
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in which SoP has been ascertained were mainly
conducted in the domain of immersive digital
interaction, in particular on immersive virtual
environments (Bommel, 2017; Regenbrecht &
Schubert, 2021). Namely, concepts developed in
the literature cannot be strictly applied to AR
(Kriiger, 2018), including non-iAR, illustrating a
research concern that has long been neglected. A
lack of research does not imply that SoP does
not exist in AR interactions; nevertheless, an
extension of it to SoOP is more pertinent to
accommodate its affordance for ascertaining
non-iAR experiences (Kriiger, 2018; Choi et al.,
2019; Genay et al.,, 2021). Chan and Weng
(2005) and Choi et al. (2019) show that when
initiating a study on SoP, it is critical to focus on
a specific type of technology. Although the rapid
development of digital reality technologies (i.e.,
non-iAR, AR, virtual reality (VR), mixed reality,
and extended reality) in the past two decades has
resulted in these technologies sharing certain
forms of presentation, they can still be
distinguished in terms of the mediating
configurations, such as devices, presentations of
digital content, and participants’ perception and
response. Identifying these characteristics is
essential to examining the experience of
presence. Non-iAR is more commonly
associated  with mobile devices (e.g.,
smartphones and tablets) than are its counterpart
technologies. The mobility of these devices
enables the presentation of virtual information at
a specific geographical space, which constitutes
a feature of location-based media (Rieser &
Clark, 2013; Evans & Saker, 2017; Silva, 2017).

Through examinations of relationships between
SoP, immersion, realism, and characteristics of
SoP in non-iAR, the affordance of SoOP in
ascertaining non-iAR experience has emerged;
investigation of how to encourage SoOP during
non-iAR interactions makes manifest visual cues
and the physical setting, the key elements which
constitute context correspondence. By integra-
ting Tim Cresswell’s (2009) tripartite compo-
nents of understanding place (materiality, prac-
tice, and meaning) with visual cues and the
physical setting, an analytical framework has
been established (Figure 9) that facilitates an
analysis of three case studies of three non-iAR
apps in a museum and a university campus in
Taiwan. The analysis was conducted on the basis
of qualitative evaluations, and the findings are
supported by statistical analysis (Tables 2, 3, and
4). To observe how the three AR apps were used
in natural settings, and how the occurrence of
SoOP affected the understanding of the research
participants (Denzin 1994; Nurani 2008; Evans
2015) regarding the interaction content, the
current author and two research assistants
conducted nonparticipant observation in-situ and
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small group interviews. The mixed research
strategy enables triangulation (Denzin 2009;
Johnson et al. 2017), and illustrates how and
whether context correspondence—the integra-
tion of visual cues and the physical set-
ting—influences the development of SoOP in
the process of non-iAR use.

2. Literature Review
2.1 SoP, Immersion, and Realism

Due to the multiple modalities involved,
ambiguous concepts about SoP and immersion
make it difficult to find clear distinctions
(Sajjadi, 2020). A sense of ‘being there’ and an
illusion of non-mediation are predominately
defined as essential characteristics for both SoP
and immersion (Weibel & Wissmath, 2011;
Steptoe et al., 2014; Regenbrecht & Schubert,
2021). However, this definition leads to
confusion and even contradiction. Numerous
studies indicate that SoP is an indefinable term,
as it is often used in tandem with immersion
(Calleja, 2014; Skarbez et al., 2017; Michailidis
etal., 2018).

Instead of presenting an exhaustive list, this
section discusses two distinct views by Slater
(2003) and Weibel and Wissmath (2011) to
ascertain SoP from a different context. Slater
(2003) makes use of individuals’ perception of
music in a theater to distinguish between
presence and immersion; people acknowledge
their physical presence in the theater while
hearing emotive music, but find it difficult to
immerse themselves when the music is
uninteresting. Slater suggests that presence and
immersion represent objective and subjective
conditions. Weibel and Wissmath (2011)
demonstrate that presence and flow are different
in form: presence develops from a computer
medium, whereas flow typically emerges when
performing physical activities. They claim that
(spatial) presence and flow are conceptual
elements that constitute immersion. Slater’s
(2003) perspective emerges from one’s
perception of music, and Weibei and Wissmath’s
(2011) notion derives from their reknsearch on a
computer game; the sources of their findings are
distinct from the majority of theories established
based on studies of virtual environments. This
short discussion shows that SoP is not
necessarily a state of immersion, but instead can
be an objective condition to immersion. In
addition to immersion, realness is often related
to occurrences of SoP (Choi, et al., 2019;
Regenbrecht & Schubert, 2021; Weber et al.,
2021). Indeed, visual realism can be useful for
encouraging SoP but is not always required,
because unrealistic visual outputs can also
induce SoP. Waterworth et al. (2010) note that in



social  virtual environments, individuals
commonly perceive themselves as an unrealistic
third person (avatar). Lombard and Ditton (1997)
observe this also, defining the condition as
‘social realism’, which is not equivalent to
visual realism.

This section examines whether causations exist
between SoP, immersion, and realism. The
results suggest that even if a visual cue is
presented in an unrealistic manner, SoP can still
manifest. Furthermore, although SoP is not
synonymous with immersion and the perception
of realism, correlation among the three may be
inevitable because of their homology. However,
Slater (2003, p.1) states: “If researchers are
talking about different things, then there is no
point arguing.” A study of presence, immersion
and usability in mobile AR conducted by Choi et
al. (2019) reflects this view, in which they
distinguish different display configurations of
AR before implementing analysis. Accordingly,
before attempting to elucidate these terms to
inform research outcomes, researchers must
determine the scope of their studies according to
factors such as media form, amount of digital
content, and participants’ perception and
responses, because such factors can significantly
affect the results of a study.

2.2 SoP and SoOP in Non-iAR

Although not as commonly discussed as
immersive systems, SoP is considered to exist in
non-iAR. More than a decade ago, Goldiez and
Dawson (2004) explored whether SoP can occur
in AR systems, and concluded that it does.
Nevertheless, despite numerous investigations
into presence and immersion in VR and
immersive AR, few studies address the influence
of SoP in non-iAR, in which even less is
understood regarding SoOP. This current section
investigates two  fundamental questions:
(1) What is non-iAR? and (2) What are the
characteristics of SoOP in non-iAR?

2.2.1 What is non-iAR?

Non-immersive systems such as non-iAR are
typically used in mobile devices to interact with
non-isolated digital content while enabling users
to receive environmental information in real
time. This is in contrast to immersive systems,
which are typically used alongside wearable
devices such as head-mounted displays (HMD)
for VR, and whose users are surrounded by
digital elements in these systems, while users’
senses are generally disconnected from the
external environment during interaction (Bolter
& Grusin, 2000; Cipresso et al., 2018; Tsyktor,
2019). Although seemingly clear distinctions
exist between non-immersive and immersive
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systems, there is still a gray area between them.
This ambiguity may be attributable to the
interwoven nature of AR and VR (Goldiez &
Dawson, 2004; Tang et al., 2004). In 1968, Ivan
Sutherland first realized AR in an HMD
configuration. Since then, VR and AR have
developed in parallel. As mentioned above,
immersion is typically the desired result of using
wearable devices. However, with the continuous
advancement of digital reality technologies in
terms of both content presentation and hardware
sophistication, the boundary between immersive
and non-immersive systems has shifted
constantly. In addition to the types of hardware
used, the extent of virtual information generated
and perceived by users is also critical to
distinguishing the two systems. As indicated by
Bolter and Grusin (2000), the ‘separation’
between the virtual and the physical is the key
consideration. Wu et al. (2013) define light and
heavy AR, and claim that the amount of virtual
information provided to wusers influences
whether immersion has been attained (e.g., light
AR refers to the status in which users perceive a
large amount of information from the physical
materials interacted with in the real world). The
discussion suggests that the type of device
employed is not the sole determinant
distinguishing immersive and non-immersive
AR, because the state of the user’s experiences
is co-affected by the extent of the virtual sources
and the environment constructed being
presented to them. It is indeed an ongoing
innovation in digital reality technology that has
to some extent resulted in the difficulty of
defining AR and its digital counterpart. From a
practical perspective, the current study defines
non-iAR in terms of non-wearable mobile AR
devices that do not isolate the experiences of the
user from the real world, and the
context-relevant digital information that is
provided to the user.

2.2.2 Characteristics of SoOP in non-iAR

In the examination of SoOP based on its SoP
root, relevant studies explore the characteristics
in each different research context; this is also
viable for ascertaining SoOP in non-iAR. Slater
et al. (1998) define two types of presence:
subjective and behavioral. Subjective presence
is the psychological type of presence in which
users perceive the feeling of ‘being there’,
whereas behavioral presence is the physical type
of presence in which users exhibit an observable
response to stimuli. Sheridan (1992) defines
three types of presence: self, physical, and
social. In self-presence, people believe they are
playing a role in the virtual environment, and a
relationship is observed between self and the
virtual context, which is also an extension of the
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state of ‘being there.” In physical presence, users
in virtual environments affect the states of
virtual objects, and vice versa. In social
presence, users connect and interact with other
users or agents in the virtual setting. This
concept of social presence enables an extension
of SoP to SoOP from a predominant definition
of immersion and the sense of ‘being there’ to
the salience of a person to association with a
virtual object. Stevens and Jerrams-Smith
(2001) address SoOP, which is “the subjective
experience that a particular object exists in a
user’s environment, even when that object does
not.” Billinghurst and Henrysson (2006) note
that SoOP represents the feeling that a virtual
object is part of the real world, highlighting the
connection between users and the digital content
to facilitate interactions. Choi et al. (2019) state
that the object presence refers to the extent of
virtual augmentation that is felt to be natural and
harmonious as a part of the real world. These
discussions suggest that SOOP can be regarded
as an extension of the predominant concept of
SoP, whereas the latter is more applicable for
the assessment of non-immersive interactions
(Kriiger, 2018). Goldiez and Dawson (2004)
state that AR systems that produce strong
sensations of presence should positively
influence people’s experiences. They also
mention that SoP can be strengthened when
visual eclements assist users to complete
specified tasks in the AR environment. Bafios et
al. (2004) suggest that investigations of presence
must surpass the scope of immersion and the
sense of being there. Accordingly, SoOP
assumes its critical role in the context of
non-iAR research and practice. Steptoe et al.
(2014, p.214) assert that “AR grounds
interaction ~ within  the local  physical
environment, so any suitable definition of
presence as applied to immersive AR must
emphasize the ‘seamless integration’ of virtual
content with the physical setting.” This
perspective is also crucial to non-iAR; in
particular, seamless integration is cognate with
the core principle of context correspondence.

3. Context Correspondence

This study argues that correspondence between
visual content and the physical setting is
essential for encouraging SoOP in non-iAR
interactions. Genay et al. (2021) elucidate how
the coherence of virtual and real objects affects
user experience via a see-through display in a
mixed reality setting. Slater (2003, p. 4) states
that “presence arises from an appropriate
conjunction of human perceptions,” which
applies to SoOP. In their discussion of presence
in AR and mixed reality, Maclntyre et al. (2004,
p42) state the following: “All media
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technologies should be able to leverage and
extend the aura of a place or object for a
person.” Rather than emphasizing realism or
immersion, the aforementioned discussions
underline the core principle of context
correspondence.

The Black and Blue Cosmos series (Figure 1), an
AR work, was created based around the theme
of an indigenous festival (the Amis Music
Festival 2019) in Taitung, Taiwan by Chen Pu, a
Taiwanese artist. This AR work reflects SoOP
and how it is encouraged by the context
correspondence; when a wuser scans the
octagonal star stickers on his/her arm with a
hand phone, virtual flowers appear to grow
onscreen. In this non-iAR application, a virtual
yellow flower is presented as a cartoon-like
image. Although its presentation is inconsistent
with the surrounding environment, its style and
vivid colors correspond to and complement the
festival’s ethos and subject matter.

“

Figure 1. Black and Blue Cosmos at Amis Music
Festival

The effectiveness of a digital reality system
depends on its ability to integrate seamlessly
into user environments and enable users to
experience natural interactions, thereby reducing
the sense of violation that can occur when using
AR (Steptoe et al., 2014; Genay et al., 2021).
Black and Blue Cosmos (Figure 1) exemplifies
the seamless integration of a virtual element to
the theme of the event, which manifests the
concept of context correspondence. In non-iAR,
strong SoOP may be induced when virtual and
real content are effectively integrated to form a
perceptually unified environment (Steptoe et al.,
2014). In contrast, if only visual realism is
emphasized, a loss of focus on the theme may
result, further causing the user to lose interest
and motivation for in-depth exploration and
resulting in a failure to achieve interactive goals.
Kaptelinin (1996) suggests that the core issues
pertaining to human activity in human—computer
interaction can all be defined as instances of
‘optimal integration.’ The following
sub-sections discuss rationales behind the
establishment of visual cues and the physical



setting; the correspondence between these two
key elements can be seen as a form of optimal
integration that encourages SoOP and thus
meaningful interactions in non-iAR.

3.1 Visual Cues

By compositing rendered images from a
handheld device, AR can superimpose images
onto the real world (Silva, 2017). This
underlines visual cues, a fundamental element
for experiencing AR. Jetabek, Rambousek, and
Wildova (2014) indicate that visual perception is
a prerequisite for AR to function. In an AR
environment, visual stimulus is a key factor for
encouraging SoP (Regenbrecht & Schubert,
2021); in non-iAR, SoOP is rather self-evident.
Generally, when a user is receiving messages
using all five senses, visual cues are the largest
source of information for perceiving the
surrounding environment (Damianova, 2015).
The same condition applies when using mobile
devices (Liao, 2019); users become increasingly
dependent on visual information (Liu, 2019).

Nevertheless, this does not suggest that the
intensity of wvisual realism  dominates
experiences that affect SoOP in non-iAR
interactions. This current study argues that
presenting visual cues in a visually realistic form
is not always necessary. The trend toward
presentation of visual realism via various digital
platforms may be partly attributable to the rapid
evolution of computer algorithms that have
considerably improved both the perceptual
realism and quality of digital content. Kort and
[Jsselsteijn (2006) indicate that media content is
advancing relentlessly toward hyperrealism.
Although a sophisticated media experience is
vital to improving the sensory experience,
intensity does not correspond to quality
(IJsslesteijn, 2003). Thus, the breadth and depth
of user perceptions during interactive
experiences are not equivalent to the extent to
which the virtual content manifests realism.

