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The Motivations and Practices of Taiwanese Game Modders
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Abstract

The purpose of this paper is to explore the meanings of modding from the perspectives
of game modders. There are three analytical categories used in the research:1. modders’
personal motivations and pleasure-seeking needs, 2. their relations to other players in
the game communities and, 3. their relations to the game industry. Results of qualitative
interviews indicate that, modders make mods to gain pleasures, to construct and maintain
social relations and to get money and knowledge. Game community is the site where
modders can express themselves, gain the sense of accomplishments and share collective
knowledge. Despite there is possible copyright violation by game modders, the game
industry still works to accommodate with the modding culture in order to further commodify

gameplay and maximize profits.
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M HA B A —E S AL A AR 2 R RS P SR BRI A FE R B 5 » BB
WA A E A BLA R A TR SO W iR - (ER T T2 B S (participatory
media culture) HYBLEE (Jenkins, 2006b) o (EZRELHEA N SCAL AR » B (6 A & AN A
fith B GE SO B A NS > TR AL — DRI H BT K > I AR ~ 5
M5 - BIATLIBR A R E S AR EEA - (R E R NRSOMESE « I - B
NEFAEEMRNAELES - PR TRTERN TEERE# 1 (prosumer, producer-
consumer) (Herman, Coombe & Kaye, 2006; Lister, Dovey & Giddings, 2003 ) o Ei{gf
AT AL - BOZEE A ES HRs (8 A0 DA @ S B A B AU B /5 20 ~ 1AL

(modularize) 5 » HANEEA G WS ~ BB HEMH (Manovich, 2000) ° #EHGHH
BARHL AR B RE & » .2 i@ 1 BE RS B it BE LB rh 2 S B N2« B R
0 TEODIEEL Y T8 IS RH R FE e » 1) A B o B R 3 SR AR A 1T 502 8,
Kt B T RS Rl WA RS B R R S » IWILE 2 IR GG B
THUCERL - FEEERBAET ~ AW ~ BEREIEMAEE - 58 T l{F& ) (player-
authorship) (Poremba, 2003 ) 1T [FIFEELI8E B - 111158 LL 22 Bl A= 7 B8k B ISk A 4
AT ES AR ES TALAH)  (modding) ' e

RIS A B v B A () P B ) B PR re B A8 » RIS s i O A 5 IR 2 2
i > HFR B E 2 N T8 o teot » siERA SR S Dk Mk i & s i H 2%
VERTEERE » B2 A Al ReMUEREk A R E IARE o SR 1T R (AR AL 2 OB B BT R A% &
FeAH 2 HENBE AT 2 BEAH ST BT A B A SeA TERRAY TR 28 7 B S RE B BT R M5 Rk
TR H B 2 H BIER A ERE HE B iR sk - BEARRRH C RS R R el (b
HER B — IR - SRS FC Al (e SO EEER DU AK ~ AR B SRR - ST

1 [Moddingl —F 2R XHImodificationT® » B8 [ (ZDH) TR ~ BN -
M7 Tmodding ] FIIE K7 Tmodders]  HEMIR TR ERVENEER 18
7 Imods) - BIRBEEERAIXBEEEN » RHBEHENEUZEL VG
Imodding] i#7%S MM&E#E1 - TLLEZEBRYRZ @ it MBS  (game modding) #
SH—EFEEE ME4HE1 (module) BEEZTEAE » REESESEBENEEDNAE
AR - AN PIRIBEEHEIRVERE - 18 [modders) 18743 M&ERITER ) % MEHE(F
I
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B LA T S —ER 3 o S0 H AT itk — B SRERGT AU SR A S R4 » IR A
EEAH P2 — B EREHR ML — R FERR T - EHEEE DU R AU RE BB ~ KSR RIE T
AR ST -

A~ SRR R AT

BEEIASEAHZ FE DU 0E 15K AT (808 70 B 52 2 M BE g By - Sl D R B Uik B
RS ~ 2HEECRINREZUEA - GG SRR EH) » WM S o SRR
7 0E 185 B B A 2 8L 0.2 — © Herman % A\ (2006, p.194) {HE{EH » TEBALE
Ekrh /A8 DURR A RS R i A AR R/ 2 B  0 — ~ FIALEBP e i &
IRLEBFSR ARG T A G~ PR EZER) 5 = ~ i H MR R e & B B B
BEERE s =~ RIS 2 & e HERYMEEaRaT 5% (engines) BRJEAAHE (source
code) B S —MEHTEEEL 5 DY ~ $23%EEEK (meta-gaming) © BIAITERRE SRR HRE A R
FENT BHL TR ~ SRR RIS A B R 5

