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An Empirical Study on Influencing Factors of
Mobile Game Satisfaction through Mediating Factors of
Self-fulfillment and Flow*
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m Abstract =

The objective of this study is to extract affecting factors on game satisfaction of a mobile game through the two
mediated variables, self - fulfillment and flow. To apply mobile environment changed into the research model of a mobile
game, we classify independent factors into three types such as system characteristics, cognitive characteristics, and
individual characteristics. The previous studies for using mobile game have been based on intrinsic motivation, such
as flow, as a mediated factor. However, the flow variable has some limitations in explaining user satisfaction aspects
of mobile game, and the self-fulfillment variable is popularly used as an important mediated factor in the field of
sports science. Because users of mobile game often attain their goals as sports event, we utilize self - fulfillment as
well as flow as mediated variables.

We developed a research model that includes independent factors, mediated variables of self - fulfillment and flow,
and a dependent variable of game satisfaction. The data were collected from 438 users of mobile game and were
used for analysis. Based on the survey results, we found the followings: (1) Immediate connectivity, enjoyment,
relationship, early adopter tendency, and competitiveness affect self-fulfillment, and self-fulfillment affects the flow.
(2) Enjoyment and competitiveness affect self-fulfillment, flow, and game satisfaction simultaneously.
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ZupEE] thFEt Ha, YEHA 94 dde

2 BHAY AEAE 2 Fksa gle

o, olo £ <A £ vh¥ Pt

ErtdAY A2 AY TR vt s AR, 71E TAATE FA8I Bukd A
I QU S Eul=zE e 2018 AY o8t Agher mutd Al Aol A =9, Aot
A APl ofebH, RukAd A9)(88.3%) AHgol AAT D AQYIRES R JFgS FE 8
PCAY(E9.6%)s A FEd ASZ e A EEgh
Eeh FEH5ERE WESE Bukd #7o] siQleoy A, 2ol I8 EY AAALE A5
2he R AL AYE A vE e Al o Adel AHER EFe)
ARz AA HEYY & 5 JE TAF & AR, dadaclise] EratdAY =9, AoldH
92 ot 2akd QY A e ExEe O AYSEd ofEA Jgs
A7k = ek A =XE 248D BAE S

AF7HA] Eutd A e AG7F Eatd A #
A Swol sl el ¥EW Holth mull] 9 o] A w7
d AFATE AR AT FAVE ZaldA
dol g 5450l wHE, AHH ARk, 21 DHIAA| o 25t o
AL Toll JES w =Xl tig AF7F Bt
v, 534 AdEollAE EYE miAHs= o] Hofol st F8 AT =& <Table 1>
e AT giFEey, B9 AduERe] F A Aelskath Kim and Oh(2005)} Baek et al.
83 mrfecds & 7t ok (2015)8] AFolAE AYHFE &S 1A

A A A Erld A vtk S & 5 v Eutd Al 54 89 AFE tFeH,

{Table 1) Researches of Mobile Game
Research Content Researcher Survey Target
A study on the influence factors on flow and satisfaction by system, Lee N's B7%
Individual and social factors (2005) e
A study on the influence factors on customer satisfaction and loyalty by | Kim and Oh under 30 vears 83.1%
System characteristics and coginitive characteristics factors (2005) v e
A study on the influence factors on flow and loyalty by Individual, Kwon and Kim N's T37%
device and contents factors (2008) e
A study on the influence factors flow and continuous intention by Kim et al. 19 years and older
intrinsic and extrinsic characteristics factors (2013) college student 99.3%
A study on the characteristics of smartphone on flow, user satisfaction Song et al. ’ o
20's 6%

