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Parasocial Interaction, Loyalty Behavior and 
Self-Identity of Band Fans on Taiwan Independent Bands’ Facebook 

Fan Pages 
 

Abstract 
 

This study uses parasocial interaction perspective to observe the loyalty behavior 
and self-identity of band fans on Taiwan independent bands’ Facebook fan pages.  

This study conducts a web survey to collect data. In total, 713 questionnaires are 
successfully collected. Results show that bands’ physical, social and task attraction, 
and band fans’ social motivation, loneliness, viewing time, educational level and 
band-playing experience all have significant effects on parasocial interaction. 
Parasocial interaction also has positive effects on band fans’ loyalty behavior, which 
partially predict the self-identify of band fans, including fans’ behavioral, perceptual, 
and personal identity. Results underscore bands’ social attraction and fans’ social 
motivation as the two most important predictors to fans’ parasocial interaction. This 
may be due to the interactive and social features of the social media platform. 
Moreover, parasocial interaction predicts fans’ loyalty behavior and their subsequent 
collective and personal identity. Results have marketing implications for bands’ 
management. Bands should strengthen interactions with fans through their social 
media platforms and enhance own attraction in order to increase fans’ parasocial 
interaction and their following loyalty behavior and identification. 

 
Keywords: Facebook fan page, independent band, loyalty behavior, parasocial 
interaction, self-identity 
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Narrative elements of the transmedia adaptations of documentary 
into newsgames: The case of international contest winners 

 

Abstract 
 

News games are primarily dedicated to the advocacy of social issues and help the 
audience understand the principal idea of an event through interaction. News games 
report documentary material as game script and reference empirical information to 
arrange the plot, action, and decision-making effect. Narration in news games extracts 
documentary elements and converts them into story nodes, generalizing the evidence 
and empirical models and emphasizing the plot. Narrative text and game 
intermediality are employed to achieve consistency in the world of the story, 
complementing information drilled in the story and extending the story network. 
News games integrate elements such as news aesthetics and use “role reversal” to 
guide the audience to experience the predicaments of the people in the story and to 
elicit feelings of empathy and compassion in the audience, who will then contemplate 
the possible actions they can take. 
 
Keywords: Story network, newsgames; transmedia storytelling, transmedia 
transposition, digital narrative 
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Theoretical foundations of internet platforms to pay for news content 
 

Abstract 
 

Google was fined a fine of about 500 million Euro by France in 2021 for failing 
to pay for showing their content online.  In Feb., Australia passed a law requiring 
internet platforms to pay for news.  With the increased ease of copying and 
plagiarism facilitated by the internet, news media around the world face an existential 
challenge. In the United States, the law focuses on two major areas: copyright and 
property rights. Copyright can only be claimed when it comes to original expression 
and narrative, but not the underlying facts of a news report. As to the “Hot News 
Misappropriation Doctrine” derived from property rights, although the original news 
source is afforded a provisional monopoly over facts they discover, there is no settled 
law or academic consensus. Despite the fact that there has been considerable 
academic debate, much of this has focused on related litigation, very little has 
addressed the issue from the perspective of law and economics.  In the R.O.C, there 
has been little discussion in terms of legal practice or academic research into 
copyright and property rights as they apply to news reporting. As part of this research 
paper several interviews were conducted with three executive managers from major 
news media in Taiwan in which two of them in 2018 indicated that news reporting in 
the country is not protected by copyright law and they therefore simply have to put up 
with competitors plagiarizing their work. Moreover, they are even less familiar with 
concepts relating to property rights and their application in news reporting.  However, 
the third interview in 2021 recognized news reporting is protected by copyright law. 
 
Keywords: platforms, Google, Facebook, copyright, property rights. 
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