H e AL AR 7 MoMHEEC ~ Tifk) ~ THaszy #0
MHERAE )~ THhifEl) <5 o (HEEPLLZEFFRIERIAR R - 38 S i i AT Re R IR A
HEE - BIERIA TS A0 sH DL T #iR 2 - 20 R 2 /8 &
DIReEEFHGIRATT

2o+ WL RS BLIhHE

e FEV)REER A
N~ i NINTEBE CRVETN - HIDREAERES - REREREE5E S
(add-ons » plug-ins) Blan - LESPRINBEB[ET) ~ 18D » FMBEES - RELAEZYH > =

EEEEIRRE o EENES
FZEEXAERZ (skins) UM RAYN REASEMAVES -
#RHE ~ T (patches) (EFIEINARAVEASR » AR IE T I BIRYIDRE
#uE (map) ERERFPNERSS - IEBEEPTRFZ ERESS (map

editor) FTAY - EHREE S LANISTERVLEES B EEC - TRITRERET
FHE ~ 15 - BERD -

B EAIT 26 (2014) 1-30



BEEEIRAVIIRESR 5

23 AIETN (bot) BB ATEENEFINEE » JEEAEFNER TEENRFIEES
& BT EA R AR -
ESIETERY FIFRIEES | ZENRIRE - BEFAVIEE - HIAIASE NS BRIEEE SR
(total conversion) HARR THRFIEEES -

BF ISR A R SR ACA SIS A B ) S RIE R Al SE BRBIE » L £ 19804
RENE Bra 1T B SR > 219904 1% » BRI @ M B TROE B (Egenfeldt-
Nielsen, Smith & Tosca, 2008) ° fEE IFHAHFE X2 A PR B1THH S » (HFEZERAHE
WRALAT - BESRA FIER M THHER L E - BTN EPEiEEEFi R CiEsks %) Bot
ISR (VBT ~ BE<F) IR0 - BRGNS » BAE ISk T3
%% 1T B i el e 7 55

B RS AR R BB R AR - GR35 DU 2 VR I i ek e 50s
BT ANSIEIETSGE TR o SRR % % F] st R P ALt A 5K 75 2 DAE
K| > FELRH 2 Rl F BBk N R EE B AP S E S (Kiicklich, 2005; Moshirnia & Walker,
2007) o JLH BB EAIBH SR ARG - RS EEE E - A REA 5125
TSR ] B A AT A o HLrh A B 5] - SE S BN G RISk (R 2 )

(Quake) ~ (EAPERFZ) (Half-Life) B (%277 (Counter-Strike) 55— ZKil#
BREIRBRE o CHEPERGZ2) RARIE (EHZ88) HIIFAGIEFTaatey - m (REEET)
SORRE CHAIRIGZ22) FrBHE B8 o 18 W {1 F A e 5 i B S 1) 302 15k SR BT W02 185 2 ]
ELEEREE HOR S #O0 - EL 2 8 4 g 22 08 3 T (Barret, 2005; Kiicklich,
2005) © ¥t CEABERSZ2) HyValve ARIM S » BAHAE A EE » = n] LUESHHIA]
RRGEEBIATRERIREIR] o 15 MEA PR A BRI R M B - (HE R L B
W —H#0y » ARFE RS — BB SR ~ BCA BB 755K -

28 ~ BEHIIGHS « Draktatie ~ Seront i Bl jAE S

TS A e £ 2 H AU AE S G BRIk e o B (E R AH B B B LB B R B 28
{EE - RLPREUVE A LGRS o ARIBREEHIRE ARG - N REEaR B
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BLOME I LR MR BB A2 BLAE SR (Miller, 2004) - #5LE » LR {ERY+EREEL &
fefit TR AR - MR FB 1 TEIRYIERE - (HIL— IR E M2 n] e 2 ENRY © I FCE
T B SIE  PROR 22 ) AN R P i R SRR 5 - 1T A e 7 217 PR T8 SR AR
MEPRHERELHLITENE (S ) RIRERGARRE (758> 1999) - ¥ifteE
FEEE TS - AR AR (0 & aBREE A - DZH BIRAS K5 - Wt e (0 A & 2t
TR BRI ARRE > LUSARIR IR BRI v A ~ 55 ~ WY [a] e B 7 38y o PLRH 2 AT B
(LBERREE LR > R ACHRFO LR ~ UK Bl SEE 2 /T B P EY) - REZ S L
W) —IHE I » HERNER G M2 2P E EEC L8 - B RN
AT 7R B B SEAS R YR o TEAIKow B Nardi (2010, p.39) FFE » TAIERER
BB ESCEMEE T ER S I B iE L T2 Rt B EL i (2 5 22 P BB R A e
BRG] o RILLL MBS0 SR B ET SR E ~ L S 7 26 55 Bl FRAH A 1) LGS ' — [

