	論文中文摘要：
	近年來，遊戲化於學術與非學術的領域，皆引起大量的關注，而本篇試圖填補研究上的空缺，研究遊戲化機制於跨境電商務平台的效果以及與心理特質和社交互動的關係，進而探討參進互動行為之影響。本研究採取發放網路問卷，回收有效問卷852份，接著透過AMOS與SPSS，使用結構方程模型進行分析。研究結果顯示，遊戲化對人們的參進互動行為有顯著影響，而心理特質與社交互動作為中間變數有著顯著的相關性，其中社交型遊戲化的效果最強。針對上述研究結果，本研究提出相關的討論與建議，為後續提供研究的基礎。

	論文外文摘要：
	In recent years, gamification in both academic and non-academic fields has attracted a lot of attention, and this study attempts to fill gaps in research. Study the effects of gamification affordances on cross-border e-commerce platforms and the relationship with psychological traits and social interactions, and then explore the influence of engagement behaviors. In this study, online questionnaires were distributed, and 852 valid questionnaires were recovered. Then, through AMOS and SPSS, structural equation models were used for analysis. The results of the study show that gamification has a significant effect on people's engagement behavior, while psychological traits and social interaction play an important role in this model. Among three gamification affordances, social of gamification has the strongest effect. In response to the above research results, this study proposes relevant discussions and suggestions, provide a basis for future research.


