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ABSTRACT

According to the research, Personal Interaction is defined that players are solving
several problem to achieve goals. And if Personal Interaction is effectively done, players
can get optimal experience as fun. This study analyze what kinds of extrinsic and
intrinsic reward affect player’s flow experience. In the result of this study, the state of
flow was felt when players were aware of opportunities for personal interaction. And the
personal interaction could be motivated either to achieve the high cognitive performance
or by providing the equity of distribution of the objective performance in order to
examine players’ cognitive performance.
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