— ~ FRJER AL 5E « SR B

ATEHA NELK > A=K R (play)  © BEE A SEE S8k > 8
FRATEE Bt — 2t B R LR A R e BT EE (game)  (Caillois, 1959/2006) © #i
HINE e SR B0 - S0I0R A IARER I T X1 THYRAT (Juul, 2005; Salen & Zimmerman,
2004 ) ° BI0EESE (RS HEEE) g RS C B St gusybohee - (HE xR
Mg » A B3 20 H B2 = K i ek o

A BB R BRI AN > 25 Bt 5E AR A8 Bl ik hs SRR i (5 R o
B4 » Yee (2006b) BFFEH$EHT » KA ESGEITHR FFERIBIEAE =88 » 55 —H
B TG » S HPEE TRNEEMEARE IR ED ~ B ~ PRt A K215 o
B THAL) o B TR ~ WERFEMR ~ 1B RGR: ~ BIRG RS - B=H0 NR
FER] (immersion) ° BETEER ~ AEWE ~ S8 ~ FE ~ AW ESE © Moshirnia
MWalker (2007) WREEERIBIE D H=2H  (—) MWl « EEE L8 ~ BPER
BIE ~ & A8 ~ BRSYURE (immersion) LUK RMES P BRI . (Z) &
¥ WAL ~ WRRTEIRER RN ~ BRI 5 (=) WEEOREUE - AR B EEL R
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FTREE ~ (B¢ ~ BRRE ~ BEERIES: o dR B (2011) BEPFRAHBHHGR SRR - 028k e
R R PURE « PERIPENRIE ~ #1 AR ~ BRI e B R B T 162 o
e LA L > Buak i) £ SRS < — Ry 0e SRR L 1R 22K - i iRdze 1 I Blsie S
HIPTZZFRY H B HRR © Kerr (2006) fi5 HEF Sk H HE D SO MR 7> 7 AR5,
FEZCRERAY » 4 » RAUER 378X (Massively multiplayer online game ° f&fiMMOG )
P8R 1= B IR PR ~ 22 MR ~ BIRGERIHACTE - RSREF A R TR R W+
AR S 13 I LR o SRTITEE SRR BUE B AR 2 M - BB IR S AN — € (2K B 8 Tl SIS
HIl  Marshall (2002) FRF5 » BeSIAR RIS AT DA B ok fERIAT B 8T 30 R Y - TR ot
NS » B4 IE AR EE ST EEEIR A - T 1E i S B e A AR I ey 75 2 RS
IR 48R -
KT » & Dok ER AR T F38 ST ~ A F e BOR I - that s TIESE ~ fa
& 1 175% (Consalvo, 2007) ° ZREREFATRARIIEK LB B ~ A3ZH KA T7 A
TR BB o VRS T EIR M > & WAy 7N E o R G SE H aiadieg H Ak
i pn R B TR 5 LURF RIS HT SR R AURE T] 5 SR bR — Sl SR - FEBR TR
SE1 s DU AsE SRS &t P b » SEBeS ] LB SR ERIRA K - ANTRIERRURERTAEE
18 SEER AT ER BT AR AN LUK E /T OB AT - PRE TGRS 5 A Ak e Y TIE R |
(preferred reading) * BEHTEF [EEEACERAEELARI T HE (Consalvo, 2007) ©
MRiEE (2011 > H23) hag s s m @A - IR R IR EA R —p& 1) T R
TESE > 12 L BYFRPEE A LR BB RALRITT RS o VERREROL 1R B e fan e
J& ~ B - LU E PR o
BUR A BRI E PRV GG BT A 2 IRAE R A S B A B - J&w] Bl R Y582 18N
2~ W R S AIE R Y BCT B IR RN Al S B S ey T ORI
(textual poaching) ° [AEIH) —Fd/Zde Certeau (1984) HKIEAULIHESE
(BEEEN) SIPLA SCAETT SR LA » (€M AILE TR SCA « B0 » LA
AR AR B IEAR - BATAIE/NGR » SCABIRE TR ER @i g & - i
PRI E S 188 ~ G FBER A ER - T 5 G SRR ~ #1080 ~ g a5
(Jenkins, 1988) © De Certeau (1984, p.174-175) TAIEEHER @R T » TEEE
FRAT > At 2B a2 fth N 3 SRl A R I T B T A AN B A (P e - i
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BRI ERECEM L o BERG—E B0 THENHEOR - 2SR DT Bl F16
Bl e