Bowman and McMahan (2007) suggest the
same: namely, that interaction which occurs
through more virtually real elements within an
environment does not necessarily increase the
level of immersion. Likewise, SoOOP in non-AR
is induced not only by a high level of visual
realism, but also via the individual’s personal
experience and knowledge (Waterworth et al.,
2010). The connection with this individual’s
experience to the theme of the interaction via
visual perception is the essence of visual cue
correspondence. Marsh (2003) proposes the
concept of “an antidote to disruption,” which
mirrors the concept of the correspondence. For
Marsh, ‘disruption’ refers not only to visual
experience, but also to the manifestation of
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virtual images in a physical place through the
use of digitally mediating technologies. Given
adequate visual stimulus, user attention is not
disrupted but encouraged.

3.2 Physical Setting

Spatial presence in non-iAR is greater than that
in VR, which 1is consistent with the
understanding that AR is a locative medium
(Acker, 2017). This unique feature distinguishes
non-iAR from its digital counterparts and serves
as a foundation for the concept of the physical
setting. Non-iAR users do not leave the space
they occupy, thus maintaining their SoP in the
non-synthetic world (Baus and Bouchard, 2014).
Places, backgrounds, and physical media in this
non-synthetic world can all serve as a base for
non-iAR visual display. Therefore, this base
should not be restricted to a place; indeed, it can
be extended to other physical materials.
Accordingly, the current study refers to these
physical materials collectively as the physical
setting, a broader term which can refer to a
physical nature containing objects such as places,
books, tables, or even body parts (see, for
example, Figure 1) that provide a base for
presenting the AR content.

However, emphasizing such locative or physical
nature does not organically result in meaningful
interaction. Physical setting correspondence
enables visual cues to assume a “place-bound
identity” (Kwon, 2002). With an appropriate
arrangement of the physical setting, SOOP can
emerge when connected with visual cues, which
furnish users with access to interactive situations
and engender meaningful connections. Kwon
(ibid) examines the relationships between
subject, object, and location in her study of site
specificity. She asserts that a suitable
arrangement of object, location, and theme
should be adopted to reflect the unique story and
meaning. This idea coevolved with site-specific
art that considers the site an actual place, where
the artwork embodies that place only. In this
regard, locative media in non-iAR share the
same genealogy with site-specific art. An
appropriate arrangement of the physical setting
enables virtual cues to convey information
effectively. Non-iAR is a medium, and images
should be displayed through non-iAR in a
specific physical setting. However, this physical
setting cannot simply to be regarded as a
backdrop (Azuma, 2016). Real events triggered
by AR must adhere to the relationship between
virtual objects and the physical setting.

Heeter (2003, p. 335) states that “sensory
realism is certainly an important influence on
presence, but there is more to the story.” The
physical setting is often associated with a
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self-evident story which in particular emerges
when visual cues connect with the place or
media and theme via non-iAR. IJsslesteijn (2003,
p. 38) states that “the basic appeal of media still
lies in its content, the storyline, the ideas and
emotions that are being communicated.” To
advocate three AR content design
strategies—reinforcing, reskinning, and
remembering—Azuma (2016) illustrates a case
study (illustrating the reinforcement strategy) of
an AR project related to the Twin Towers lost in
the September 11 attacks. The creator, Brian
August, adopted a non-photorealistic approach
to depicting the Twin Towers. The work is
noteworthy in the discussed context because it
mirrors a message about the buildings: although
they no longer exist, they can be re-embodied in
AR, enabling users to experience the buildings
as they were and remember the tragic events
surrounding their destruction. This case again
reflects the core principle of the current
study—the correspondence between visual cues
and the physical setting in non-iAR.

3.3 Summary

Visual cues and the physical setting are not
opposite but are mutually interrelated with
respect to the influences of SoOP in non-iAR
context. The visual stimulus in current AR
applications remains the key factor influencing
users’ experience (Liao, 2019; Damianova,
2015). The physical setting refers to various
physical materials. Weibel and Wissmath (2011)
assert that in addition to helping users access
interactive content, SoP increases attention and
flow, suggesting that presence is also a means of
accessing AR content. In a discussion about
flow  experience, Csikszentmihalyi  and
Csikszentmihalyi (1988) use tennis as an
analogy, arguing that two opponents enjoy
playing with each other more when their skill
levels are similar, enabling them to cope with
challenges presented by their opponent. This
analogy reflects the argument of the current
study, namely, that appropriate arrangement of
virtual and physical elements encourages SoOP.
Analyzing causation among SoP, immersion,
and realism in the context of non-iAR helps to
identify SoOP (an extension of SoP) and the
characteristics of SoOP in non-iAR; the
preceding discussions inform the basic principle
of context correspondence. With regard to visual
cues, Lombard and Ditton (1997) offer a fairly
complete classification of the visual display
characteristics of AR. This classification
increases  continuously along  with the
development of the technology (Slater, 2003;
Gorini et al. 2011; Azuma, 2016); elimination of
frame and naturalness (Tang, Biocca & Lim
2004; Choi et al, 2019); seamlessness,
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transparency, naturalness, consistency, realness,
and continuity (Marsh, 2003; Regenbrecht &
Schubert, 2021); and seamless integration and
perceptual unification (Steptoe, Julier and Steed
2014). The elements of the physical setting
include content (Waterworth et al., 2010), story
(Nobrega et al., 2017; Frith & Richter, 2021),
and locative media (Rieser & Clark, 2013;
Evans & Saker, 2017; Acker, 2017; Silva, 2017).
Although the composition of the physical setting
does not have elements as broad as those for
visual cues, they are both key considerations
influencing the occurrence of SoOP. The
following sections elucidate how the two key
elements are used in the examinations of the
three case studies.

4. Case Studies

Three non-iAR apps compatible with the
physical environment or medium were used for
case studies. Each app was made with
edutainment objectives that enable the author to
assess whether users grasped the content of the
interaction and how they responded to the
integration of visual cues and the physical
setting. The research process allows for
evaluation of the interplay between non-iAR
interaction and the development of SoOP. Table
1 shows the elements of visual cues and the
physical setting comprised in the three apps.

Figure 3. Minimalist museum lobby; physical
setting for Time Corridor AR app

The first case study involves Time Corridor, an
AR app (Figure 2) which displays twelve visual



realistic 3D virtual pottery specimens dating
from the early Neolithic to the Iron Age at a
lobby in the National Museum of Prehistory,
Taitung, Taiwan. To download the app, visitors
first scan a quick response code using a mobile
device. After installing the app, visitors point the
camera on their mobile device toward optimal
locations, which enables the virtual pottery to be
viewed in the lobby (Figures 2 and 3). The
visitors rotate the onscreen virtual pottery via
interactive 360° view to observe pottery details
such as textures and patterns. A help button (red
circle; Figure 2) is also provided onscreen to
enable visitors to access the museum’s catalog
system for additional information about each
specimen. In addition, to help visitors get the
best views, floor labels are provided for
displaying pottery from different eras (see an
example; Figure 4).

Figure 4. Floor label indicating location for best
view of pottery

The second case study, Where Mountains Meet
the Sea: Decoding the ldentity of the Prehistoric
Jade Frog and the Birth of Taiwan, is an AR
picture book also published by the National
Museum of Prehistory (4R Book; Figures 5 and
6). AR Book contains abundant illustration and
narrative (text) elements, which are divided into
three parts: animated 3D graphics, puzzles, and
pottery coloring. The animated 3D graphics are
subdivided into three units: Tectonic Plate
Movement, Birth of Taiwan, and Zuojhen Fauna,
containing rich geographical and cultural
information. As the animated 3D graphics part
comprises more content for viewing through
non-iAR, a comparative analysis was conducted
on this part only. Readers use a mobile device to
scan the QR code in the picture book to
download an app and then scan the pictures in
each unit to access a series of interactive reading
activities. When the animated 3D graphics (e.g.,
tectonic plate movement, lava flowing from
volcanoes, landslides; Figure 6) appear on the
mobile device, readers use the AR and virtual
help buttons to further explore the content of
each unit.
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Figure 6. AR-animated 3D graphic showing
tectonic plate movement

Figure 7. Apple snail level of D Zone

D Zone (Figures 7 and 8), the third case study,
was created by three fourth-year undergraduate
students enrolled in the digital media design
course at National Taitung University, Taiwan.
AR simultaneous localization and mapping
(SLAM) technology was employed to create this
game. The objective of the game was to
highlight an ecological concern, namely the
need to help repopulate indigenous species in
their habitats. Three invasive species—the mole
fish, apple snail, and fire ant—are represented in
the three respective levels of the game. Players
use a mobile device to scan the surrounding
environment to reveal game content (red circle;

IJDMD/Vol.14/No.1/2022 7



Encouraging a Sense of Object Presence by Context Correspondence in Non-immersive Augmented Reality

Figure 7). In the fire ant level (Figure 8), the
game depicts methods to eliminate fire ants,
including sealing anthill entrances, pouring
gasoline on anthills, and burning anthills with a
flame gun. In the apple snail level (Figure 7),
players remove apple snails using a virtual 3D
hand to prevent the snails from destroying rice
plants. The designers stated that the game
characters, objects, and scenes were designed as
3D cartoon-like style to induce players’ affinity
for the game and their motivation to play it.

Figure 8. Fire ant level of D Zone

Table 1. Visual cue and physical setting elements
comprised in three apps.

App Visual cues Physical
setting
Time - Twelve virtual - Minimalist
Corridor | pottery museum
specimens lobby
- Help buttons - Floor labels
AR - 2D illustrations | - Picture book
Book - Animated 3D
graphics
- Text
D Zone | - 3D cartoon-like | Unspecified
game game space
characters,
objects, and
scenes
5. Methods

Mixing methods yields more comprehensive
evidence giving a better understanding of the
research problem (Jogulu & Pansiri, 2011). The
three case studies were conducted based on an
ethnographic approach involving nonparticipant
observation, questionnaires, and interviews. The
findings are further assessed by statistical
analysis through a one-way repeated measures
ANOVA with a Bonferroni correction as a post
hoc test (Table 3 and 4). The assessment focused
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on the occurrence of SOOP in non-iAR uses in a
real life context, which is affected by
correspondence or non-correspondence between
visual cues and the physical setting. It was
crucial to observe how participants used the
apps in a natural setting (Denzin 1994; Nurani
2008; Evans 2015), and how those uses
influenced the research participants’ motivation
to explore the content of the interactions. The
current author and two research assistants (the
research team) cooperated to observe the
participants’ behaviors in naturally occurring
situations.

5.1 Participants and Grouping

A total of 27 first-year undergraduate students
enrolled in the digital media design course at
National Taitung University participated in the
study. These 27 students, the core sample
(Jeffrey & Troman 2004) recruited from a
34-student class, were novices in the area of
digital media and had no experience designing
AR apps. Their consent to participating in
research activities was granted prior to the
research. Morgan (2012) advocates the
advantage of 2- to 3-person interviews, as they
enable the researcher to hear more from each
individual participant. To encourage diverse
opinions in group discussions, many researchers
support a minimum of three to four participants
in small group interviews (Morgan 1996; Rabiee
2004; Krueger & Casey 2014). Accordingly, the
students were divided into nine groups of three.
The current author and the two research
assistants each followed three groups of students
to observe their behavior while using AR apps in
situ (i.e., the National Museum of Prehistory and
the university campus), and to corroborate their
responses throughout the studies.

5.2 Analytical Framework

Tim Cresswell (2009) discusses place-based
experience which evolves by three mutually
constituted components: materiality (the
material structures of place), meaning (the
meanings that are associated or endowed with
place), and practice (the things that people do
that are related to the meanings that places
might have). By adopting the three components
and conducting studies of three location-based
social networking applications, Wilken and
Humphreys (2020) notes that “the material
experience [...] is made by people doing things
according to the place-based meanings they
might wish these services to evoke.” According
to Cresswell (ibid), people doing things through
a certain form or modality (practice) and media
(materiality) enables the occurrence of material
experiences (meaning). Wilken and Humphreys
(ibid) also indicates that the meanings of place
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Figure 9. Illustration of how the analytical framework is formed by integrating Cresswell’s (2009) tripartite
components with visual cues and the physical setting

are constantly enacted and negotiated across
multiple level of media engagement. The three
case studies presented in this study are by nature
conceptually related to physical places, making
the integration of Cresswell’s (2009) tripartite
components and visual cues and the physical
setting adequate for assessing participants’
non-iAR experiences.

Based on this integration, an analytical
framework has been established from which
seven research questions derive (see Table 2,
Questionnaire item). To illustrate the rationale
behind the analytical framework, the seven
questions are indicated by sequential labels from
Q1 to Q7, presented in Figure 9 and Tables 2
and 3, and referenced in the following sections.
As QIl, Q2, and Q3 concern the coherence
between the visual responses and the physical
setting, they are associated with visual cues and
the physical setting, respectively, intersecting
materiality. As Q4 comprises multiple elements,
it is placed between the two key elements on
materiality. Since QS5 involves the uses of each
app, it is associated with practice. To ascertain
whether participants grasp the content, Q6 and
Q7 are associated with meaning. Via these seven
questions, the analytical framework practically
assesses whether the participants developed
SoOP; namely, whether the participants sensed
that virtual objects cohered with the real world
settings that facilitated the connection between
them and the digital content, and further yielded
meaningful interactive experiences.

To understand how and whether context
correspondence in the form of visual cues and
the physical setting influences the occurrence of
SoOP during the use of the three apps,
nonparticipant observations were first conducted
in each testing phase by the research team. The
seven questions were posed in questionnaire
form and during the interviews. Immediately

after testing an AR app, the current author
explained the seven research questions to ensure
the participants understood the questions. Each
participant then completed a 5-point Likert scale
questionnaire (from Strongly agree, Agree,
Neutral, Disagree, to Strongly disagree). Then,
to collect their qualitative opinions, the
participants were interviewed in groups of three
within a week by the author. The interviews, the
participants’ responses from testing the apps,
and the observations made by the research team
constitute multiple triangulation (Gray & Malins
2004; Evans 2015), which enables the
elaboration of the concept of context
correspondence and to what extent visual cues
and the physical setting co-effect the
manifestation of SoOP.

