L

2 (New Media)

3 (Network Society)

4, (Bridging and Bonding)

b, Ragnarok

6. Guild War

1
21

BJ. Fogg Persuasive Technology: Using Computer to Change What
We Think and Do
BJ. Fogg 3

2.11 ' (Computer as Tools)

50



Amazon.com

212 (Computer as Persuasive Media)

( The Sim City)



2.1.3 (Computer as Persuasive Social
Actors)

1990
2.2 (New Media)
Rogers
(new communication technologies) (new media)
(" any-to-many basis)w , (Everett Roger,
1994)
(NeW Media) (11 3] 11 n

(Information
network)



(Internet)

(Socially oriented) cMC
(Socioemotional)
(Face-to-Face  Communication)

CMC
Joseph B. Walther ( , 2543) Computer-
Mediated Communication ~ CMC (Computer
conferencing) (Electronic meil)
(Synchronous) (Asynchronous)
(Encode) (Text message) (Relayed)

CcMC
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CMC (Computer-Mediated Communication)
CMC
(Transient) CcMC (Widely distributed) CMC
(Multi-mocel) ~ CMC
(Manipulation of Content) (

2543)
(Alvin Toffler)
“ " (Power Shift) '
1 (Interactivity)
2 (Individualization)
20
Hiltz (1978) 3

" (Substitution) (Add-on) (Expansion)



1996)

il

Web Pages

4 (Morris,

(one-to-one  Asynchronous
Communication) (E-mail)

(Many-to-Many  Asynchronous
Communication) ~ Usenet, Electronic Bulletin Boards ~ Listserv

(Synchronous Communication) one-to-
one One-to-many ,
Internet Chat
(Asynchronous
Communication) Site
Many-to-one
One-to-one One-to-many Web

Site, Gopher  FTPssites

(Interactive)
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2.3 (Network Society)

Manuel Castell
(Computer - Mediate - Communicatio: CMC)

ARPANET

Dr. Everett M Roger

Alvin Toffler The Third wave

(Information
networks)

(internet)



(Computer - mediated communication)

Hoffman and Novak (1995)

Amy Harmon (1998)
(Passive)
(interactive)

24 ,
(Greenfield 1999)

13
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! (Bridging and Bonding)

Elie Wiesel
1

Gudykunst
Bridging Differences: Effective Intergroup Communication

14



( 2549)

2545)

" (Social Capital)

(Bonding) (Bridging)

Putnam (2000)

CPN (Civic Practice Network, Ed., 1998)

15
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..1990
v 1977 (Knack & Keefer, 1997)
(Calhoun, et al, 199
180-205)

L

2.

3

4, (Sense of Shared Identity)

Putnam

(moral resource)
Putnam

(Hard Social Capital)
(Soft  Social Capital)

(Van Emmerik, 2002)



Keefer, 1997)

11

12

13

14

17

(Knack &
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Putnam (2000)
(Bridging) (Bonding) (Bridging social capital)

(Bonding social capital)

(Bridging and Bonding)
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2.5 (Ragnarok)

MMORPG  (Massively Multi Player Online Role

Play Game) : Multiplayer
'Ragnarok' Myung-Jin Lee
RPG '
2 3
Midgard|
Midgard
Midgardt
Ymir

Ymir
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Ragnarok

L Client Ragnarok
www.raanarok.in.th

2. Ragnarok client
3. Password www.ragnarok.in.th
/ Email
4, 2
ATM
Ragnarok Online
ID Password
NOVICE

(AN MERCHAWT  MAGCAN  THEF ARCHR  ACOLYTE

KNIGHT BLACKSMITH -WIZARD -ASSASSIN -HUNTER PREST
CRUSADER ~ -ALCHEMST -SAGE -ROGUE ~ -BARDIDANCER -MONK


http://www.raanarok.in.th
http://www.ragnarok.in.th

» oreyf 17

ofjjvnoviw 21

Novice  class class class
Novice

Class 1

Novice 10 class 1
class 1

L Swordman ( )

2. Magician ( ) class Magician
3 Thief () class Thief
4, Archer ()

b Acolyte ()

Class Level 2

(Job Level) 40 Class2
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L Knight () Swordman

PecoPecoviw
2. Crusader () Swordman
Grand PecoPeco |
3. Blacksmith ( ) Merchant ~ Skill
Cia
4. Alchemist ( ) Merchant Skl Potion
b Wizard () Magician 4
6. Sage ( ) Magician 4
7. Assassin ( ) Thief Skill
8. Rogue ( ) Thief

9. Hunter () Archer 10



10.

11.

12

2.6

Bard&Dancer ( )
Priest ( ) Acolyte
supporter
Monk () Acolyte
Guild War
(Guild war) !

PVP Mode (Player Versus Player)

NPC1

NPC Emperium (

, NPC Kafra (

Non Player Character

23

Archer
!
(Guild) I'
!
(Guardian)
)
NPC
NPC
2



NPC  Emperium

Wiy

anydnunifiad 1

i

dngdnunifiad #2

MASTER ROOM

1
NPC
1. (Manager NPC)
NPC
NPC '
ltems
DEF  HP
' HP

Defense

NPC

DEF2

HP3



NPC

NPC
Kafra
NPC

2. NPC Kafra

Kafra

Warp4 (
Kafra”
3. NPC
NPC
Guild

NPC

NPC
Kafra
Kafra
11
)
Guild
Guild

25



4. NPC (Guardian NPC)

5. NPC Emperium

Magic Attack

PRONTERA

NPC

Profitera

NPC

o1 B~ w PO -

Creamhilt
Svahilt
Lazrigs
Squegle
Goyindle

Emperium

26



AL DE BARAN

GEFFEN

Al De Baran

Geffen

Payon

g1 B~ W D -

21

Noischvanstein
Hohenshweingaw
Nuirenbergk
Virchbruek
Lotenbruek

Arbor of Light

Garden of Heaven
Shadow of Buddha

Red of Palace

Bamboo Forest Hermitage

Lefrion
Youlvriger
Yisnelf

Berggel

Mericesdets



2.1
Guild War Cyber Space

(Persuasive Technology)

(New Media)

(Network Society)

(Bridging and Bonding)

o .
anvne / AaLtiaN

Real World

Ragnarok World

Guild War
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