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ABSTRACT

Presence, flow, and arousal are interesting user experiences provided by video and people’s
demand for media which responds to personal interest is getting strong. This research
compares video watching and game play by conducting a survey and measuring brain wave
to find out the difference of those user experiences in the two media. As a result, all the
three user experiences were proved to be significantly higher in game play than video
watching. And those EEG frequencies which are known to be related to the state of flow
were also measured higher scalp distribution of the game play group. Finally, presence,
arousal, and EEG(a, B, 8§) were found to have influence on the flow state in game play. This
research is intended to prove above relations by experiment and make a contribution to the
theoretical and methodological improvement in the related area.
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[Table 1] Paired—Sample T—test of User
Experience Difference Between 3D Game and
Video

Variable | Group | N M SD t p

Game | 80 | 3.073 | .731
Presence Video 20 5783 610 3.997:.000

Game 80 2758 907
Flow a0 80 2004 g7 6136000

Game 80 9340  7.499
Arousal g ey erre  ess 008 001
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[Table 2] Paired—Sample T—test of EEG
Difference Between 3D Game and Video

Variable| Group | N M SD t p

Game 80 028 @ 023
¢ Video 80 o0z oy 12346 000

Game 80 3.763 | .801
B Video : 80 | 3.410 | .663 4.160 | .000

Game | 80 -6.483 1 11.979
o Video | 80 | -6.898 | 9.409 499 691
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[Table 3] Regression Analysis of User Experience

Variable B t p
Presence: .201 2.086 .040 =441
Arousal 408 = 4446 000 )
o Iog3T iaosaT oos [£6, T4=14.820
B8 203 2144035 p<.05
5 21927 2105039
A 25 AYlEA) AHEART o ot

nAE g]lels AREAL B T Az
B=.201(p<.05) 44 FHAE A= e
2 et 1= Aldelld =Ax= A3ty
AP o= °‘°H Ade] W&ol =ste] de]
BEAE =2 sjAE 5 gloh =3 7 el
T B=408(p<0D oz AA JIFAAE A= A

o gt mRAR BE B-=203(p<.05)

oz AYEYe 4A JFRAE AAE Rom
Rty whe] ashel s3b AQEIG) A

FRFEAE M= AeE YERTHB=-.283,

p<0l, B=—192, p<.05). ol&1& Ade 159 &
Pgeel G s1Ee] HsAFs vEE e
wol Aotk %, AdelAe BYE Az}
2o Aust g wre 54 Fis ngy
o AE B3 e F9el WS Ayl
s FAs WA 1E B AT
A Aol el BAAYE pstel o] F7sh
93, aste] ool grashe @yl FAsdn
oelg e AYEAI] FFY wa UASF

R=4412 441%°] 4992 7k cHTable 3
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