5.3 Qualitative Evaluation

Participants exhibited more doubt and hesitation
when operating Time Corridor than when testing
AR Book. Initially, this result was thought to be a
game-like reaction caused by curiosity in
searching for hidden virtual pottery through the
AR app in the museum lobby. However, the
questionnaire and interview results revealed that
the virtual pottery against an unmatched space
layout—a minimalist lobby (Figure
3)—attributed to non-correspondence due to the
low correlation between the virtual objects and
the space, although the former were made
visually real. Moreover, the rendering
characteristics (e.g., materials, textures, and
lighting) on the virtual pottery were nearly
identical, making it difficult to distinguish their
dating from different ages.

Participant STO06 said, “I could not figure
out why the pottery was displayed in this
place.” Participant ST021 answered, “I did
not know where to point my camera for
the image to appear.” Another participant
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(ST026) asked, “Does each piece of
ancient pottery represent a different age?
We tried it a few times and they all look
similar.”

This  non-correspondence  decreased  the
motivation of the participants in terms of further
exploration of the space and testing the
functions of the app. On Q6, 48.1% and 25.9%
checked Disagree and Strongly disagree.
Although 7.4% indicated that they would like to
further explore the theme through the app, this
was due to the AR interactive 360° view: the
participants reported that they planned to use
this technology in a future project. On QS,
although 77.8% reported that the AR interactive
360° view was interesting, none of the students
viewed all twelve pottery specimens. Moreover,
the majority of the participants reported they did
not use the help button (red circle; Figure 2) to
access pottery descriptions; many did not even

notice this option. The outcome

non-correspondence is also reflected by Q2,
revealing that the onscreen visual cues (i.e., the
virtual pottery and the help button) did not result
in affordance to help participants to explore the

theme content.

By contrast, when testing AR Book, participants
were more active and positive, discussing with
other group members how to capture the
recognition image and achieve the optimal
display angle for the visual content. Of the
participants, 85.1% indicated that the animated
3D graphics were useful (Q5), helping them to
view and learn about dynamic geographical
phenomena. Also, 62.9% (Q3) and 66.7% (Q4)
checked Agree for the overall integration of
virtual images, the physical setting, and the
theme, and responded that the correspondence
between these elements helped them to access
the interactive content. The findings show that
coherence with these elements is crucial to

encouraging SoOP and further exploration.

Participant SB014 stated, “I learned that
Taiwan was formed by plate tectonic
processes involving the Philippine Sea
plate and the Eurasian plate. My
classmates and I discussed visiting Yuli to
see the plates in person.” (Yuli is a town in
southeast Taiwan at the boundary between
the two plates.) Participant SB025 said,
“We were intrigued by the static pictures
that seemed to come to life when we
placed our phone on top of the pictures.
We tried the [interactive] buttons several
times to see the different animations”.
Another participant (SB23) said, “While
testing the app, my classmates and I tried
to figure out how the animated 3D
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graphics were made and presented
onscreen.”

After testing Time Corridor and AR Book, a
museum tour guide asked questions about
exploring the museum through the two apps, and
offered three copies of the picture book as prizes
to the participants who answered the most
questions correctly. On Q6 to AR Book, 48.1%
(Agree) and 22.2% (Strongly Agree) reported
that they would like to further explore the
interactive content through the app. The
interview quotes below reflect the findings and
demonstrate how the correspondence between
visual content and the physical setting effects
not only the understanding of theme content but
also user behavior, such as motivating them to
explore the know-how behind the theme context.

Participant SB09, who received one of the
books, said, “I would like to take this AR
picture book home for my younger
brother.” Participant SB24 also obtained a
copy and responded, “Perhaps we could
do a project similar to this.”

The participants tested the D Zone app at a place
chosen by the app designers: a lawn at the
university campus (Figures 7 and 8). Since the
app adopted AR SLAM technology, participants
only needed to scan their surroundings with a
smartphone to begin the game; thus, the game
could actually be played anywhere. Nevertheless,
this unspecified game space is a factor that
caused non-correspondence between the visual
cues and the physical setting. Although starting
the game was easy, the locative media feature of
AR could not be harnessed; this detracted from
the meaning of the visual cues and reduced the
clarity of the AR interaction objective. The
purpose of this game was thus not achieved,
resulting in counterproductive experiences, and
leading to more questions. Of the participants,
59.2% (Q2) and 62.9% (Q4) reported that they
did not grasp the content or objective of the
game; many even questioned the methods used
to eliminate the three invasive species. In
addition, 74% checked Disagree on Q3, as they
were confused about the correlation between the
space nature and the game theme.

Participant SD08 did not directly respond
to Q4 but questioned, “Is it true that
people really burn fire ants using flame
guns? [...]. Are the apple snails the same
as those I sometimes see at the roadside?”
Another participant (SD013) commented
and inquired: “The 3D models of rice
plants and snails are cute, but in the real
world, do farmers catch apple snails by
hand?” Moreover, participant SD014 said
“I assume walking around with a mobile
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Table 2. Questionnaire results from 27 student participants about evaluation of three apps, by percentage
according to 5-point Likert scale questions from top: Strongly agree to bottom: Strongly disagree.

Questionnaire item Time Corridor AR Book D Zone
0 7.4% 0
Q1. Do the image 0 59.2% 7.4%
elements dls}.)l-ayed 0 33.3% 5550
ons?ree? facllchLate 44.49% 0 2599
t t
navigation o the 55.5% 0 11.1%
content?
. 0 7.4% 0
Q2. Do thé image 0 5920, 0
elements dlsI.)l.ayed 0 33.3% 11.3%
onscreen facilitate 59 29 0 50.2%
understanding of the e e
40.7% 0 29.6%
content?
0 18.5% 0
Q3. Do 'you observe a 0 62.9% 0
correlation be?tween 25.9% 18.5% 7 4%
space or medium and
25.9% 0 74%
theme?
48.1% 0 18.5%
Q4. Does the 0 e 0
integration of images 0 66.7% 0
and space or medium 0 18.5% 7.4%
facilitate understanding | 18.5% 0 62.9%
of the content? 81.5% 0 29.6%
Q5. What function of | Interactive 360° view | Animated 3D graphics IAR T‘imﬁltaneo(;ls
. ocalization an
this app do y9u ﬁnd. 77.8% 85.1% mapping technology
most useful, interesting, (SLAM)
or neither?
29.6%
0 22.2% 0
Q6. I would like to 7.4% 48.1% 0
further explore the 18.5% 29.6% 29.6%
theme through the app. | 48.1% 0 44.4%,
25.9% 0 25.9%
0 0 0
Q7. Did you sense a 0 0 0
feeling of immersion 0 0 0
during the test of the
o 81.5% 77.8% 81.5%
app?
18.5% 22.2% 18.5%
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phone is no different from sitting in a
classroom. Isn’t it more convenient to just
test the app in the classroom?”

In the results of the three case studies, neither
visual realism nor immersion demonstrate the
affordance of the visual cues and the physical
setting used in ascertaining SoOP in non-iAR. In
Time Corridor, no participants viewed all twelve
virtual pottery specimens, which can be
attributed to non-correspondence, as the
minimalist lobby of the museum did not match
the theme of the early Neolithic to the Iron Age,
which indirectly caused participants to confuse
the ages of the virtual pottery specimens even
though they were made to appear visually real.
In addition, although 25.9% checked Neutral on
Q3 (regarding perception of the correlation
between space and theme), participants reported
that this was because of their awareness of being
in a museum environment. Overall, the
participants were unable to correlate the displays
of the wvirtual pottery specimens and their
relationship to the space despite the information
supplied, which  further decreased the
participants’ motivation to explore the additional
content. By contrast, in AR Book, the animated
3D graphics presented onscreen and the 2D
illustrations in the book were neither visually
real nor did they employ identical styles;
however, they mutually corresponded. The
majority of participants reported that the
integration of 3D animated graphics (e.g.,
moving plate tectonics, lava flowing from
volcanoes, landslides) rendered onscreen along
with 2D illustrations in the picture book
facilitated accessing of the theme content and
encouraged further exploration (Q4 and QO6).
Although the current study focuses only on the
animated 3D graphics part, several participants

expressed interest in additional field visits and
had tested the other two AR games (puzzles and
coloring activity). One participant even reported
she would like to bring AR Book home to her
younger brother. Some expressed interest in
visiting the places in person. In D Zone, overall,
participants expressed approval of the design of
the 3D cartoon-like game objects, and checked
Neutral (55.5%; Q1); a few even marked Agree
(7.4%; Q1). These responses, again show that
visual realism is not a prerequisite for SoOP in
non-iAR. However, the game design did not
consider the locative media feature of non-iAR;
since the relationship between visual cues and
the physical setting was not carefully arranged,
participants were left with doubts. Moreover,
participants questioned the differences between
apple snails (an invasive species) and ordinary
snails and the correct way to eliminate apple
snails. They also questioned the need to test the
app on a lawn at the university campus. These
results indicate that the corresponding objective
was not realized. Table 2 shows how the
participants responded to the seven questions
after testing the three apps that enables inference
about whether co-influence of visual and
physical elements facilitated access to the
interaction content. These findings are further
attested by inferential statistical analyses.

5.4 Statistical Analysis and Discussion

A one-way repeated measures ANOVA with a
Bonferroni correction as a post hoc test was
conducted on each question to test the
differences of responses on the three apps, but
the qualitative question Q5 was excluded.
Table 3 shows comparative results to the levels
of context correspondence between the three

apps.

Table 3. Results of one-way repeated measures ANOVA to three case studies by questionnaire results from

Q1 to Q4 and Q6 to Q7

Questionnaire item F (2,52) P n Post hoc tests
(Bonferroni correction)
Q1 301.04 .000 .920 2>1,2>3,3>1
Q2 592.18 .000 958 2>1, 2>3, 3>1
Q3 275.17 .000 914 2>1,2>3
Q4 590.81 .000 958 2>1, 2>3, 3>1
Q6 543.66 .000 .954 2>1,2>3
Q7 1.03 320 .380 n.s

1: Time Corridor, 2: AR Book, 3: D Zone, n.s.: not significant
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The results show that AR Book achieved
statistical significance in Q1, Q2, and Q4. It has
the best agreement on the affordance to facilitate
understanding and navigation of the thematic
content through visual elements and their
integration with the physical settings. In contrast,
Time Corridor has the lowest agreement. AR
Book also has the best agreement on Q3 and Q6;
the two questions correspondingly assessed the
co-presence of visual cues and the physical
setting reflecting themes of interaction, and
whether this co-presence achieved context
correspondence that affected the participants’
motivation to further explore the theme content.
Moreover, to provide an in-depth view of why
Q7 achieves no significance, Table 4 further
delineates descriptive statistics of Q7; the result
shows a very low level of feeling of immersion
during the test of all three apps, which reflects
the aforementioned discussion that immersion
may not be an essential condition for
encouraging meaningful experience in the
non-iAR realm (Sheller & Rendon, 2017; Choi
etal., 2019).

Table 4. Descriptive Q7 statistics

App Mean SD N
Time 1.81 .396 27
Corridor

AR Book 1.78 424 27
D Zone 1.82 .396 27

6. Conclusion and Suggestions

Discussions of SoOP inevitably spill over to
include SoP. However, unlike SoP, which
emphasizes the feeling of ‘being there,” SoOP
concerns the feeling that a virtual object is
coherent with the real world, drawing attention
to the connection between users and visual cues
as a means to facilitate access to the theme
content. The interrelated nature of visual cues
and the physical setting constitutes context
correspondence. Table 3 shows that a higher
level of correspondence between the two
elements encourages SoOP in non-iAR. The
findings from the qualitative evaluation also
suggest that the main role of SoOP in AR is not
only to enable users to experience AR in-depth
and understand a specific subject, but may also
motivate users to conduct further exploration,
including field visits. Feedback from one
participant (SB14) supports this observation.
This again informs a crucial role of SoOP in
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non-iAR interactions: sufficiently powerful AR
experience can motivate users to change their
beliefs and behaviors (Azuma, 2016). Marsh
(2003, p. 86) argues that “all experiences
occurring in unfolding events, episodes, the ‘big
picture’ of a scenario that are, or have been,
witnessed or evoked in users interacting with
mediated environments.” In the domain of
digital reality, more specifically non-iAR, SoOP
gradually unfolds during an interactive process,
in which the key is in the appropriate
arrangement of the media, namely, the
presentation of visual and physical elements.
Numerous studies suggest that SoP is largely
initiated by VR or immersive AR. Although
findings from these studies do not directly apply
to the current research, they are fundamental for
discussing  SoOP in non-iAR and the
establishment of context correspondence. As
development of AR, VR, and digital reality
technologies continues, further research in the
field is required to stay abreast of this progress.
The three case studies reported here serve as
conduits for the examination of SoOP in an
unfolding process of non-iAR interaction in
different modalities, themes, and settings, which
enriches the findings of the current research that
facilitate the generalizability and transferability
of the findings to other relevant research. The
central assertion of the current study (i.e., that
correspondence is a key concept for encouraging
SoOP in non-iAR) will hopefully provide users
with more satisfactory experiences in non-iAR
and enable designers to achieve their design
goals fully and more effectively.
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ABSTRACT

Digital art is a child of visual imaging computer technology. It starts with concepts developed from
visual grouping and is then transformed into a digital artwork that integrates digital imaging technology.
Today with the overall strong digital technology support, the field of visual image design is able to
utilize highly digitalized means for the development of their many artistic concepts. This research aims
to explore the possibility of visual illusion techniques in design education. According to "Gestalt
Psychology," the research may help shed light on measuring the value of narrative text in the digital art
classroom. Using visual illusion text as research means in in-depth interviews, the research adopts text
analysis models based on grounded theory, and relevant supportive literature for the interpretation of the
research participants’ responses. In addition, this research interviews 5 design education experts and
scholars for additional supportive evidence from the perspective of educators’ sides. Notably, the
research uses NVivo for the collection and interpretation of the data. The research aims at establishing a
referencing point for educators in providing more effective design education, while students who refer
to this research may better respond to one’s creativity in their creative works. Conclusions: 1. Visual
illusion grouping requires visual experiences and storytelling to help realize one’s artistic expression. 2.
The Gestalt theoretical principles tell us that the "visual principle" through art works may help heighten
one’s perception and cognition. 3. The text clustering analysis may lead to further explanation in details.
Cross-comparison of similar words shows us more on the significance and interpretation of the
correlation the research proposes. It demonstrates to us that the research result derived from textual
aspect analysis corresponds to the mental narrative according to the Gestalt theory. 4. With the help of
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computer and digital technology, the application of the research results may benefit digital art design
education. Through the analysis as proposed on the digital art expressions, the research finds its way to
six conclusive points. Without limiting themes or subjects, an educator may find it valuable in their
classroom in working with students working on digital image works the ideas proposed in this research,

some very practical and revealing tools for art educators.

