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ABSTRACT

In the generalization of mobile content use, feedback is a kind of alert that affects
content immersion. An alert leads to separation from the content currently being used to
transfer to content that raises the alert. Immersive interference can be recognized as a
problem in mobile contents use. In this paper, we propose a serious game for overcomes
immersion. interference from feedback and the foundation for interrelation research
between feedback and immersion. The proposed serious game has been designed to
present three kinds of feedback, specifically positive, negative, and hybrid feedback,
through social information about the user. We also conducted an experiment to examine
the correlation between three kinds of feedback and immersion while consuming digital
content. The result of the experiment showed that negative feedback leads to higher
immersion than positive feedback.
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[Table 1] Definition of a feedback

Type Content Format | Frequency
Fixed

PF | Suggest screen |Immediately
Alert (Text)
message of | Changed

NF| Order | unrelated screen |Immediately
mobile (Text)
application | Random

HF Sg%j;:t o screen |Immediately
(Text)
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[Fig. 1] Alert display area of the screen
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[Fig. 2] Images of proposed serious game

FZo| A =07 olEdn Folhd mHL &
sl olAlol= dHEjel Euld AYdElE, v}t
Evso] gAlst] Hee APstArt [Fig. 219
(@sh 2ol AAhasel wwstn 9% 2%

F4NM AYde FEE F Ak (b= 7ddE A

B ARE 9¥si= 7] 44 wo|x o]t}
7] AN e ARE A g

REIREEICE I EI AT E

i
Auolth b wel False A, MY @

= e 2
gEuz 39Kl o8-S YeHES stk g
d AnE Bgete] Adsh FAE G BHL

7t 8o FEme AlertgEH2 Ad iR}
Fyolete EF sE:Hch =€ &
oA Fg Al AdA AFst= Alerte] 3
SR lert7} AA|E]ojobd F8E =Est
t}. zEla Alert7}F AN E+= FElE  Initial
setupell Al AREA7F =gl R} 712 Scriptd]
Z3oz AF AMdEY. Alerte AAIE Alert9]
£35 ARdUdA A ST Alert THE A
A FANA AEE Alert W&oz vk

Alert &% Application type, Caller ID, text
content® A ¥t} Application types A Ej
235 FAgstE FAHNA AlertsE HAAZ AF
Al FFE ougrt & A= Call,
SMS(MIM*3}), Social Game, Life, Utilitys 9
57K 2 34 A At} Caller IDE AlertS 34
21 AR A 2710 JEE A 52 oA
o]42] Push server’t #th Text content:
Alert &7 W= wjunde 2Fo=w A5 = 2
a3k 7 ~AaPES oulgit]

Alert W& (Alert Message)= ARgxtoll Al H &
Lol st FRE ongit) thekst 543 3
gje] Caller ID7} SAjst2 2 Alert W& #]AH Y
A5 7RIt FEE 71548 A 27 A4 A
oA e A AR = HEwWlFEY deo] sts
= AAEAL ol AR obd ¥
Aol ghato] HdEid 4 £ 3tk A@ATY
3 Alert 79} Alert
o AT}

=

ot

e

I 1
f

g okl

Aeg sl f
W&ol A A

[Table 2] & Y=
Alert F7¢ Alert &9 <& Yetdth o=
Zkzyol mrwle] 3 AREA Y4 AR IEa
7B 2AYPEES s R AFEE AFEAt A 3
=l f3d WAR ] A 7R 2F8EE JEHE

%
s BAE E29E = dE BHoE Aotk

oflt

=2

2
=

2
2
o

(7]
=)
o
g oy

ol
o
oo o
N
T
ofl
fitl

il

64| Journal of Korea Game Society 2014 Oct; 14(5): 61-68



— Interrelation of Alert Feedback and Immersion on Mobile Contents —

[Table 2] Example of Alert title and Alert message
[CallerID = ‘Mingun chun’]
Alert FApplicationTyle ::SMS’]
title [Mingun Chun]! You've got a
PF message through [SMS]Would
you check it now?

Alert Hope to change the appointment

message time of tonight dinner.
[CallerID = ‘Check the new
coffee’(Push server)]
Alert [Apph’catlor% = T love
. coffee’(mobile game)]
title

NF New information about [Check
the new coffee] from
[I love coffee] Check it now!

Alert Ms.Green bang! You can enjoy

message new coffee berry now!
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[Fig. 3] Images of Feedback Type
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[Table 3] Experiment Result data

Feedback | Result s1ls21s3!s4ls5]s6
type type

Correct | 5 | 5 | 6 | 5 5 5

PF Forget | 2 | 3 |2 | 4| 3| 3

Wrong | 3 2 2 1 2 2

Correct | 6 | 5 | 7| 5| 5|5

NF Forget | 3 2 1 3 2 4

Wrong | 1 3 2 2 3 1

Correct | 3 | 2 | 4|1 1] 2| 4

PF | Forget | 2 | 2 1 1 2 1

Hp Wrong | O 1 01 3 1 0

Correct | 4 | 4 3 4 4 3

NF | Forget | 0 | 1 1 1 1 2

Wrong | 1 | O | 1 [0 ] 0]O0

Feedback | Result s1lsols3lsalssl g6
type type

Correct | 5 | 6 | 6 | 5|6 |5

PF Forget | 4 | 1 313|214

Wrong | 1 3 1 212 1

Correct | 6 | 7 | 5| 5 7 6

NF Forget | 3 | 2 | 3|4 |1 3

Wrong | 1 1 2 1 2 1

Correct | 3 | 2 | 3 | 4| 4|3

PF | Forget | 2 2 2 1 1 2

Hp Wrong | 0 1 0 0 0 0

Correct | 4 | 5| 3| 3|3 | 4

NF | Forget | O | O | 1|2 |10

Wrong | 1 0 1 0 1 1

[Table 4] Proportion of Memorized feedback

correct forget wrong
S1 | HF>NF>PF | NF>PF=HF | PE>NF=HF
S2 | HF>PF=NF | PF=HF>NF | NF>PF>HF
S3 | HF=NF>PF | PF=HF>NF | PF=NF>HF
S4 HF=PF=NF | PE>NF>HF | HF>NF>PF
S5 | HF>PF=NF | PF=HF>NF | NF>PF>HF
S6 | HF>PF=NF | NF>PF=HF | PE>NF>HF
S7 | HF>NF>PF | PE>NF>HF | PF=NF=HF
S8 | HF=NF>PF | NF=HF>PF | PF>NF=HF
S9 | HF=PF>NF | PF=NF=HF | NF>PF=HF
S10 | HF>PF=NF | NF>PF=HF | PF>NF>HF
S11 | HF=NF>PF | PF=HF>NF | PF=NF>HF
S12 | HE>NF>PF | PE>NF>HF | PF=NF=HF
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