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ABSTRACT

In this study, the differences in flow and loyalty according to the type of online game
players were analyzed. Game players spending more than two hours per week were
found to have statistically significant higher degree of flow than players spending less
than two hours a week. Players who play games for more than three hours a week
were found to have higher degree of loyalty than players spending less than those who
played for an hour a week. Players who played games for more than six months showed
statistically significant higher degree of flow than players who played less than six
months. Players who played games six to nine months showed higher degree of loyalty
than players who played under three months. High-level/status game players showed
higher degree of flow and loyalty than low-level/status game players.
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— A Study on Differences in Flow and Loyalty according to the type of Online Game players—
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[Table 1] Demographics characteristics

Variable Division N(%)
Sex Male 200(50)
Female 200(50)
Age 20s 194(48.5)
30s 206(51.5)
Residential | Seoul, metropolitan area 280(70.0)
area Other areas 120(30.0)
High school grad or less | 68(17.0)
Education | College 310(77.6)
Post Graduate 22(5.4)

Student 69(17.3)
Occupation Employee 293(73.2)
Business 10(2.5)

Others 28(7.0)
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AZHM=3.79), 1A1ZF2AZHM=350), 1AIZ7] 5
(M=3.13)¢] ¢o2 Yepgth Z#olo fFl uf
2 FAE Ao] A BAHCR FonE oz
YEtHF=6.18, p<.001). A|#Ho &= 3A7H4
AZHM=398) &<t AP olgdteE Zdolole
FAE M o 4A7 o]AHM=3.97), 24
T3AZHM=3.82), 1A1ZF2A17HM=3.62), 1A]7kv]
THM=348)9] A7]¢S HRITh

AR ﬁJ+ 2A1ZE ol AYE olgdte &

1/‘17JU]E'}-°4 Fdlele] =
i}ol—a Holw, 3A1t o] A<

=7 debs A :
o]-g 7|zt W EelololE FI3}

stol  EY(F=6.09, p<.00D)} FSA=(F=3.93,
p<ODE BT AAAE A8 2 Aol 7
-(:;l,

Bl Table 3].

[Table 3] Comparison of the flow and loyalty
according to the usage period

) ) . Flow Loyalty
t t
according to us;lge ime — Variable M(S.D) M(S.D)
. oW oyalty
Variable MGD) | MED) Less than 352(70)° | 3.61(70)°
3months
Less than 1h | 313(62)° | 3.48(60)" — - "
I:IT‘S_age h = on 3500607 | 362063 Usage 3 7 6months 3.59(.69)" | 3.76(.64)
tme %h ~ 3h 3.79(58)° | 3.82(58)™ Period | ¢ ~ gronths | 37859 | 395(63)°
[week] 3h ~ 4h 3.95(.73)° | 3.98(.86)° Longer than | oo | o
Over 4h 3.95(.73)° 3.97(.86)° 9months T o
F-value 16.02"" 6.18"" F-value 6.09™" 3.93™
#* p<l.05, *x pl.01, *xx p<l.001 * p<.05, ** p<.01, *+* p<.001
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[Table 4] Comparison of the flow and loyalty
according to the game level

. Flow Loyalty
Variable M(S.D) M(S.D)
G Low 3.55(.68)" 3.67(.66)*
AMC T Medium | 3720700 | 377071
Level - -
High 3.87(.62) 3.95(.72)
F-value 798" 564"

# p< 05, =x p<.01, =xx p< 001
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[Table 5] Comparison of the flow and loyalty
according to the game status

Variable Flow Loyalty
M(S.D) M(S.D)
Low 3.53(.69)" 3.69(.66)"
Game 0 dum | 3.75(50)" 3.81(.69)™
Status
High 4.00(.68)° 3.97(78)°
F-value 13.627 456

* p<.05, ** p<.01, #xx p<.001
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[Table 6] Comparison of the flow and loyalty
according to purchasing the game edition

Variabl Flow Loyalty
anabie M(S.D) M(S.D)
Purchase | yes | 375(67) | 3.36(.69)
Game
Edition No | 359(69) | 367(69)
t-value 241" 2.76™

* p<.05, ** p<.01, #xx p<.001
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