Keywords: Grouping concept, [llusion, Narrative text, Digital art
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ANV &R B8 2 - 1% 2K AR EOM
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HEIMEFA] DR T ARAE R E 2 e 2 i aE

=1-%
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2.3 FELK
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EREM - BUR 21 U A REs
PR A EEBRREAL - Bl (E - R
BUEAELLUEE S R ABRITEAT - 1R EE iTE
20 {HACHYPE T ER B SR B2 U o - B IR
TS SRS B o ER T B 4
% 1R aERE ) ERAVAER SN SRR
Bt AT ECER ) ARHICARER - fE 1960 A5
16 BONKIER (D TR ST R T RS2t
gt o R SRERIE R BYET 2 A RV G U E &
- FEFT A s (E LB E > RO R iEEE R R
—TEEERE A - —EE - EEEBET
2~ —fEESSE (Parole) TR - fERIEETTIR
ZEITHDA MR G EE At R
&) (Material ) R > FFIRAVEIHEH R
56~ B2AY - gffihn - Bl - HHER BE AT
Loy FrAER » ERY DRITSUE L BEE Y
HEE, 0 XEA TOUERE ) - Bl
{EFR SR h—TEsE = 2E A FF(LT A
ELME N B RANERE T B i TR EHY
R G IR ALY - B LT Rt
A EtgEEPREE T R5 2
n o I ARG - 11 LR A G A R EIV RS R 1750k
E2 - FSRERRVBITGE > BB AE T SERE 5 A GHRY
Hoy > B S EREZ BB RRATIRAL - FELIRT
SRER T AT 9 Ry HE AW T L TRE R
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BN TFIR AL TSR ) BRgeREsA
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R ) B THEAR » IR AEERR > SO R
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WA —EBRZ N REAH - EEVIE
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REWERTTH SEBE 0 IHNES A5
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HHAHE AR SO RS 73 A S
AE TEMERRA ) ¢ SO BT R A
B TR, HEREEEERAM
FHASER TEEREE - (BREET - 2000)
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HYEERSTE S MBS i B = R E RV Sdg
EEM Z1RB T FEA i 2k fa T
3 B BB S B ERY R BIFTRE AV ERS4E
& ({B3E IT 5 2018) o HE > T EEEIfr , -
P ARSETT TR ERl - TR
firy ~ " EEHBEET - B E 1960
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MNAEFEPEACEIRE AN > (R pE—TE A Ay R H 3K
RIS 20 (PRE#E ~ BRIZ S ~ TRITIE »
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BRI SWATEE A 0] 43 EEHSER TN EnfE
R AR > B RS E T
AWEERS T = > B R S R A SR
AR - 2 L B L AR AT B ERE
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Noll) FIEfni 2R » BTN Ry o - el
B R R T RIE T N AR R
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KA B IERA T B G R rry e » (F i B
DEHEER  BGEAERRIVEL > ZER
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# (Nam June Paik ) 7£ & FF 2B IEATHTES R
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FERNHARE - BT AT EE B E E N E
HEAS—ERTFTAR A RS I Em B &
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PEEFRS R B AR T > B BTy
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ZAFREAYE L E5 T Al 2 A4S H Photoshop 28
FREEIE R SRR - LIRS ~ B

24 International Journal of Digital Media Design

B ER 2 (EaTOR - KU #irag s
FREATEITE > ST st < B b1 SE i e
B B PPTRENE SR - BE T
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FoRENEAZE BT FEENHREL H B TR e
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SEREEE R YR B3 AT - A0 DARE R
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H AT $R5T T RS R LR
B AT | 730 RIEREHEAEE
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Chinese, semantic translation]

SR~ RUFERT (2001) - EERESEASG fir #fly -
REHT] > 375> 217-223 -
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Information Education, 57, 2, 18-23. [In Chinese,

semantic translation]
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R (2002) -8 - = BE—REEHR
DEET - &b - TR -

Jiang Zairong (2002).
Concept-Concept-Photography — Analysis of
Visual Psychology of Images. Taipei: Snow
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BAREA RGOSR HARBELHAE

580551 REH 2
TR SRR SR BT AL Al > M5 pd el T4 x65212003@gmail.com
2Rz A BE < B H 2 BHE ka4 yc@ntnu.edutw

L

BT H R B ERIENEE > v RigE MGt HEEE > 2eE Al F R ey —{E
EECPER - AT B A FERBEHER i 2 50 T 2N F R IT SR8 s s i
B iR > DU B RS S S ST E AR - WISTEER IR ¢ R T
GRESE T HEI AN DREEE VN 8 SRS HIFE RS SR R G E Y
HNEEAR A& S EE B TR o) 872 2 S VPTG Ay 2 8 1 (R S — D IR e iRag
58 - EBIREN Bt SR« FF S E A RS RV E RIS - WIREEAI(E & TR A RS -
PR 75 T IR THER PR (R BelRl M s B PR A B AR - S 5 RS B Y BeTRB I 2 (A
RRECERNE > ARIVBERE - 8 - (ReFAERIVEE > DUCEBELIE T EMREEENRE
& BEETENEE > AERIRIER " Z 78| [FRIVEKREFSE  MRIEH#EE
ABEMSE - AARSERTANE - BERAEE AT A A8 T8 Z 78] BREEA -

BRsEEE : J8E - HARE - BFE 0 - Bl - IREEHE

A Research on the Readability Influenced by the Page
Layout of Manga

Wen-Chiao Chu’, Yen-jung Chang?
1 Department of Graphic Arts and Communications, National Taiwan Normal University, MA, Freelancer, x65212003@gmail.com
2 Department of Graphic Arts and Communications, National Taiwan Normal University, Associate Professor, yjc@ntnu.edu.tw

ABSTRACT

Comic page layouts directly affects the communication of the story. It can be described as the blueprint
for the comic page design, and it is an important step in the comic creation process. This study is an
empirical research using eye tracking technology to measure subjects. It explores the influence of the
number of panels, the shape of panels, and the widths of gutters of manga page layouts on readability.
The research shows that the number of panels does affect the readability of manga page layouts. The
pages with fewer panels are less readable. The reason is speculated that the layout with less divisions
provide less information to readers. The impact of the panel-shapes and the gutter-widths on readability
of manga page layouts needs further research and verification. In addition, the eye tracking experiments
also found that many readers do not follow the reading path set by the creator. However, whether they
follow the default path does not affect the readers’ understanding of the story. Readers’ reading sequence
for comics is also affected by their personal reading experience. Readers with more experience in reading
American comics, Korean comics, and webtoons, as well as readers who are accustomed to reading
online comics, comic e-books with electronic products, have a greater chance of reading comics in a way
going against the “reverse Z-path” principle; Readers who have been reading manga magazines and
manga tankobon (books published for independent volumes) for a long time usually follow the “reverse
Z-path” reading principle of manga.

Keywords: comics, manga, page layout, readability, eye tracking
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ABSTRACT

This study uses the "movement of meaning" model proposed by McCracken to examine the process of
consuming Japanese ACG commodities, the movement of its cultural meaning on teenagers. This study
focuses on the movement of cultural: Japanese manga and culture integrated with commercial
consumption; and the empirical study of the second stage of the model. The teenagers feel the
movement of cultural meaning when they are consuming Japanese anime and comic commodities. The
main purposes of the study are: (1) to establish a theory model of how the cultural meaning of manga is
transferred to teenage consumers; (2) and explore how the culture meaning of Japan are transferred to
younger consumers; (3) statistically validate the movement of cultural meaning model. In order to
objectively evaluate the movement of cultural meaning and influence of Japanese manga for teenagers,
457 questionnaires were returned and 412 valid questionnaires were collected. The constructs of the
questionnaire cover (1) behavior of fans, (2) influence among peers, (3) ACG media consumption, (4)
participation in the ‘Doujin group’ activities, (5) collection of peripheral merchandise and (6) cultural
meaning. The research results show that ACG media consumption has a moderate positive correlation
with the transfer of cultural meaning (0.544**); there is a moderate positive correlation between the
collection of peripheral goods and the transfer of cultural meaning (0.365**); the behavior of fans and
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the transfer of cultural meaning have a moderate positive correlation (0.319*%*); there are low positive
correlations between peer influence, participation in ‘Doujin group’ activities with the transfer of
cultural meaning. The findings of this research demonstrate how the Japanese ACG has successfully
transferred cultural meaning from a culturally constituted world into a commodity packaged to
teenagers by using McCracken's ‘Movement of meaning’ theory. Our statistical results and data
interpreters are also in line with Raymond Williams' view of cultural meaning.

Keywords: Japanese manga, Teenagers, Subculture, Movement of the cultural meaning model,

Japanese anime.
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(EMEEE)  DUBERFRAESTFEE
BHKEERE UNEFZ 0 2006) - ZEEE
HRITELSE ST ESAE 1970 F1 1980 4
R /DA Jump HESERE 70% #Y 10 £ 15
BRBZEE  EEEE RN RSB A
FIETTES - 8 1995 £/ DA Jump FEGEEE] T
(TR 653 EipnyIElE » BRIKEANARE
B8 E W A R KR A (MacWilliams,
2008) °
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H ARSI S0 LR 2 B B D AR R AR,

1990 FARDUREF 2 R g RIS AD ¢
F Lz CEEST) - Bbkroy (b
NF) ~ FAFHEAR (EE N -~ HEET
B ORZTEE) ~ (FEFEH) ~ BA) -~
(FUEE) ~ (NANA) E (/N=EFEZ > 2006) °
1997 FHAZEARK AN FE > HH
AEHERRTIEE 2B H AR T &7 &
( (EEBEREAT) HETPHE 600 BA - (THE
BR) EEHHE 1 EA) (UNEFZ > 2006) -
EEFFHINHABER 67% 2l E NG
A - 2000 FELURISEANETEL o WAL FEIR
SHEHPEY) LHAERDuERT > BEHH
EENE(LAE - DUBE BIAT T4
ACG B8 T i Bk H AR B T3 AR A
HISARRIEESE -

BfsEAEE A 2000 SFEAL AT - HAS
EMRAZE RIS HKIGH - BRSNS 5
44uh AnimeTrending » S 4REIE (HEED
E_A The Final Season Part 2 ) Z4E& 2002

12022 FAFHELIAFNENS | F—20N
B - 0] RH RSS2 ZENERE > &
LR R S EE = (H T 58 - 2022) ©

eENEEEARGIHE - 50 BN
R EREE S RS —(Es—aEERe 8
3 48 SO B (5 & B DA S Bh 25 i i Bh AR 5
GEv¥EE (Carrier 2000, 69) - HAEE/E-A
MITE S HEE X HiEd) - B E R ER
MIEREE T - WARDE ~ HAET - RoRHEFR
EHBEEM(Sen & Rong, 2019) - Bt ZE
paE RGN RIE@—E o EH A
Haz 2R bR B E ¥ R E =
A RO BREETNSN—EE
S fEiEER gt BB A A BB EE
A R AR [ HOH B S TE) DB R T
R —(E ACG B K jEZEHE (Iwabuchi 2002,
456; Ito 2003-2004, 31-32) - [HtE » FEARHFFE
DU ¥ B E ORI A B e H A8 E
HEHRER - EEoR cE2 A HAE - BfF
i o A EEE SN ASUREFTTE 2 SR
TR TR -

22 FOERUE

TEE R NN R EREI R
M — (B3l B - 2 RTEEE S (R
84) 1E5 VA A K E PRI IR 577k - FAMTH]
REVEFER 10 224572 N\ 0 T HEE
IEEE SR B L & B2 Fischer ArfEdt - f5—Ff
ANERF MO G B8 N i &R
R L84 A — T T e 2 AV (E
BB (T REEEATE 520 Bl AR
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HATERE T BRI AT SRR & ER S
b > (FEZPre8 a2 S b (Fischer, 1995; F5i5
FF > 1997) « FLAE 1950 K4 « &2 (David
Riesman ) FLFEH A GRFITSAERIZR] > I H.
B EEe R B A BHAE RS - RKFUE T OHR
W2 7 RGERTAE TR RS FIEME A 1T
RABRIE: T &t = ok — /N R A RS |
(HHIE PR &I FE - 2009) -

It F/PERCHERLZE 10 £ 24 BRHIH
DR T im e A BLO IR SR —E
e HCATEER UL BE T AT
EEE 7R LHEEES - BEARK
AN TSR BV FEET T B
P e~ (B SR (RSB TT Ry EO%
@bt 1997) - SREEIREEL/ UAFVERCUE
P ¢ LR Z (E (BB - RERITRL
AXAREFRRA KR 5 2. Rk IS ;3.
G R B EE A L AR ERA TR ¢ 5.
BFEEERRE 6. FPE S IR > ARt EZ
e 7. EME SRS 8RR AR - B\ B,
SRR REE DT R
HRARAZEER (RIEHE > 2005) -

G NJFEEZ AR Tylor (1871) f¥i5C
{ETHESERR " UbeERE LR - 22—
NAEt & TR ATSRYAIE ~ (10 - £l - EE
A BUR DU EoAth g T B B HYEERS |

(37 > 2004) - SUALHERE Ry e B R R+
By T AETT R o SRR AT Ry 2
TEBCEMAER TR B KA o SV BRI
ZEFE T LU UE G (MR BEE 1995) ¢

(=) 4= (Norms) :dp* it Pﬁﬁ? s

ThAFAFTHFRT T RER DG A E
Al e

(2) H i (Value) : £ip 4 s § e iz
FEA W R R HE o 2 T LR
LRSI TR LA hinfe s o 4 B A
AR N A H -