FRREATE I —% > £ XA BIE B H B8R o mE st AR s » bR %
MBSO 2 > GBIk [ o Raessens (2005) {HEEMEGEEA) T8 ) EIE
T#H (interpretation) ~ HEfH (reconfiguration) FI%H#E (construction) —{E[HE M °
DURAMETR ZEREEE BRI FTH% ~ RIBANETEETE > R ER RSO HI] > SRS SR
PREATE) o 1#E LGB R AY) ~ VI SCEEISUPERIES - DuaR Al R AN RIS
B2 - ARG DIAE — SR AR (BREE) - BB R th A IE R Fh AN St
B o fERaessens 73 M AT » B EAIBERE ML Z B « 3EE AP S TERFIR B 5L
FRARCHY ZE R FP 2gtk o BEBCCR B S ERRENTE - el SR AN AR > B (a0
RAHWGEE) HEAAR - SRRSO » BT DigdiR TR0 AZEmE > BT
SUANIR] TR GO ) SORBTHYIEE ) - B TSORIEAR ) ARARIATSE (Jenkins » 1988)
fat o SCRBIRSREE REE AR RER 1 > AT {88 th M F2 0 = il A s SCAS ok S 48
RS » KRS TR RN B - ¥15 2 > ORI RIS NG ¥ - Sl
BlE T ERERMER K -

B2 L (hacker » B(3% M%) ) tWRIPEEBIIKAIFR MR EZERE - —
RSB PGB E HOARIRE AR ~ BEth N BRI - RMEENRIGE
IR R EAEREERS T > BREINTRRE TR T EE RSB T B LR Bl
All#7) (Haddon, 1988 » 5| HColeman & Dyer-Withford, 2007, p.936) ° EZ& GG
&y TREEAEN/ &) ~ TEHRERANS EH A BRI (Levy, 1984)
DUk TEMEELE - Ao (B fE B i S B BL RAE ARG 0 (Himanen, 2001 / %
BEE 0 2002) o HILATRD - BRE SCIsmEry 2 H i ~ A RRRYBIE LR S 7
& o MG SR B R AIEZ & S A E AR 1R - A TR kN 2 SRS TR Am AE
PRIMERIRE FI ] 38 B A T R REE B T RIAEY) IR0 b R i35 5% % S
b iR A CEyFRESE SO - W B EAa I AEBLEHARE A - brEkth
RS FHE SRR EREM > MIEEBRYIE (Coleman & Dyer-Withford, 2007) ©

frer AE » Ba RSt /A )7 A B R A A8 I8 T 3% AR HI BB 2 Hp > 53
i TUEsR ) B TSORERAR) 0730 (EEEELE SR A5t » B T Rede (iR -
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B~ HREBERN - EEEA RIS o MBS LA thth O3k i858
ZH e EISERETRIN S o S ~ BT EOR TR E R RV ESR M » i HLLAR i /5
2B A 5> ZAIVERR - i AR HHE B - ELLalR P B T R RURR I

e =
B e

T NBEBABR ~ wE A HERS B

bR gy Nk M B L BT SRIZ R BB R » BI40 > #5 ARDUH RIS, - Bk it s
HOIES OISR A o BB ABRBRGRE ANEIRIIEZ - A SRR NI - 15 gt —LeHl]
SRR > EEAERALAE o BEEERE Al S M RE @ SR AR LB P B s AT
AR R » B AR (in-game community ) > F#GED NE BUEBTRIZA
H N ~ K NHHRAIM R ~ A& FHER 5 55 —JER TR 2 St BUR AT R
RHECBR RS > 38 B n] AR R AR S22 TRIANET Gl - s B S 22 [RIAN A 22 ~ AU
5o BRFEARE o BEER PR AR BLEEER A+ At nT REAH AL - AN - ESEAE R K
R LB E AL RIVERRI Bk - T GECE HH A Aot - s e H AT bl L —iEE
RS o WEBALAE ] TR AL ACHERE Bl SCIR R - LU SR BB B AIRR R 2R » 38 W I
DIREFRETET IR A REM (E S0 IS B S Ro 2 -

