Journal of Korea Game Society 2013 Dec; 13(6): 5-14
http://dx.doi.org/10.7583/JKGS.2013.13.6.5

I Ay 718 2 oixiel

=22l Al S20] 2ol AUXH duf, XolEsd
XOrESZE0| S20|01e] =% A=l nixl=

=
=)
4 A}

atle
ol GIM|CHetw
hcilab@bu.ac.kr, jinwoo@yonsei.ac.kr

Study on the Effect of the Cognitive Performance, Self-Efficacy
and Self-Esteem on the Players’ Flow Experience during Playing
Online Games

Dongseong Choi, Jinwoo Kim~
BaeSeok University , Yonsei University

fo
2

of

B oATE 2ol A9 Fdolss 9 49F Bel AP Felolol ofwl Jsdl
of s e WeAZ EAsAATh olF e ¥ AvelAE AY ANAARNA FastA
Beshe Felolols] og A3 wEE Aok vlaTiA e 944 gk i
UAls pAE Aol pe Fo deedon EAa o 3714 deale] Beld] v
Qg PR w32 Ba M deac WA Sdolole] 9@ Mol ¥ 1Y
o Eelolol7} A EEqHE HA AU A%, WALAL & Ho] Felololrt AMNA F
W EEE andon AAT ¢ Aws AY FeAols Assvhs A4 Au} we A,
shAven oW HAAS Fal AR A wolol B Eelolols 23 AY Felol
g @ 5 dvks AolEFgel ¥2 A% Felolol: AY Hedol AHAA BUL ¥/ B
frhs ge AERAE o el

ABSTRACT

This study has focused to identify what kinds of psychological state are most closely
related in players experiencing flow while playing game. This study constructs a conceptual
model of flow for game players by conducting a survey to 303 online game players. The
results indicate that the state of flow was reached when players may gain opportunities for
having high self-efficacy as they accomplished tasks. At the same time, it indicate that the
higher cognitive performance and self-esteem was able to enhance the higher flow
experience while playing a game. This study provides both practical and theoretical
implications on how to increase players’ flow by providing critical psychological states in
the game.
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— Study on the Effect of the Cognitive Performance, Self-Efficacy and Self-Esteem

during Playing —

on the Players’ Flow Experience
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[Table 1] Questionnaires
Factor Number Questionnaires
Flow1l I have ever been experiencing flow in playing online game.
In general, I often have an optimal experience when I play the online
Flow Flow?2
game.
Flow3 Most of the time when I play online game I feel that I am in flow.
. I am sure that I can play my role in the online game when playing
Efficacyl it
Self- . . .
. Efficacy?2 I am sure that I can achieve my goal when I play the online game.
Efficacy
. I am sure that I can control the process of performing tasks when
Efficacy3 . .
playing the online game.
The online game enables me to accomplish the purpose of playing
Performancel .
game more quickly.
Cognitive The online game enables me to fulfill the purpose of playing game
Performance?2 .
Performance effectively.
The online game enables me to satisfy the purpose of playing game
Performance3 .
easier.
Esteeml I feel satisfied about myself when I play the online game
Self- . .
N Esteem?2 I believe that I am a valuable person when I play the online game.
Esteem
Esteem3 I am proud of myself when I play the online game.
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[Table 2] Results of Confirmatory Factor Analysis [Table 4] Results of the discriminate validity
Fac | Fac | Fac | Fac | Cronbach Self- Cognitive Self-
torl | tor2 | tor3 | tord Alpha Flow Efficac Performa Esteem

Flow 1 0.83 Y -nce
Flow 2 0.99 0.921 Flow 0.790

Flow 3 0.86 Self-

Efficacyl 0R7 Efficacy 0.443 0.750

Efficacy?2 0.80 0.862 Cognitive

Efficacy3 0.79 Perform- | 0.404 0.505 0.890

Performancel 0.91 ance

Performance2 0.96 0.948 Self- :

Perfo ce3 091 Esteem 0.441 0.623 0.368 0.810

Esteeml 0.86
Esteem?2 0.91 0.911 [Table 5] Goodness of fit summary for the model
Esteem3 0.88
x2 | df | GFT | AGFI | NFI | NNFI | RMR
[Table 3] Goodness of fit summary for the survey 62.38 49 0.97 0.95 0.98 0.99 0.059
X2 df | GFI | AGFI | NFI | NNFI RMR
64.78 | 48 | 097 | 095 | 098 | 0.99 0.053

performance performance? performanced
g N - )
0.9 0.96 081
Cognitive Perform
ance
0.2
efficacyl = 087 0.51 0.23 0.83 - | fow1
efficacy2 < 0.80 | Self-Efficacy 047 Flow State ) 0op — fiow2
efficacy S 0.79 oy A fow3
0.73 063 0.25 0.86
Salf-Esteem
ik
0.86 0 08a
£ k') = |
esteem esteem? astaemd

[Fig. 2] Goodness of fit summary for the survey (p<0.1)
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