(=) #% (Symbols) : & ixzm- fa4 48~ £
E 1IN gsﬁ \ﬁgg E“%I?% » T R A e
FH B E o

(e ) %% (Language) @ &-fr 3 f %
HEFRBLAR 2 g B~ HR{ridiis
FARE AR NE R o

HINF DEICUEHYES  5REE(1987)
ok > T ERER R HE - SRRy S
FEPLLORGEREAYNEE . A REE PR ET(E
19 IR R B Ay B T R SO B SR UM 2R
T BRHESUENERE AR T REFVE
[EIZER A TR - (B Ry REE Ik
BARE T REAEEEEERSES TH L
FELET TR | HUSE S A BEINE VE
FTERHT > TR AP ERE S EEE



BRI —ESUE R By R S b Y —
feEa - Rt geiE &y T B ERIRCUE - B
WS EEF/ VFENAEIEN S AL SRR
13Ub > BIAGE RS (WER - B
WS~ RS ) o DU B NE RS (A0
FESE ~ /N~ 08 RTESE - B1E DVD ¢
VCD) PLURFFERHE S (A8 EHEEY ~
Y - SREE PUB %) o BEEERAIRRAY
AuEE > Nk RENPE (F(5) - WK
FFFE Y B T AR BT HR I E H - 5 b
HEHAR > i X B AT IPEGE K
SAEBHIRHIR R © LIE/ D FERIER GRS BB -
YN S By ey e SRR i G DI B R
TEAOHE HB MR (USRI SE R i
A EIAE B B G AT R E A
MR IR & e 2 E A A B 1 SR [F Y
PG, SR EEHB BTS2 1T R ek 1
fgHy Tk, -

2.3 LB EAIBEHEE

McCracken (1986) FrR /L@ AR T
FUEFMNER - % SULEESUbE Rt
SRR RS B B P AV T R AR
Ty H AR VBRI RS ot o 8% A A T BRI
= (REZEHPINIE R - BRI B
BEE N HEE S L ke mr e e
BRIV EER T EE R E AN EE S
e EY  MEEFRMN =(E%EE - U
RRATH L ~ R SR E B A W (A
BE g - SO bR Ry T PR R R P
A (McCracken, 1986 ) - 1 RS HEAR 4R
T EMER R o BT REEERET = (EE
R ZHANETRE) o McCracken fZ2H 73 ffristE
BEEASET - 77 BLUT RIEFSES -

MOVEMENT OF MEANING

| Culturally Constituted World |

Advertising/Fashion Fashion
System System
l Consumer Goods J
Possession  Exchange Grooming Divestment
Ritual Ritual Ritual Ritual

I Individua! Consumer ]

KEY: [_] Location of Meaning

~—— Instrument of Meaning Transfer

1. McCracken EHH “Exfed)” HR
ERIFIE © McCracken (1986)

2.2.1 BERE - EREHAPREIEE

| SRHSE | BERL | S0 |
B R

BEEE AR SUEHRAY R g -
R Ry HBEEH A - U EE LA S
{8 T AR I RS B Byt © 38
MRS ~ B hnasa T B MR T R o AEA
Wty ZEpIth - e SR S A
ALEM T RS AR - e BTN
REFRLZ B EAM Z IRV - &SRR
HERIER - HE A RHER RS HiF
HReERER NN /2 BN E CUEE B ZE miH
%) - I - bR AR E RSN (H
ASAL) FERHE IR Cg8EFm)
B - AEECE ~ S RFZEER
TR - G 8 H RIS
TR AL AR T SR B 8 F 2 Y
AR -

McCracken %Y (1986 ) HFSEIHILET
MR —FE RS T E B ERES AN
T - B EAINE E RS P BT E ST

(McCracken, 1986 : 74) - fEFAMHYE 1
AT > BEIEEE o B RS E AR
SHERBE B ERNEE VECHEENI
(b FER R (FEEEBE T EEE
TRfTEEEL) NWEEEETHE - B2
BB S B MR B BRI R B EE
Fey G o e o BFIEER
BENENIGSHENEIRERE - X “H
PR SAEREE S - B R A
EHEAEHSH HEFREHN T HHogg
& Banister, 2000) o

2.2.2 BRIV - HERESENEE

LR L P B AN B L
SHERE YRR - McCracken 575y 18 W /E i B &
1 BRI ES — [ B SiEfs T H AR5 RL - ALt
BT R DERNFRICE
B B IR AR 2 (Tambiah, 1977) « 4=
FARE AL F 0 A 2 - (E S (84
- EERMOHESES T E A HE - fila
H A0S 245 & B 28 S R B BN R &

(EEEhE - 78 BERIEE) ME
ABERCUEHEERF D EEHA B2
B MR B RGEE - WEhE - 198%
BGEIR B EBRGTFRN SR SUEEERR
B TIEER > iEEE - BEgEES - =5y
INE] S B PHREECRINC S B AIiCSE (A -
g~ B ) o g8 AR R AEE
FAEE AT 8 175 BRI EY
B - HAUSE R U EEHENE TS - 195 - (B4
B EE BB NS BT R) B Al
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A B B S ST AR BB 7/ R e
PR EI MY B e s -

Sen & Rong (2019)71fi5 H S fE HE
N BEEER - O - FRETFHESRNE
SEYEDZ (R - BE A - BEimiE - TR
FNFRE R A B/ DERE . B EE D
FEFTRE T Pl H AR E (Eoh o (i
HH AE S P B R - 15 2 i 5
EHEBLEEESER T HASE FEETEE
F—RIMERRME - 5582 2FF McCracken
AIREAL (1986) HYEE — S B R EZENTE]
2 AHEEERENEAS B  FEEE
eraEfE R > BeEE AR - B A E] - BEER
NE S BEEAEIRIERITEE B SUEEER
AERER A R EERL E S e .

McCracken 38 Ryistt THEDIER “5
EETTE” B =AY R R E I (Munn, 1973;
Turner, 1969) °

RE-fALE TR R THERR
LA NEI MR L R os e
Pie Ry AFE s whdAe s ARt B2
CEBDFRBEfR AP E o TR
EIE RN E- LA § g
Lo RFHRZ ALK o DA A7
G b B P s Gt r b
A= fA2 PR A ST - f
CEEE o RIEAEIRT o B /Ay - k)
FHE Fr e o E g A R 0 hiE o T
F* Y - fido £ A (7 L (Turner, 1967,
Van Gennep, 1960) o H i 25 3% ek ;8 5k 4
WAl g L P e R AN kG
E N RS A T
(Tambiah,1977) ° #§ 7 2 » &\ 8 4=
R EDEEY AR 2R DP e R
WM R LR SESIIBL o
s Al ek S 5 B F (possession) ~ %
(exchange) ~ # /& (grooming) fr #& &
(divestment) ik ;% o izd K\ ¥ ehE - B ?K
RET - BB T FIFE
hieBEAEY > LRGP SEST] B

L # (McCracken, 1986) °

2.4 B

s {2 (i PLBRANE (2010) ST 278 ~ J@ERIIH
BT Ry~ ATV L L B O TR R R
BT RG] > Whakagh 2 R NUCE B
i ACG IR HIEEIT B8 - £t
gerf o R R AR HE I £ oA
AR S RELHEEITA M © 775 Laurent
& Kapferer (1985) Frf5th - LGRS AJH
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EBH G AR E NS RN i E - %5
thEEm I B DAE) ~ )2 aRAH B 8B - P AREE L
EFEFERa AT ACG SIASE B mHY
JHE M o L > AU (D)E) ~ B RRET
Es(Fan's behavior) ~ 2)ACG S Z (ACG
Media) DA K2 (3) & 72 7S i 09 Y 52 (Merchandise)
TR 5E H A )~ )& b B A2 BIAHRE
FBRE -

BRI 2 E AR RIS - REE
(2008) 3% Fy iz B8 |k e AN ZRAVIMERER
o FEE SR = A RIS AN EHNR
Z—  HENEEEERE(1994) 15V ERd
SRS BB T R ST TR R (R R R
fiz MoQuail (1987)F (i FI By i 2 5 o 45 L
A e BRE ARV S B L BhHURR K > ISR
7t SIE2 8 15 B IR DA R JE A5 it A BRI Y
RS RIS SR ] - B (R AR B
— o MAEMZFHIE DA 37.8% MK
SUER IR ER[F 2 — e RS & - W] RAEF V4
rh—EE el S B B B AR Y2 R [F I B A
TN TES) - A RAREIRTESE - ABHIT IR E
[EHE % (Peer influence) i Fybit5E H AH) ~ &
XAEP R RS E B BNR L — -

2 B (2 R (2009) 45 I BB & H A8

B SRR T 3 e LR T (AR RT3 -
B H AR EE ARSI - e E - B EHE)
REGEE S S H AR - 8RB
A8 ~ BB BRATERA > T EAGESE ) By
IR T8 - BRI E LR A EHE
i - IR AGERIRIE » Bt &Es) - DU
Aty EEE) - 2FE AR SR TR
HSAEFR B M ERR E E  S20R S Et
s HATE DN T 8 S ERYnEEB e
(Napier, 2005) - Fjr EHLHIBIGE > AHT5E
IR BL[E A& @ (Doujin - group) {5 Ryt H
AE) Gt EE SRR BN R

Sen & Rong (2019)7347 H AE S =]
BIFER T FEEVEEHAREENNA
75~ TR~ B R - SRS E HARE
78 DUEIB R D s B T B - BB B AE
Elfc 2 F N NEENENS T HARE(5
60% » BUEENS(L 29% - HABRN “WE
777 EETEEDEEESE FlA: HAE)
B EE T ER AR B AR
BB A ER e bRl (5 LRS-
A HAEE N TR FEA B HA
AL RAERAAIERA T AR T R JIERE S
F TR A2 IR H A ED S B R E A /D
FEEEE - G2 HAES (Emry AL



MAIEE IR R £ AR IE RS 57 -
B AR R R LI B2 -

Tang (2020)HYHT7E 343 o B S /D AR5 H
s R REFENA = - (DHABERAE
ik S7 - HHREREEN A B S AR
B S Q) BOEREHASEEFERE
RER MRS EEE - (3) B HEEEE S
B SR AR Y H A B & = B P R AL
b5 BRI R Y 1432 Bl (R (5 TP B/ N B AR )

PR -

BRA M I 3 B I A H A8 E B0
RERIT AL H @ E - BN )Y
B R E B A D RGEE H 3 - DIH
S Ry A B 5B = B% 3 (JFL; Japanese as a
foreign language)fy 2 Ak 71 35 B A #0 ER AR k
FEHCHY I E (Fukunaga, 2006) - (5 7 /D 4E
BEHEZESE SE - HUEHE IR
g ENEEEENRIT X" (Parker,
2004) © 17528 H AR 17 SRR S [ 7D
HFE IR I E AL UL H ARREE S RIS
{£E{E” (Manes, 2005) -

2.5 /NG

A S EE REEE T ISR H AR
AR S AP = KA (5 A K&
TERIH > AA THRYESE AR SRR ZE R e
PREf(Rowley, 2005; jR#a=2~2007) - A H
KEENRITE S b S EE D FEESE
T ETEHE T R R - EEEEEEE
(Laurent & Kapferer,1985; Napier, 2005; Sen &
Rong, 2019)

AT AEMEER ] McCracken (1986)3%
iY Movement of meaning f£% » A2 ZLREEE —
FEERESEE HhREREE T BN HASE
ML EEELE S HTE) ~ JBESE - AWFTiKE 1
{1 McCracken (1986) B #Ff5E M mmis Al - fl e
RGPS H AR R EENEZ T EA
g~ BERIRITARKERE - ()EBAF/DE
HIRIT R s E e EAEENSI A QHEAR
BEER  WHASEHRM - #iFEAE &

| sRfa=e | B | RS0 |

U/BERBBLHR AT ~ BHE A SIS EEEE S
[ 2 —HE A ACG REEE S > BRItb 2 4h
HASE MG - HAHE - HAMSBGE -~ BER -
RN BN H RS EAVHE S EHES
HISZA b i T SRS B A TR e s e (BB~ 08
fEdL) o 7 1 AYFEZEH > FEF A R
(Youth fashion systems) - -F#H{CHEEpH (Manga
agencies) /82 H ki EE £ (Comics industry) f1E
& ZHi(Advertising system)ZiRf H AH) ~ )& 1F
i S LB R & W S LR R 57
EERG T (ACG R4gE M) AIVUEEE
BFEHAESENE ~ FEAE - BHREEHF
B TS DR A EEb e S b 22
TH - i R E DA alE e ACG 1R85
mnHE SRS  BiE R  BIE R - K

DA R {6 ) 2 PR P R — T A2 o
3 WBEE
3.0 FFHBMEREEETR

EE 2.3 #iLEFRAVE BN (]
BALLR /NG » AT Ry RERF A T R FR it
H ARG & R E SR ~ ST AN
AT ALHYELES - {E1E McCracken $2HHY

“BESE) BRI IR AR IE 2 -
Bl ~ 8 7 S 1 (] B S A A S e P A (2]
A RS - TOHBE B LR
R R Y BRI E © DI
K ACG IREEE (B R4S 75 VA - AT R
5B HISURERST 2.4 GRFHBANT RSB B
(LB F By A B (1) 28977 Fs(Fan” s
behavior) ~ (2)[E] {7 &2 2 (Peer influence) ~ (3)
#HAG(Media) ~ (4)[F] A EE)(Doujin Group) ~ L
K (5)[E & s f(Merchandise) - & &5/ DA RETH
MR S e R Y S LR R - BIR
Dt 5 s sn 3 D AR U LR R E -

BT P INER R R
By i ACG RS/ DR UL
RS B Rt - A B A PR
{5 » R PHSEHETE] 2 S MRS T Lt
Y o L 5/ R R B S L R B
Y
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HASem A UL EER BB S D BT

SZAEAB AR RO tH 57
| |
B D ETRAT M5/ B/
BRED B S
! !

| |
JBEHARE
¥ ¥

B AT EBAR/EE/ AR EREE/ W R

&
- B
o>
i

}

ACG: 8% - B - il - IRSELURER

ACGHERIET
(A, 324, 8/ R, 1I9H)

T EMEsE AR

b

[EIAGEED FEE R R

l !