B SERR_EBEERE Taylor (2006) f5 i - FSHEEGEEERE A S LA AE AL - IR
DU AR AL ARG LB - ARBTRILE R 1A 3% - ARBEEGFE AL -
T DL AL AR TR - ANF G 2 T oA RISz - TGRS Tk 20k A T
o EFE A ET - O hEATGETR - REA G AT T © i
A = (E B AR AR FHBR R 25k « B ~ (BEAIE(E - TR RIR
et ] NI E RN - INERWINS » Hugk s 2 iy 2 el 5 O A e r
PR HE 1A RAT B i & - ER AL G IFA he B AR iEEkh - iR LR
WA S LSRR > T RE S R MER DO B AR5 o MifERR LA RE (A daimid)
s SEEIAY E TR R BRI IR B R - B A b R 2 BB ST B > B
JENHIE N IEAEEL TS IAE —55 » SZETIIABR -

s~ B R R > IR 90 - WILEHE % b B
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S B BRR A AR s - (i FRNR S sk AFERIBEE > thiRI s T
A ABEBRAR o Williams % A (2006) BNLL TEEERHES ) g ersimskm o) » #1
EEANIGR L EErhiy g () BA S0 EE R scf8i&n hae o K
Steinkuehler [l Williams (2006) 3855 » #& LB ATEE /A TAFEL SR g 2 EER (It IR 1E
AHACH) TE =72/ -

3% BN A B T 2 B L IR ) B AR ANEm S AR . ~ R ~ A
Ao B EREEHEE AR o MIRALE L EI IR - AR ERE A ESR - v
HEE LR BEZ TARR A A& o f7a Bll > (R B BRI AT Y ~ 1T A
B H &) > I HAE SRS N E (S (R S TR B SRE R » SEHCE SR AT » 2
BEERIH A B R AR RS A A0 -

Consalvo (2007, p.4) {EHAMAKICALE AN - BRliEE AE R T
(R fF AT SR FE AR R B - DA PR - #0522 » B E ARG HEE T
1 (currency)  iEIFKEAES > nTHKE S B C B A RIFRER - (HEHEEE
If ~ SERREBERERIYETRPE ] o A EConsalvor B 5 BLE At HLos 1 » ErFEZie -
BUR MBS AR o SB28E AR A AE & 2 B AL > AN R BB s B - thal %
FE ~ 0k e e SE AR S R RIERE LS o F R R o

(S I VE R AR AR B AL AR B R RS - SfERER S A E A Bhi » (BRI —
TEREFIRERE A o o0 P VF SRR IS 28 o] ARt 588 (5 50 0 > BRI A EBE A - (H—
77 T RE BB AL S A A - (HETR AR A e - IR N B LG - R
Egenfeldt-Nielsen ¢ A (2008, p.155) Fro| HEU—IEE R H » 41%IBTR#8 H Bl
B R AR T ERRIMEEPK (BUFARIIER ) 1R EAE o KL - %5 & FEtE
FEATEURA EEE » B FR A R AT SR A2 ST BN T SNBSS E g 8 7 1
AHEC IR S ATAT ek Ffe o A 1o FH RS B O M B 0 2

=~ kA S B

BEFG I P I T B LA ER DR - B S e h i s At o B
(L E R — M - HNF RGBS GEEESE) HpE - iR A
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B EEAS 77 U2 BRI SEF A A€ o FRIM » ARTAR L » Brar s B i RSN 14 o H B itz
BRI L8 T X2 ARAL - AR EEA S HIERRE - (8IS o) Bl i s S BA (R
ANFE RS o

MESRDUEFIEL (gameplay) HUASE R=oREEHN ~ (ER55E) LI IR » 2R M
SRR R B AT EEE NP » thE AT THRESE R AA LT T
B DOIRAEAACE 2 WM b > Hesbe sk B 25 Bh i) S aR 58 IR - pi RS

