(Gifths, 19%)

(Entertainment) (Recreation)
(Rational Behavior)

(Brenner, 1990)



(Multicimensional) (Brown)

(Utility)
(Eadington, 19%)

1] 1

Passive Enjoy
Active Enjoy

“Gambling and Speculation: A Theory and a Future of Some
Human Decision” ~ Brenner with Brenner (1990)
13



(Blood Sport)

)
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4



with Brenner, 1990: 64-67)

)
(Consumer Theory)
(Qutcome)
(Risk) (Uncertainty)
(Probability)
100
100 133
10
290

1
(Utility is The ability of Goods or a Service to satisfy human want)

200

" (Brenner

(Utiity)L |

90

(Budget)

5



P

(The Expected
Utility Hypothesis) ~ VonNuemann ~ Morgenstern

1 The Expected Utility Hypathesis
VonNuemann  Morgenstem

(Risk) ,
(Expected Utility)
Von Nuemann ~ Morgenstem

( , 25460)
1)
A B A>B
A<B A=B
2
A>B B>c A>c
@ AB C A>B
A P C
(1-P) B P C
(1-P)
@
AB C
A>B>C C [ A



C (Zp) B
A C B ,
ps+(-p)r
Risk-averse  Risk-lover
21 Risk-averse
i
7
/<
U(iﬁ >ﬁ >U(Iz)
Uay
N —— S ——  INCOME
Risk-averse Concave 21
(Marginal Utility of Money)
2 1
12 11 1
(1)

(ExpectedUtility) . U(i)



2.2 Risk-lover
TU

>U(Iz)

Ud)

L INCOME
I, I I,

Risk-lover Convex
(Marginal - Utility of Money)
Risk-lover Risk-averse
12
I 2.2
(Expected Utility) (V)
(1)

2 Fun of Participation Hypothesis

(Expected Utility)
(The Utility of Playing Game)

2.2

14
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2.3
TU | .
| b
gl T
s 7~ 1D
A %”/
I N 7 e
2.3
(Diminishing Marginal  Utility of - Income)
T (CI>DI)

The Bxpected Uity Fhpogh e
Fun of  Participation

The Utilty of Playing

) ED
DI +DE
i (EI>CI)



16

3 Markowitz'sUtility Curve (Markowitz, 1952 151-158)
Markowitz 2

(Owing)

24
Convex Concave

24 Markowitz'sUtility Curve ahove Present Wealth

TU
e f WEALTH
0=PRESENT WEALTH
(Owing)
Concave Convex

25



i

25 Markowitz’s Utility Curve

TU,
(3)
2)
5 WEALTH
(1)
25 3
Markowitz
1 3 0
1 3 0
Markowitz 2
Present Wealth “Customary Wealth”
Customary Wealth Customary
Wealth
(Insurance)

Markowitz

Markowitz
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4. Kwang's Utility Curve (Kwang, 1965: 530-535)
Kwang
(Maximize Utility)

(Infinitely
Divisible) ,
2.6 Situation Involving Indivisibility of Expenditure
o
' : 3 INCOME
0 H Io Iy Iz
26
(Marginal - Utility)
, GF
X OH MGQ
Y X Y
MGF (Horizontal) GF  MGQ 26
10 12
G F
(Smooth) G F (Broken Curve)  GPDF

10U, 1GPI,



MGF

(GPDF)

2.1 Kwang

19

GPU

MGF ;
Y X, X
|, Y
Y
UDF GPU
12 X
DF
MGF
GF (Smooth)
21
2.7 Kwang's Utility Curve
INCOME
(Chord)



Kwang ',

“Fun of Participation”

Markowitz
Markowitz
Kwang
(Kink)  Kwang

Hypothesis Relation of Income
Fun of Participation 0 ,
Markowitz 0 ,

Kwang



* »

IwwfmuM_tti?»»' P

(Goffman,
1%7)
Giffiths (1995)  Kallick-Kaufman (1979)
(more Accessible)
(Demographic)
' (Walker, 1992)
(Downes, Davies, and

Stone, 1976; Frey, 1984 Volberg and Steadmen, 1992 Walker, 1992 Dickerson, Baron, and
O’ Connor, 1994: Dickerson, Walker, and Baron, 1994; Dickerson, 19%; Blaszozynski, 1997; Crisp,
2000)

(Drudgery)

(Downes, 1976)
(Catholics)
(Protestants) (Grichting, 1986; Kallick-
Kaufman, 1979)

(Grichting, 1986)



2

(Mok and Hraba, 1991,
Giffiths, 19%; Morgan, 1997)

(Lesieur, 1984; Delfabbro and Morgan

Research, 1997) (Abbott and Volberg, 19%;
Dickerson, 199%; Mark and Lesieur, 1992 Volberg and Steaciman, 1992) Griffiths
(1989)

(Decision Making)

(Grfiths, 1995)

(Skill

(Action)
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’ d (Chantal and Vallerand,
1996)

(Beliefin Luck and Fate)

(Grisp, 2000)
“Play with Chance’
] (Illusion)’

James Henslin ( Laduceur, 2002)
Ciaps

(High Number)
(Low Number)
Henslin

Slot Machine (Dickerson, 1989)

(O'Connor, Dickerson, and
Phillip, 19%)

Griffths (1995)
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(Intemet)

Slot Machine
(Normal
Gambling) 2(Pathological Gambling) (Burt, 19%) (Bergler,
1959) (Case

Study) ,

1 Psychoanalytic Theary ( )
1 (Sigman Freud)

(Psychiatry)

(Overholser, 1949)



2

(Psychoanalysis
Theary)

( ) C 1

() (Ego) (Superego)

(Infant State)

(Mental llinesses) (Emotional Disorder)
(Psychic Disturbance)
2
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2. Personality Theory ( )

3. Social Learning Theary ( { )
{ (Imitation)

(Derevensky, Gupta, and Derevensky, 1997; Dell, Rozicka and
Palisi, 1981; Cluster, 1982) (Role Model)
(Ladouceur, 19%4)

(Brown, 1989)



2

4. Psychodynamic Theory (Lesieur and Rosenthal, 1991)

Wildman (1997)
3
]
b5, Cognitive-Behavioral Theory
| (Leaning Theory) !
(Cognitive Processes) (Ladouceur, 1994)

(Reward System) (Sharp and Tarrier, 1993)6
6. Sociological Theary

(Non-Problem Gambling)
(Compulsive)
(Destructive) (Irrational) (Rosecrance, 1989)
(Stem, 1993)



2,000 . (Crete)4 1,800
1,000
(Hittites)5 2,000
4,000
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( , 2539:184)
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3)
3 (W
4 (Crete) (inoan)

5 (Hiltes)

(Un3

2360
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(.. 237

.. 2314

(.80

, 2546)

, 2540)
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Culture)

21

, 25%)

(Pop Culture)

(Ingram 1971,

O™,

(Lottery)

241

30

(Fok

U5
428
2543)

2,000



i

| 260
29 . 260
261
AT
LU
50 ,25%)

)

3l

1 . 2459
3(..231 8l
1
5
1- 10
. 2466
loti
( )

152/2924
.28
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.. 249
1
.. 24% - 24%
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2-4

110

10.00 .
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Table-Game

3,000

Slot Machine

34

Table-
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