HEBEEH EERAIER

Bage [ ]

BERAIEARE

EEBENIEE

2. AYISEERI(BEIEE McCracken $RHHH “BEBE” B4

3.2 Y EEEEBHRER

B/ VESHBA ~ i - IRBEST
ACG S8t o H &I ia i (B8 =50 ~ Bl
FEEERRH - W ACG FEEr ek iibrss -
RS - MRS IS S T EE
MEFE B HEERIEEEES - WFTHT
it > VAR B R K H AR R A Al
iSRS ER o 1S e RS B i ELG VS Bl (activities)
KA ¢ (1)2RAY1T Fy(Fan's behavior) ~ (2)[5] {7
2% (Peer influence) ~ (3)ACG #EEEHE(ACG
Media) ~ (4)2:Ei[E] A\ &G (Doujin group) ~ (5)
JH 8 s U 8 (Merchandise) » PRIEEAEASERE T
At e B 4 HE Y L G S B T i R A
B o WMESSEHERAE 3 Fw o A
FEN R E R R e AR -

~ H1

H3

W~

H5

3. YLEEBBHE(LEE

e 1 (HL) = 2Ry Rt H A E5UE
EREWUEBEGE DV FNREGFELM
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Al -

s 2 (H2) : [EBREZES HARSH
AR GE DFFEILAR -
% 3 (H3) @ ACG #Hg# HAEE b

EENERGE DEF AR -

e 4 (H4) : 2HFE AEESE HASH
AR RS GE D FFETAR -
Bk 5 (HS) : EME e AnA Y SR el &
HARSE M tERGEREE VEFE

EAHE -

4 EERBRHVEEMR
4.1 BEEt

KRR RS EN B VE
A AR RIS e D EER
e 15 B2 24 B IRBRIR S EZEG A0
e A 284t 2022 578 15 BLE 24 5%
/DTG 250 B3 E - 2022) © BfF
B ET R B ER AV Z R F] 95%(5 07K
# o S EEE PRI NG 5% » H/ERES
250 B AL - ASTRENEA 2/ EE
385 (LA b JTREEERIA TN - RREARCR
BTG E - AR BHEE D ERECEES
BNED ~ w4 - KREAE)E Google FE F (4
HE ¢ https://forms.gle/jXkJVQMO9dsibDgdk9) tE
A VEHARNSERENE - MENESF
SIS - B 2022 F£ 1 HA)E 2019 4 4
A _bA] - E&E 457 45 -

AHFEER AU RS [ G 1Y S A R &
FHEE T - BRI ANERE R T



A 2R A B BB R NS BRI IR
M BEE TS AR - & E4Ers P AR
BN WE E B A R M (sample
representativeness) -~ g HY fif] 78 B b/t 5% 45 SR fite
EMERI MR (external validity) » JLHE4E
& 5 | A\ ek 2 A E IR R Y B R M
BEAR(ZECE » 2004) o AIHFTE R A
R G EN N A H A — 5
M MR SRR A M B - SRS
FEARVE R - HZHEEE /(2000 F2L
& AT NI AR TETE TmAE RS A T 5 - FiR
] REERIFH - SR KRG 10 /)
HF(E ARG - H4ERSREE S BREEEE Y i
RTINS G « It > AHFRAE DR
FEATE ARS8 & B (5 BURHME - &0 5T
HIRHS T 2 B A LAY E AR I E—fEE
{5 FH A RS BB AL RE R - AR b a] DIFERR I A
S MAVRUE Y R - H 4EPR AR A F B A
WFeE VARG B AR - AR HUSHY
RFMUIETE S AT R0 AR EAEEE G
115 Ry BB EORE 5 82 7774 (Dillman, 2000,
356; ZELE 0 2004) o

4.2 FEEst

AT T 4 48 H A I 40 465 SR B A
N HMEEEE 179 (o ZMEEEE 278 {7 -
DUSE#RSEaT - 15 BRE 20 pRdkat 232 47~ 20
3R-24 EALET 180 {73 ~ 24 RLL EHEET 45 {5
HERFi 24 sl BIEEE > BIERARHEEMT
st 412 07 - AREET - HASHEREFE 2
FLUTNER 85 A~ 2-5 FFHF 54 N~ 5L
EFEF 273 A - SHEEHEEE 1 HiERER
99 A~ 2-4 BifESER 161 A~ 5 EREMLLE
HH 152 A - HEHERmEOEITE - (2)
[FEIE 2 ~ (3)ACG HEDHE ~ (DS HFEINE
B~ (5)FEEREMATCEREL(0)SUEE S -
RIS B P R S BiERAVER(CRERE
| 2IFFEE S) LR - EHiELL SPSS
FETAER | BUR BV EE AT AT
PIAHIIE > 45T IEFSRFEAVRRRE -

1. LEREBHE(RE S8 2 %

| sRfase | B | RS0 |

GiiiZ 412 37194 83220 .693

ACG #RHEE 412 37636 70833 502

SEFEJEE) 412 31053 87245 761

EERGIEE 412 31056 90270 815

XLEFE 412 41524 69427 482

] el Pl MR BBy
PREVAT By 412 37257 87616 7683

K2 RRGBAR

AR N GEEHEER) 412
43 {3~ BESHT

MG E AR R E R T 5E M -1
AKWFEH - “REVTT R REEAV AT SE S aE R
Cronbach o {H & 0.85 » “[F 5 &2 &7
Cronbach «a{H /A 0.831 > “ACG {LgE "
Cronbach « B & 0.801 » “£:Hi[E] \JEE)”
Cronbach «af{H A 0.839 - “fEEpGSLULE"
Cronbach «a {H & 0923 » “{EE#FE”
Cronbach « {H & 0.933 - A7 H = £ /Y
Cronbach « {E##E# 0.71 » LEAE(EME
YT FEME K EF|H ~ &{EH - Cronbach «
B (E SRV HIETE RS o [E(EY 0.35 KK
B > 0.35~0.70 EHHEERE - afE KRN 0.7
Fyi= {8 (Nunnally, 1978). (Kl - fREE A4S
o MEET - SEEATEEE -
HiNEsE » WISt E T FE -

RS T IR B R E oy
Mokt E T BRI MG ITER eGSR aE
MR AR R i o RS i
& ~ DL KMO f9J Varimax f{1 Barlett AYEkIE
fREREfe B R e & E - KMO fa g &
0.909 - BEIT 1 BRI Rl {E Ry 7699.508 - E5HH
G IS AT UETTERRE MR R 0 i - B
RHEEVAARTY 1 A RESHHERE - R
VAN > HEERFE - FEEUE P LR
BT P iERRR G T2 - R E(EER S
RZNEREFLAR(FE 2 For - SUEEFED
FERERE T i) o WIARFFEEAS 1 All—(#
REWL R EEAREEEZ B HHY
$% % (Taherdoost, Sahibuddin, Jalaliyoon,
2014) - AH5E I T 5T 57 fr(Jolliffee, 2011)
MR TT 2555 6 {Eigna - HR a7
FIAVTEBE R RHEES RN 1 - B ERE AR
FEBHIRE KRS » W% 2 FR -

[5403) AR ERE WS SRR

e RN | B AN RN | B
1 LB 9.356 38.982 38.982 4,764 19.852 19.852
2 B 3.230 13.460 52441 3392 14.135 33.987
3 ACGHERRME 2.018 8.406 60.848 3.175 13.228 47.216

IJDMD/Vol.14/No.1/2022 63



HAEem AU LB RS BB S D BT

4 EBEE 1.809 7.536 68.384 2.625 10.938 58.153
5 HETR 1.316 5.483 73.867 2.518 10.493 68.646
6 SHEFENEH) 1.159 4.828 78.694 2412 10.048 78.694

EHGE © BRI o

4.4 HHERARBIT

AREIFAFER Pearson FHEAGETITIE
FotalglE 3 5 6 (ERSE AR R TH - &
AFR 3 Brray o tsss o & 4 BnimE 2 i
HREERERAME - BMEE] - (1) “2ReviT A"
Bl “SUbEFR" 0V P R IEAHRE  AHRE
HEUE Ry 0.319%* 1 (2) “[EffE” Bl “3C
(EEE" WERFEREIEAR R GEE
Ky 0.266%* 1 (3) “ACG {HEgH&E" Bl “C
(EEFR" IVER AT EEIEARRE  AHB R
By 0.544**% ;5 (4) “SHFNEH" BEULE
A R 2 AR (EAHRE » AHRE A

R 3. AWtFrEHE AR AT

B F5 0.275%%:(5) “FEREmULE" B
(LEFR" WVERFE P EIEAHR  MHEREE
Ky 0.365%* 5 DL EAHBEGEIE HET SPSS 4
BRI ME AT AT 1S4 B - AR AT HH A FLIE R R
R - HEERESIHB G2
% o KHf Pearson FHEAEHH T 3.2 fith 5 TH{R
2 » McCracken(1986) 2L E # EFH A h 5T
(EEERERRE RS ERT/ EE A
G BERTE N OHEENI B A hEE
P BB B U (A 1 A i L e Bl Tt
B eERER EF DS TNEFDENE
HEEEE > E2RPAIER SR E R -

AT R B ACGHEE FIAEE) JEERE & EBE
HTT R PearsontH 1 541(%%) A18(*%) A57(%%) A468(*%) 319(*%)
B (2R .000 .000 .000 .000 .000
Eifiiye 2 Pearson i 541(%*) 1 371(*) A42(%F)  385(*F) 266(%)
B (2R .000 .000 .000 .000 .000
ACGHLRH#E  Pearsontlfi] A18(*%) 371(*%) 1 380(**) 397(*%) .544(*%)
Rt GER) .000 .000 .000 .000 .000
SHAE AJES)  PearsontHf A57(%%) A42(%) 380(*%) 1 .537(+%) 275(+%)
REt: (2R .000 .000 .000 .000 .000
B RUEE  PearsontHH A68(*%) 385(*%) 397(*%) 537(*%) 1 365(*%)
B (BF) 2000 2000 2000 1000 1000
XEEH Pearsontf 319(**) 266(*%) 544(%%) 275(%%) 365(%%) 1
Rt (1R .000 .000 .000 .000 .000

O FEREKER 001 B (BR) - MHEIETE - BA(EE 412

0.319%*

0.266**

0.544%* =N EE#E
0.275**

0.365**

4. AREIFERAEZ R AR R
5 Br#ER

64 International Journal of Digital Media Design

PAE > FAFH#E McCracken(1986)Frf H
AP s — D LB S B st A T
AWFEHES 3 ST EH A S S REE
DENSAEBE MBI R (0E 2) - AXE
It BAIESERAHRAGERE - ()EILZ
BN EEENAERLGEE D FEEEENE
i - Q)IEEEET T H AE S {EE SR
BRGFVESEE S QRS mBEAE
BE LB FES R RETRHIEES 4 6 &
(LSt aERE— RS VEHEREE
({EEZIVRAL - WAL ~ (B BN S/ VAR
VERN a2

5.1 B SRR T RESUEERIEE



e 4 FTLUSRI RE T Ry Bl U LR R
AUMRAE" Ry EEAHRE 0.3190+) » (AFRANIFE
B 2 ZefE (8 2)25 2 S ik evfT B st
HEETTR() S8 - B AL gHEERE
TR SAAAEOEH  (2) BMRREET
PeERERKE) - B EIG R ¢ Q) ERIERE
FISRGEERE) - BAY) @ EHREE
B ~ JBmiEEC FB (L - & BigE - ghES)

5.2 FEEFEIEEERENEE

e 4 ATLUSH FEIERZET B8] b
ERAVEIE" RREAHR 0.266(*) - fELRET
SR e S R Ry A e e HAH BRI - AR
FEAWTFE R G E R > 255V
CilEREZ L% SUR RN b 3@ whs e i DL 3140
MR PEIRK - B TR R AT 5 R — ik
AV~ IEACG EESAFE - EB PRI
(AR E G HER S -

BRI SCHER4 Fisk (1987) i Pustz (1999 )
AURFFEEE3R T ok |, (EFEEnEk) =EF/DE
e B (7 PE A BB RS TR L[R2
{LHIZ - Tang (2020) JRfEHEIFZEEE /D
FENHAEEEZEZMPRE T UERAE
FIERF A AT BB (B (5 R T e/ NBE RS - T
BRI A DA R mE
FRINEF A - FEE s B E /N - BRNEEIBA
HTEE HAR) ~ 8 THI AR B E A
0 () JEEFNEREAVERE > WRETFHELZ
&R 5 (2) FHF iR EF G m =T
g~ BfEsh  (3) BEFVE) ~ 2 Em > gY
18 7] [ 5 BORR A HEE (HESTD) -

5.3 ACG #R BRI EERNEIE

T 4 TTLUSA ACG IR B BB E
FHVEIE Ry EEAHRH 0.544(*%) » ACG #EASH
el A R E R - S EEF VEN
AVE T EH i R AR E E TE
KEIEEE - o] LIE R E TSN A A E B
R SO MRS SRR T S HVBUE HE ACG
HADHBENEE L — - filgl - (1) PEEE
PRI H A FARRAR 7 S AE N B b iR tE
Bl ) EEEBADER - GRHEEE
o BB BRI R B E R A E
K (3) FHRHENENEEMERESINAD
TR RN (A SR M T EOEM
THEEL  (4) SEHAE) - &Kl > SRR
R PARTE SR ERE AT FRD ¢ (5)¥
8 BRME > MR RANEGT A RER
FHEEE - e E - OAH)  BHUHERZH
e PRAEY -

| SR | BER | S0% |
5.4 SHEFENEBFEEEEEE

fEE 4 ATLUSH “SHEEE)” B
ALEERAEIE" RREMHR 0.275(*%) - £
RAFEAE RGBS VFIN S HEE)
B A BN S A B AT A
H# ° McCracken(1986)a8 Ry B # AR E
AL/ AT R i R BCAE SR » (ERmnEDH
BENFHEE RSB O EAR  ONEE
FJRE BT R - IR BB R
FIEEE “RAFHYT HBE TR S LA A
BEREE S AERNEERAGRMFT “EH
£ B2 EMAEERES T E
CRAZSUEEE L -

