Journal of Korea Game Society 2015 Jun; 15(3): 31-40
http://dx.doi.org/10.7583/JKGS.2015.15.3.31

I Ay 718 2 cixiel

eI AlY oIEE0] AlY 2EEE =)ol 0jXls e

A

Ao, &3

—, 1

O|2fo4Attstw C{X|Z0|C{0{sH=
kyle2/@naver.com, yipark@ewha.ac.kr

ol

Effect of Mobile Game Use Amount on the Satisfaction Level and
Game Commitment(flow)

Hye Bin Kim, Young Il Park
Division of Digital Media, Ewha Womans University

2 o

B AT AE B2atd Al o] & (o] §AIZE, AHlH]&)o] A AztE R (XZE E7
=, A2 F4, 7)) B0l mAE S st g A ol &%l BErE A
o Mg Tmt =3, Add EdEET AY 29 Ao S AAA FAY, F ()9
FEFE VAT 8202 EUM? AT A 2 =RelA A Bukd AQl o]& dH F ol &
AR} uHlge] BTt 2E55F AlYel de wEHeet 2909 Jert Skl gt
odTe dudoR mutd A ol o] F2 o] &t mutd A iy AZE nEE
o =Y AE7t 252 ASAer EMFerA 2htd A FolgA, vebrt "AE A4
Sol&at A AWl g g Fgo] Fostaz ok

ABSTRACT

In this study, the effect of amount of use of mobile game (time of use, consumption
cost) on the perceived satisfaction level (perceived enjoyment, service quality, and price)
of game and commitment is to be observed. If the amount of game use is high, are the
satisfaction level and commitment of game high as well? Is there any factor of negative
effect on game commitment? As a result of study, among the mobile game use
behaviors subjected in this study, higher the amount of use and consumption cost, more
the level of satisfaction level and commitment on game. This study is to verify and
analyze the high level of perceived satisfaction and commitment on mobile game by
users with high amount of use to expand and to discuss the base of study of heavy
mobile game user and heavy digital game user
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