ME45E)558) 1 (labor of fun) (Yee, 2006a) o A I#ER S5 B LAY IR B REIRAE

BB BT B BIVERY IR AR b > JCH R EE IS b R Bl A3 A R IR SO 75 mT i S Y
il > LA T Kucklich (2005) [HAYEE(E TEraR25 1.0 8¢ M3t T1  (player-labour,
playbour) ° Nieborg lvan der Graaf (2008) U1 EEkS Bl Valve B3l » EiRH 7S
FERIMUIEAH TR RIS QS © (—) FEBHBCEE | S B AHRRE U0 - 1A BARYHR
BEbHSE LR 5 (=) QFEE > HEEHE : (=) BEERHIT R RER R & A
B o 2ELHIEENE 5 (IY) {Eamul b HIFERERH RE (7 5 88— S0 0y B Bk A8 (-
MmHRe TRES ) 1 BRkEh » 3% Rt IRER LIRS | T3 2 188 D 2 AR R R H B ok
AT Mzt 15 ARLAHGASE » BURH DLT- RS hE BT R AEE A 71 i B IR -

SRIMBTIRKIM S > BER A RS HAOERA S - (BEBUTHRER T » EEA FIKE
B ORE 0 CIEBNG 1 58) RIFTEHE o ARARSHERER 1028k | S B IEHH » 1
A EEARRE BN R E U © 312 0150 R (o & SERE IR Hh BDBA SRR
— B L R G T GE ISP B SR T BAH S A - BIREDRF IR MERR E Ik S IR A
AREREREEITR o K AGmERHI R M RS 16 %D - BB R A
HEXPZ I (Kiicklich, 2005) » thAREH & RAHESEEEIES - (EEZ T » A0
7E AR IR R B AR AR BT R 4R T8 2€ © Postigo (2008) {HEEEBAEIATHIZE (FREMLE
o BAHBT R BB AR SR ERY SRS PE A Rt A BRI - g Rl 5
KRB BANRRHAE) ] -

AN i {52 RRE T REL 3 | 468 %) 1 22 1 T2 1)) #6305 18K 2 W) B Be )[BT A 1 P4 1T %€ > Unger

(2012) EMEH - #MERRE EAERIERORRE » B iESE %8172 Mk th A al g

PEHIRA B SCAL - ERELUER 7y BRI B fF /7 =CHE T o BLIR RIFE A BB AH B ok
NBUR % » HEF L AH DUERRAITERY 77 AEMd g BT - SELGEITERELBGEHE -
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AH B AT S IEE ISR Do JE GRS > 3t B R B 5 3R B R BU R A1 B o IRIELAITTR] Sotamaa
(2007) FTafs » BEEkE BB FRWBA R H 2 fa R B ERERIBRAGR - SUEERICE T B 17
BEIME o AR B4 W8 ik (commodified play) FUFAR > HLERFLIEEL FIIRA
(R ha g 15 ST AN E s - 1A BT SR L R & - TSR AR 2K - BraR m]
LA TT » BB IR Z2 ] o (HAER R ARERRY f LRI T LAGR - SIS S 50T B
A BIRST - B REERAIARE )] -
LLESCRREAISY (IR E ) WURRAHDTS B AL B E RS B TERI BT R » AN —EhEE 2
3 P IR R A AR B R B LS MERRAS BRI 0% © 0T - (EBFBIEAURIAR b > SEBI8 (L
7 57 S () B LR (I R B ol A TR R s ISR Y - R s e SR 1 ~ OPHERET ~ B
RN R M ERR B > CHR U AEINERGEEGE (REM - 2012) - B2 L
AEIEESRE (BRRHERERIT) - SERREPRE (BLAR o ANIRF B 218k ) 1Yy
HhlEl iR A > (ER T RSB B SGEE - BIA AR B AR E A Edivalve 22 7]
WHEHH TR A SR > ANK T REE BRI 2CAG  F2 - B PR ek o B bl -
{32 Brox i STV S SIS ~ HEWERATRIGN - & BRI AP B E
(Lin & Sun, 2011) ° 3826 R BH BB R AT REE RIS BT 5 I # 28
PRMBT AL HF A Sl 217 00 5 20 > T REEr RIS LT ANE] > RS 0 BT T30 5K
AR LR SE -

R

\

i~ pSERE LT
— ~ WHFERE

ASCE BRI FEH BILER D) B RRE BT SR P e 1 5 sRAS Y 2 BT e » LURGE st
B AR B AR A B A /T RS A A RAE o R UARIR LB R RTREES - DAL=
MG AL ¢ B R ~ R A BB SR AE SRR 0% - fe B LA T =+
ZHIRF TR -
(—) BB ERRHA BB USSR B Uk S s ] 2
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