EEAE BB TREERBER R
HENAGHRAEER S ABNEE R i
e ENSENAGEZEZRIEN Cosplay
FFE ) SRR BB A (L A AL BT 5

(EASITHEANER) > DIREEEAT
FYENE - [RIRH JEEER EROEAYRrA E Y
f& © Cosplay JUZALFT AR B L [E R ALAE
ERGHBIREE A - BB R T
FETHAAR SR ~ TR - AR A R
HIAS LIRS - BAEAREFE -

BFAIEIAGE - 8 2HEE > JOUEAl
EVEEIER S - JOULRRRHYELRAIER
o B HMGHE O E) - 2RI EAIFAE
B > W= KEREHIREE - R SR A EY E
1% ~ SEREATTHETIE B AR > MR R % K
SABHEREIER » TOU BT LB RE H B A L
e S -

[ L me o RZACiR
L El‘qg D mie ;;!gi #it | ISEMEES . |t mg
pact-} TSROV B -
e (nEEass —
WF kit % T

5. BB BEREIRE R R IBE
5.5 EEmmEEEERNEE

T 4 o] USRI i e an e B b
AR EAHRE 0.365(**) > fEE R AU
A R (R - B8 08K
ME > EEH AR - 2 REREmEIEE - KR
HEFEESNWEEZ — > flan: (Htg
Ry T HCHEAE) 2 HE I EiE HE A
ERABHT TFES () AEHAH - 81
g - W—EME - EEasRE > 555 B
Fetg > ERCARERE © (3) FRHFIEREHET THtE

IJDMD/Vol.14/No.1/2022 65



HAENem LA U LB RS BBV BT

fEfEs) B fEEmL L BN S ERER

IRE © (4) BEER T EEIIREE) - /28 mi

RS SRR SR E 1512 i an il B

J o EEh R R K E AR T

e H A HER SRS TR ] iR R
BRI TS HERE IR -

6 &how

I B ST B2 At A R B 52 TR EBR M
( Raymond Williams ) 7 fitr #Y & {E “ 3 (B~
(Culture)—E$£7 :

PR EEARAE (DA BAPN A
L H A - B o2 N kA £ 7 g
ARG S ALY R e HRT e
Foeng ik BmfaiEAe s (2)% 2 - BEA
(B3~ R A E) sk 2 352 54 (3)
T E - R B LRSS
- HEHAR - REETRT T kihiesr
& g (Williams, 1981) o

WEEFEG) - KETHHYE G S Y
e B R — (AR sG L g RS E
TR — - AWIRAES RS T - HAENS
P i A PR R 3 T (B B H AL
LRI - B/ DEE S N AEE (F
m B TR 2B BRI - (DHAE
BREER VFERZEIHAEZSE QEA
elE T E/VENEGIEAE T, B
FAEETRIFR G2 HASEIZE © (3)
e HAEEF VER] DL T BRE] H AR Ay
B8 NOC -~ SR ARTEEAEITRY N - (D
DT R AN TEIRY B8 SRR #Re (i H AR
AR TR - BSR4 - DURAERR
AHSUE TRV © O)F/ VRS
AU HAENE TR H A EAY S
AHETR - HASUEH SRR RZ ERE - It
B RGN IE T8 S AR AT E 2 A S
{LEFEM =IHfRRE -

DUE - Aptgeinlgi 0 A0S EEskEs - I
L MeCracken(1986) 3275 35 Bl AU A1)
FOFE I A8 S AT S LA A iR B i 57
TR BAMBTE T ACG A5 Al YR
[FISRE  PLRCHE 0 A8 S AR AT R
AEEE AW LAE 2 R BALE AT
FEAE T ABFETREEFR R 2 PSRRI SUERE &)
FERET ACG P& i THH I p DU 1 2E
R GE RO B R SR AT T AR AR oy
B (DERAVTT Ry (TP EEARRR) ~ ()R B 22 (K
JEAHRR > FILURHES) ~ 3)ACG #iAHE (P
HER) ~ (D2 BE N TEE(EREAHR > = LAR

66 International Journal of Digital Media Design

) ~ (5) & R and SR (P EEARRR) - B R
KAFREMTUERRES ) THEREARE
7Y H ER AR T U B Lo A Ry
BEAFET B L P S LS S R VB RE ] - &
B e R/ DR L E R H O
HEH AR 2 S EAVERE - N R H
ARG AT UERYIER - FAERGEREIFAE I
SRR E P TE ZE f o By S 4 E Y SR
% EtEE VERIRE AR AR BT
g o

2

ATIFCRT 100 R LEERRBEI
SRS - HARBERTHTVE
LA G ) R » B L
B GETEYRTE 109-2823-4933-0012) -

S5 3TRR

ETtoday#fH%E (2022) - BR@RRRIEREE
EiE2k... Bl H AHERNREN =4 -
2022 £ 5 H 28 H m H
https://game.ettoday.net/article/2191105 . htm#ix
zz7UXcVNpDA

ETtoday News Cloud (2022). The animation
business has unlimited output value of more
than 2 trillion... Taiwan has become the top
three in the number of Japanese animation
contracts. Retrieved May 28, 2022, from
https://game.ettoday.net/article/2191105 . htm#ix
zzJTUXcVNpDA  [In  Chinese, semantic
translation]

INEFEZ (2006) © EEAE HAH RS R E
12 > BIEBHY bR - B 8 E AT 2 A5k -
2006 5 ILERFRED ~ B EEEM T &R oLE

70-74 o

Hideyuki Komiya (2006). The development
process of manga publishing in Japan, compared
with Taiwan. Dialogue of the century of
animation and comic masters. Proceedings of
the 2006 Taipei International Animation and
Comic Industry Symposium, 70-74. [In Chinese,
semantic translation]

HTIEE (2022) - BREMEASTEE " 202268
HFNEAEE, (ERNEAN) EZERE
EE—EE - 2022F5H28H - LA
https://www.toy-people.com/?p=68320

Nikkan DenDen. (2022). European and
American netizens voted "the most anticipated
Japanese anime in 2022" and "Attack on Titan"
deservedly won the first place. Retrieved May
28, 2022, from
https://www.toy-people.com/?p=68320 [In
Chinese, semantic translation]



SCEE (2004) - HEERE2ELLRET | A
= (2003) - HL & : https://twinfo.ncl.edu.tw/
tiqry/hypage.cgi?’HYPAGE=search/merge pdf.h
pg&dtd_id=11&type=s&sysid=T0508065&jid=
00032182&vol=93110000&page=2%ES5%89%8
D%E8%A8%8017-19 » fZ HHA : 20224F4 A
104 -

Council for Cultural Affairs, Executive Yuan.
The Cultural Statistics of the Republic of China
in: Preface in 92th year (2003). Retrieved April
10, 2022, from https://twinfo.ncl.edu.tw/tiqry/
hypage.cgi?’HYPAGE=search/merge pdf.hpg&
dtd_id=11&type=s&sysid=T0508065&;jid=0003
2182&vol=93110000&page=2%E5%89%8D%E
8%A8%8017-19  [In  Chinese, semantic
translation]

MFEBER) (1995) - 1H&R (FEiE) - &
it - BEREEAE -

Light, D. & Keller, J. S. (1995). Sociology
(Abridged Edition) (Lin, Y. N. Trans.). Taipei:
Chuliu Book Co. [In Chinese, semantic
translation]

ZefHHE ~ EHEEEE (2009) o PEBSRIR; S8R
ABfPI 2 b5E « AHAE) ~ @b Rl - HE
FHORETERSNE SR (47D - BALAERS ~ #8E
PHE LA G CE T 0 7788 - &
b+ SCESHIRR -

Li, S.H. & Gu, J. H. (2009). Research on the
development of media technology and cultural
mediation: Taking Japanese animation and
comic culture as an example. Proceedings of
Symposium on  Digital Network, Media
Technology and Culture (pp. 77-88) Taipei:
Wenhe Publishing. [In Chinese, semantic
translation]

PHUE (2004) - SEiES 32 i A ] RE L
D - BERGEERAZE 0 60 1-24 ¢

Li, C.C. (2004). Suggestions to Slove the
Problems of Internet-Based Survey. The Journal
of Information Society,6,1-24. [In Chinese,
semantic translation]

RIRE (2008) - BEAREBE AR (1H
+ # ¢ ) o H{ B http://web.nchu.edu.tw/
pweb/users/ wtsay/lesson/11680.pdf o [F17 28
Rl AR - 2L -

Wu, S, H. (2008). 4 Study on the Reading Traits
for Comic Fans (Master’s thesis). National
Taiwan Normal University, Taipei, Taiwan. [In
Chinese, semantic translation]

SSRGS ~ PRIERGE) (2009) o EESUIE-EAR
HRE(AEE © v HMaEg) - FEIL
EFREA AL -

| sRfa=e | B | RS0 |

Hebdige, D. (2009). Subculture: The Meaning of
Style (Hu, J. F & Lu, D. F. Trans.) Beijing:
Beijing University Press. (Original work
published 1979) [In Chinese, semantic
translation]

FEER (1997) - BOEISHEDE - 30
55-59 -
Ma, A. P. (1997). A Preliminary Study on Youth

Subculture.  Chinese  Journal of  School
Health,30, 55-59. [In Chinese, semantic
translation]

sRFasE (2007) - BiEE A BRAEEEE e b
It - BMZEEEETT], 10(4), 141~162 -
Chang, Y. S. (2007). Research on the learning
map for animation talents. Curriculum &
Instruction Quarterly, 10(4), 141 ~ 162. [In
Chinese, semantic translation]

TRAASE ~ EEE - REDEGH  (2007) - B
EEACRELBIARE 210 jHEsL -
Wells, P. (2007). Basics Animation O01:
Scriptwriting (Chang, Y. S., Huang, J. R. &
Chang E.G. Trans.). Taipei: Xuying Culture. [In
Chinese, semantic translation]

SREEL (1987) - H/ERTEEEERSE - 510
i EREER -
Chang, C, X. (1987). Adolescent Identity and
Loss. Taipei: Tung Hua Book Co. [In Chinese,
semantic translation]

SRIEHE (2005) - REFVERGCUESETTE
R E - 202244 H 18H 0 HH
https://www.cyut.edu.tw/~rtchang/subculture.do
c

Chang D. C. (2005). Adolescent secondary
culture on campus crisis management, Retrieved
April 18, 2022, from https://www.cyut.edu.tw/
~rtchang/subculture.doc [In Chinese, semantic
translation]|

R #EEZEEE (2022) - A\OHEEEHLRE -
2022 &£ 3 H 12 H - H H
https://pop-proj.ndc.gov.tw/dataSearch6.aspx?ui
d=3109&pid=59

National ~ Development  Council  (2022).
Population Estimation Query System, Retrieved
March 12, 2022, from

https://pop-proj.ndc.gov.tw/dataSearch6.aspx?ui
d=3109&pid=59 [In  Chinese, semantic
translation]

MR (2008) - HAEREEENAEERE
U CKERE Y Rfl (BE Lm0 - K
g 2k -

Zeng J. J. (2008). The Narrative Construction of

IJDMD/Vol.14/No.1/2022 67



HAEem LA U LB ER BB D BT

the Japanese Super-Realism Animation — Take
"Naruto" as An Example (Master’s thesis).
Shih-Hsing University, Taipei, Taiwan. [In
Chinese, semantic translation]

BER (2016) - HAEE - BIEHSULIE
EETAE - 202235 12H » HLH :
https://www.epochtimes.com/b5/6/9/2/n144229
7.htm?cv=1?cv=1

Yang, M. Z. (2016). The cultural influence of
Japanese manga and animation is omnipresent.
Retrieved March 12, 2022, from
https://www.epochtimes.com/b5/6/9/2/n144229
7.htm?cv=1?cv=1 [In Chinese, semantic
translation]

EHEEE ~ BRACE (2010) - &) ~ @ pkA4 ERIAS
HWiEmlEEIT B8 — DI A 01E) - )& rEan
Bl - EEEEEET > 1102)  28-51 -

Huang, J. R. & Chen Y. Y. (2010). The
Influence of Consumer Lifestyle to the Buying
Behavior — the Case of Moe ACG Products.
Journal of Communications Management, 11(2),
28-51. [In Chinese, semantic translation]

EREr (1994) - H/ERERSEERET HZ
W5E - BrEIERRSE » 48 > 123-145 -

Su H. (1994). A Study on the Motivation and
Behavior of Teenagers in Reading Comics.
Mass Communication Research, 48, 123-145.
[In Chinese, semantic translation]

Carrier, D. (2000). The Aesthetics of Comics.
University Park: Pennsylvania State University
Press.

Clements, J. & McCarthy, H. (2001). The Anime
Encyclopedia: A Guide to Japanese Anime Since
1917. Berkeley, CA: Stone Bridge Press.

Fischer, C. S. (1995). The Subcultural Theory of
Urbanism: A Twentieth-Year Assessment.
American  Journal of Sociology, 101(3),
543-577. http://www.jstor.org/stable/2781994

Fiske, J. (1987). Television Culture. London:
Rutledge.

Fukunaga, N. (2006). Those Anime Students:
Foreign Language Literacy Development
Through Japanese Popular Culture. Journal of
Adolescent & Adult Literacy, 50. 206 - 222.
10.1598/JAAL.50.3.5.

Hogg, M. K. & Banister, E. N. (2000). The
Structure and Transfer of Cultural Meaning: A
Study of Young Consumers and Pop Music.
Advances in Consumer Research, 27, 19-23.

68 International Journal of Digital Media Design

Ito, M. (2003-4). Technologies of the
Childhood  Imagination: = Media  Mixes,
Hypersociality, and Recombinant Cultural Form.
Items and Issues, 4 (Winter): 31-34.

Iwabuchi, K. (2002). ‘Soft’ Nationalism and
Narcissism: Japanese Popular Culture Goes
Global. A4sian Studies Review, 26 (December):
447-469.

Jolliffee, J. (2011). Principal Component
Analysis. Springer: Berlin Heidelberg.

