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ABSTRACT

According to the Flow Theory, when the perceived level of Challenges of player and
his skill are high, he is able to experience the flow state. What does the skill mean in
the Flow Theory? This study suggests that the self-efficacy of the actor should be
concerned to understand the perceived level of actor’s skill in relation to the level of
Challenges and his personal characteristics. This study  hypothesizes the
equity—distribution of extrinsic reward and the positive reputation influence the player’'s
self-efficacy, and his self-efficacy affect the flow experience. This hypothesis is
confirmed by the structure equation model test. This result can serve to understand skill
related on the flow theory, and what factors players to get flow experience are given by.
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