	論文中文摘要：
	過去許多研究著重於探討電子商務上的消費者行為，以及網路及行動銀行的用戶行為。相對而言，較少研究行動銀行上的信任，並且導入遊戲化體驗後的使用行為。本篇研究由過去文獻所指出，信任在線上金融服務是決定性的重要因素。本篇延伸信任之先行因子，將其分為平台系統機制為基礎以及機構制度為基礎，來探討銀行用戶在信任上傾向哪方面的因素。此外，本篇研究加入遊戲化及相關使用行為之研究，探討行動銀行若融入遊戲化元素上，是否能提升用戶使用線上金融服務意願，提升使用率，進而使金融機構端在線上方面得到獲利。研究方法為問卷調查法，以台灣用戶作為抽取樣本，我們收集了400 份有效問卷，再透過結構方程模型結構方程模型進行實證分析。結果顯示，線上資訊品質、結構性保證、情境常態性是重要的信任先行因素，線下服務品質則為不顯著。信任、遊戲化以及銀行名聲皆對於行為有顯著影響。本研究針對上述之結果，提出相關討論，以及學術和管理意涵上之建議。

	論文外文摘要：
	Recent years have seen growing importance and increased attention being given to research in digital banking. Several marketing strategies that bank institution attempt to attract more customer to use mobile banking. The main purpose of this research is try to examine how trust and gamification influence customers to adopt mobile banking service. Different from past researches mainly focus on trust in mobile banking, we further explore the impact of the user behavior when mobile banking has gamified design. In order to understand the impact, this study establishes framework include some variables such as online information quality, service quality, structural assurance, situational normality, trust, gamification, bank reputation and user behavior and examine the relationship between the hypothesis. We use SPSS and AMOS to test results of the variables and shows that trust is critical to customers when they adopt online financial services. The findings show that information quality, structural assurance and situational normality are influential on trust of mobile banking. Furthermore, the expected relationship between trust and gamification and behavior is supported.