Laurent, G. & Kapferer, J.-N. (1985). Measuring
Consumer Involvement Profiles. Journal of
Marketing Research. 22.10.2307/3151549.

MacWilliams, M. W. (2008). Japanese Visual
Culture — Explorations in the World of Manga
and Anime. New York, NY: Taylor & Francis
Group.

Manes, K. (2005). Anime gives U.S. students
window on Japan. Retrieved April 26, 2005,
from http://www.yomiuri.co.jp/newse/
20050426wob3.htm

McCracken, G. C. (1986). Culture and
Consumption: A Theoretical Account of the
Structure and Movement of the Cultural
Meaning of Consumer Goods, Journal of
Consumer Research, 13,71-84.

McQuail, D. (1987). Mass Communication
Theory: An Introduction. Beverly Hill, CA:Sage,
2nd ed.

Munn, N. (1973). Symbolism in a Ritual
Context: Aspects of Symbolic Action, in
Handbook of Social and Cultural Anthropology,
ed. J. L. Honigmann, Chicago, IL: Rand
McNally, 579-612.

Nunnally, J. C. (1978). Psychometric theory.
United States, New York, NY: McGraw-Hill.

Napier, S. J. (2005) ANIME from Akira to
Howl's Moving Castle: Experiencing
Contemporary Japanese Animation. Macmillan:
Palgrave.

Parker, G. (2004). Learning Japanese, once
about resumes, is now about cool. The Wall
Street Journal, A1, A2.

Pustz, M. J. (1999). Comic Book Culture: Fan
Boys and True Believes. Mississippi: University

Press of Mississippi.

Rowley, 1. (2005). THE ANIME BIZ. The



Business Week, Asian Edition, 27, 20-25.

Sen, L., & Rong, Z. (2019). The influence of
Japanese anime on the values of adolescent. In
Proceedings of the 4th International Conference
on  Humanities  Science  and  Society
Development (ICHSSD 2019), 328, 272-274.

Taherdoost, H.; Sahibuddin, S.; Jalaliyoon, N.
(2014). Exploratory Factor Analysis: Concepts
and Theory. Advances in Pure and Applied
Mathematics, 27; 375-382.

Tambiah, S. J. (1977). The Cosmological and
Performative Significance of a Thai Cult of
Healing Through Mediation, Culture, Medicine,
and Psychiatry, 1,97-132.

RE=3

HASE (L
— AR
LoOMR 0% 0%

EHEBHE

| SRIGSE | SRR | ARSOE |
Tang, J. (2020). The Influence of Animation on
Japanese Course Selection for Teenagers. In
Proceedings of the 2nd International
Conference on Literature, Art and Human

Development (ICLAHD 2020), 497, 60-64.

Turner, T. (1969). Tchikrin, A Central Brazilian
Tribe and its Symbolic Language of Bodily
Adornment. Natural History, 78 (October),
50-59, 80.

Tylor, E. B. (1877). Primitive Culture. Vol. 1.
London: John Murray. 1871.

Van Gennep, A. (1960). The Rites of Passage,
London: Routledge and Kegan Paul.

Williams, R. (1981). Culture. London: Fontana.

Ffg - O Rl 010 52 20 5% 020 5%-24 5% 024 5L &

2.
3. FEHARE)SEEE -
4. FEREOAS@E)ERE

R T Ry

L. HEEIE YN EE
OFFEARERE OFRER O&#E

2. RIVERS RN T E R EENEE -

OIFEARE OARE OFE UEE

3. HvAERSIERE B G E E HEE A\
LOIEEARE OARE O

OIEEARE OARE OEFE

= EEE

L. kETEEhERE:

g OFE

B OEE
4. REH FFHEIEDS I FB HHE - 48 8
B OEE DIFEEE

B WRIFEFHLISIERE -

D2 L0 D2-5 5 O FME
Ol #(Fhn D2-4 B{FAD0 BiFEmDLE

A8 H RS T SR SO |

OIFHEFEE

OIFEFEE

OIFEEE

B

OIEEARE OARE OFE UEE DIFEEE

2. FoTH

GERFE BTG R ENE (R i

OIEEARE OARE OFE UEE DIFEEE
3. FEBEFAENSEon > BB R FI4F sl HE R (HET)

LIEEARE UARE O

B OFRE OIFEEE

IJDMD/Vol.14/No.1/2022 69



H B B IS LR B B VAR R,

Y - ACG #HER8 ¥ 2

1 PR H B TS - HASEAERR R A NS G R AR
OJFEAEE OfERE OF@E OFE OFEERRE

2. WAEEET B AT - GRDTEEE - BE - BiEAD B EEE RN AN BEER
OFrEAERE OAER OFE OFE OFERE

3. WG HP BRSNS B E RS AST TR -
OFrEAERE OAER OF&E O OFERE

4. WEEHEHSTN - LR NRIT S %M F S E A B
OIEFEAFERE OFERE OFE OFRE OFFEFERE

5. BB RA/NGTARRE RHRRENE - HAENENTHE A FHIRHI -
OFFEAERE OFAER OF&E O OFEERE

T~ SHENEE)

L HEFBEEAGEEIEE - WSS R ARIEER
OIEEAFERE OFERE OF@E OFRE OIFFEFERE

2. BNEERFEAAIERENSHIEERS - F—EME - LhssE - $065 - s > SEA%E
OFFEAERE OARER OF&E OFE OFERE

3. JE# COSPLAY JEH) » B rDEEhE ki H e Fan L TS B Ehe A
OFrEAERE OARER OFE OFE OFERE

\)iv

- SR U R
TR THCOHENREGHEHEEET LEES
OIEEAFERE OFERE OF@E OFRE OIFFEFERE

2. HEHAEeHEE R - —EME - thOsa - o5 - g |EAEE
PEEARERE OFEE OFa OEE OIFEFRE

3. PR EG T TS C g e ME M b WM S ERERIIRE
LPEEARERE OFEE OEa OEE OFERE

4. WRAER T HEIRESNS MMM AR - SRRSO E SR Il RERE

LPEEARERE OFEE UEa OEE OIFERE

- ok

£ UEEE

I HAEERR R 8 HA b2 3 -
IEEAFEE OFAEE D%FE DFRE DIERRE

2: HAENSEE T HRMAVRGIEANE S, EETAIFER &2 N AU AR E
IEEAFEE OAFEE D%FE DFEE DIERFRE

3. PERATNEI T LURZ B H ARG QAR - A0~ 5 - A ELEEAy A
LIEEAFEE OFAFEE D%FE DFEE DIEERE

70 International Journal of Digital Media Design



| SRtae | HEEEY | ROUE |

4. B RN EHY H RSS2SR - HREEE 0 A ANRTEIRIRE - A\ BLEBAYR I 4k
OIEEAEE OARE ODfFE URE UIEERE

5. PAEG I DUE M HAENE T N ASHEAT IS ~ 11 & 1T R - AASUEHSRHYRZ R
OIEEAEE OARE DfE URE UIEERE

IJDMD/Vol.14/No.1/2022 71



SEEUARSGETREE AGHFES

OGS G EEBESR

o 0 B4gs

E (IR EEEE )

Al O Hige s AgHH

O #&Eg5
th 44 gvg i =4 giyall {4 HEA
5 O# s )=! H
BT
g2 F
&K
WO
o] DRt ERE 2 RS ¢
H £
FFE(Eht
O F#E ek

AL
=54 %ﬁ E-MAIL ﬂ\ZE'A
F 1%
# H
o R E JEi H ESEAC (%)
S EE| O 7 H H & B s NEesES
gFeE| me  Ofms  EHE




RS

B A BBt Eg  gREAI T L

SIEGFEAER L " BRI & > e EEE 800 T -

bEs s CHI S R > MR B BIR R SAeas 225 (IIDMD) -

20 T GBI ARG B -

SRR AR T2 (IIDMD) TISEH (KFZRIUR - FEINICCTIEE NTD
5000 JT > & EJE%e NTD 2,000 T ) -

5. BB K B RG R T AH B SR 4 > M B AR E E B -

e

B SBEA RS REEEERNAT ¢
L EAER - HFEGHENTD 2,000 5T
2. EEEE S ¢ WS NTD 10,000 7T
3. BEEE  BAEGENTD 800 T

B R EEEERE TIIRE -

F % GEBBUEESEtEg

B 5E: 031001123058 (&IERIT/57317)
SRITUSE - 004

W OEEREZAGER - EEWIREEE E-mail Z2ERE © DIFIEREEE -
(5 * &ERHGE A EIRERD - ML ML - SR s B AGESEEIEE - i AREGEAE R
aTE T 2SR EMESH MZH )

SRR

o sk 64002 ARG NTHRERES 3 B 123 5f
BN EMBHRE | BfrEaesst &

(A H : 886-5-531-2169

Bgr(s5 0 dmd@dmd.org.tw  (FEEF A HFEE)

44 fk : http://www.dmd.org.tw/

4% AN EREFMER 886-933096652

FHREHEIIA - S e BB e T2 e E BITIRT -

EBRAREETES B


mailto:dmd@dmd.org.tw

(1JDMD BB ir st 2 1) STRRE

£ REEZEE
ELUAE ZEYIERsET Y
64002 EMFZ S THARER RS 3 B2 123 57 (ERIREE %)
Taiwan Association of Digital Media Design
123 University Road, Section 3, Douliou, Yunlin 64002, Taiwan, R.O.C

HE : +886-(0) 5-531-2169

e (HARIA ) - Name ( #£37)
Mt R -

AL -

ik S (AEECRES -
T -

2016 FETRIE H R(EF_H)

offfEET B BB £1$2400 ( 2HZE )
th 57 HoAth o FL$80 (=HH )

RlEPNANE G E 518600 (EEH )
th 57 HoAh o 820 (EHF)

o HEERUCCKEITET - T T

0245 B 1IDMD [P B A S AG R TEATH) F5E HiRER . Ryl o
OfffEEEASHT] > S5 I CERSHELE LIRS IIHIREL) 5 o
(RECI

SEERIT | EEIRT ST
P SR RE RYE 031001123058  GR{TUHE 1 004
VKT » SARSRTERCBLS R A VI (R (FEL95E ¢ 05-531-2234 -

(BB B R R )




International Journal of Digital Media Design

Author Guidelines

International Journal of Design

invites contributions of three types:
1. Original Articles

2. State-of-the-art Reviews

3. Design Case Studies

4. Art Work Papers

Preparing for submission

Submission of a manuscript implies that the
paper has been neither submitted to, nor
published in any other journal, in the same or
similar form, in English or in any other language.
Manuscripts previously published in a workshop,
symposium, or conference can be submitted for
consideration provided that the authors inform
the editorial office at the time of submission, and
that the manuscripts have undergone substantial
revision.

Double-blind Review

To facilitate the journal’s double-blind peer
review process, authors should make efforts to
ensure that information about the authors’
identities do not appear anywhere in the
manuscript. If an author is cited, “Author” and
year used in the bibliography and footnotes,
instead of author’s name, paper title, etc. The
author’s name should also be removed from the
document’s Properties, which in Microsoft Word
is found in the File menu.

Format

The preferred format is Portable Document
Format (.pdf), Microsoft Word documents
(.doc, .rtf) are also acceptable. Manuscript
should be created with minimum formatting.

Language

Manuscripts must be in English. Both
English and American spellings are acceptable.
Authors  fluent in another language are
encouraged to provide, in addition to the full
manuscript, a title page and an abstract in
another language.

Peer Review Process

All manuscripts submitted to International

Journal of Digital Media Design are
peer-reviewed according to the following
procedure:;

Initial review: The Editor-in-Chief evaluates
all manuscripts to determine if a manuscript is
appropriate for consideration by International
Journal of Digital Media Design. Manuscripts
that do not meet the minimum criteria are
returned to the authors within one week of
receipt. This is in the best interest of the authors
who could then decide to fix the problem or to
submit the manuscript to a more appropriate
venue, avoiding delay caused by a lengthy
review process that would nonetheless lead to
rejection.

Peer review: Manuscripts passing the initial
review are assigned to a Guest Editor, who
selects several referees based on their expertise
in the particular field. A manuscript is reviewed
by at least two referees under a double-blind
peer review process, where both the referees and
the authors are kept anonymous. Referees are
asked to evaluate the manuscript based on its
originality, soundness of methodology, impact to
design research, and relevance to design
practices. To facilitate timely publication,
referees are asked to complete their reviews
within one month. After collecting the referees’
reports, the Guest Editor makes a
recommendation on the acceptability of the
manuscript to the Editor-in-Chief.

Recommendation: Based on the referees’
comments and the Guest Editor’s
recommendation, the Editor-in-Chief makes a
final decision on the acceptability of the
manuscript, and communicates to the authors the
decisions, along with referees’ reports. The final
decision can be “accept as is”, “minor
revision”, “major revision”, or ‘“reject”. A
revised manuscript should be re-submitted
within six months of the decision. It will usually
be returned to the original referees for
evaluation.

Manuscript Submission

Authors are invited to submit their
manuscripts. For further information, please
contact dmd@dmd.org.tw
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IJDMD (International Journal of Digital Media Design)
International Journal of Digital Media Design, Vol. 14 No. 2 Call for papers

Papers will follow the principle of review right away after receiving. All papers
welcome.

I. JDMD is the international journal of the Tier 2 journal in the Arts by the Taiwan
Humanities Citation Index (THCI Core) Journals Evaluation of Ministry of Science
and Technology during 2018 to 2020. With Double-blind Review from globe
professionals, article is available for Chinese and English papers. Welcome all
papers in relation to digital media design from science, technology, theory and
culture, education and arts creation.

I1. Please let your department deliver this message to all your related department.
All the submission format information is available on the official website of
Taiwan Association of Digital Media Design (http://www.dmd.org.tw).

I11. Papers will follow the principle of review right away after receiving, and
charges NT$5000 for the publication fee after passing through double-blind
reviews.

IV. If you have the membership of Taiwan Association of Digital Media Design,
the NT$5000 publication fee is included member fee NT $2000 and publication fee
NT$3000.

V. Please make sure to fill all blanks in our membership application form, mail or
e-mail and the application form and payment receipt to our secretariat to set up
your personal file.
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