and loyalty (2014)
A study on influential factors of continuous use intention of mobile SNS Lee et al. college student 100%
game (2015)
A study on the influence of characteristics of mobile casual game on Baek et al. N's 73%
game flow, satisfaction and loyalty (2015) ’
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Lee(2000)¢] A olM= A =934 F50] A Hae] Ao g =PFEA F5e o
Aol MA= FPgFe A8tk Kwon and =7 AR, AAA SR olgka A g0 ® A9
Kim(2008)2} Baek et al.(2015)2] A ef=itol A Easi=g
= BudAY B4l £ d¥eIES T olg]gh &S] el A&HHQ o] &l &S]
Atk Kim et al.(2013), Lee et al.(2015)¢] A+ 8ol vl WH3 FA7 Jx(Hoffman and
= AEA o] g #3 T adES BFEA Novak, 1996), AldEorlM e Ho] Agxof <l
of EuldAde #eEe Ay gAE @AW 7} o]Fo A ghtk(Lee, 2005; Kim et al., 2013;
FE R FAZE 2utdAde 548903 Baek et al., 2015, Lee and Kim, 2019). ¥ 1
AR, AGE, FHE, T3 B 53} AR HHo 4Ee dAadn Y= A 2
o] FFgHAEeItt. AR B F2 20t ot o] w5 Fag wyeh Azt
et 917 As & 5 vk
2.4 ALeEE
2.2 XotdF| &
Aldwore] whhel ik o7k dA4-AEwRth
Aol d H 7S Burton and Jackson(1989)¢ <] A2 g8l 2 Fo 2TRIAY TS AHja
&t 2palo] st Sl BES Fsto] Al A AE FAe] JgIA Tad aaet s%ithHa
ol AdsAY Gsks Aol JHiQlY] T¥e et al, 2009). A== AREAFY] FHE
ol-gate] A9 FAAES Hojgh L3sk= 2o oA e] SZdHl(Song et al, 2014)} & F 3=
a1, Frodatal gle Aol ek A S o, Ade®m Qe dA ¥ 543 SAFY
AbaLel AZVS k= Alolth B9k Goo(2015)2 4 ‘JHl(Baek et al., 2015)2kaL e} Al]lel] tigh )
AR, FAA R g 7t A WAg 59 HE =710, OA AYS e 9eYs
S Hg d ek AR F ek o)A THEo] T Aol AdutEEoltiLee and Kim,
A3l A& AFshE Ao FxAoR 7HA 9 2019).
© 3o dig =4S B93le] ste oRE A9
SFSATE. oA Y Aobd A2 ofw g Aol el 25 XjopAx|ztat 2ol 9l alELo| Adste ol
HE gekal B3l tigk oS dAToEH s A of7
A% e Ego] ¥va =7 otk &
Ezshtofo| e Ao dH o] 2x2ANE Lee(2000)= =l = 8955 AW, 4%
SAdstel Fo% mjaQleR vgFoiAa gl 284, 2elar Al F-olekal 8H3l oM, Song
o # ATelME AR vA= F2 v et al.(2014)2 =Y} H=Fro nA= 921s Al
Meflez wizhaart de& Holal AUtk n, FE4, dolk, AsAEA Soldtal itk
Baek et al.(2015)% ¢ 2 wEze] v 29]
23 el 2o o2 ARgALe] 54 Tl A, o8 o], 1]
i [z a]lel#al sttt
9 (flow) nEof, AF=Fof Aol & HutdAe] =Y Bl S A=
a]lel #gk dPATE ofgfl <Table 2>¢} #o]
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(Table 2> Independent Variables, Parameters, and Dependent Variables in Precedent Studies

Independent Variables Parameters Dependent Variables Researcher
g;lrsl{;ersrelr;lfaeﬁ t;nteractmty, Immediate connectivity, flow satisfaction, loyalty ( 21(,)6(:)% |
Instant connectivity, Ease of use, System quality, . . Kim and Oh
Perceived pleasure, Perceived cost, Quality of service satisfaction loyalty (2006)
Proficiency, Challenge, Motive, Screen, flow loyalty Kwon and Kim
Speed, Sound, Graphics, Rewards Y (2008
Sound, Character, Graphics, Information, Service, flow Intent of Kim et al.
System continuous use (2013)

Perceived competence, Perceived autonomy,

Emotional response

. . Bae and Kwon
user satisfaction

Perceptual relationships factor (2013)
Immediate connectivity, Fun, Impulsivity, Difficulty, . . Song et al.
Tnteractivity flow satisfaction, loyalty (2014)
Technical proficiency, Ease of use, . . Baek et al.
Instant connectivity, Fun, Challenge flow satisfaction, loyalty (2015)
Game proficiency, Self-esteem, Competition, game usage, Kim and Park
Human relationship, Innovation propensity perceived satisfaction (2015)
Ease of use, Enjoyment, Competitiveness, flow satisfaction Lee and Kim
Self-fulfillment, Service quality, Proficiency (2019)

source - Lee and Kim(2019).

g4 5o aQlo® #Fskrh Kwon and Kim
(2008)¢] Aol A= HOJ A 717), ada, 2z
O

5ol A 7 Sl 5

(Table 3) Three Types of Independent Variables in Mobile Game Studies

Classification Content Factors Affecting Prior Research Final Impact Factor

Immediate connectivity, Ease of use,
System Environmental factors provided | System quality, Graphics, Information,
characteristics | by game companies Screen, Speed, Sound, Character, Reward,
Design, Difficulty

Immediate connectivity,
Ease of use,
Network speed

Perceived pleasure, Perceived cost, Service

Cognitive | Factors that users perceive | quality, Perceived competence, Perceived . En.]os enF,
L . . . Service quality,
characteristics | as they play relationship, Arousal, Perceived autonomy, . .
. Relationship
Enjoyment, Fun
Factors that represents the | Proficiency, Self-esteem, Competitiveness, Proficienc
Individual |individual's propensity or InterIndividual relationship, Innovation Y,
characteristics | current level of knowledge Propensity, Impulsivity, Sense of challenge, Early adopter tendency,
’ ’ ’ Competitiveness

in relation to mobile games | Interactivity

source : Lee and Kim(2019).
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324 Aot 29 8 WEE}S] W
Burton and Jackson(1989)°l oJstH Zjo}d 3

e Aol Wi Q= ABL Fale] A2 Ao}

£ Aaain gAske Zoln A19e 8L ol g
stol A7]e] AAE S Hojg WA= ok, 4
obg At Btdle] obelst ge UG YT

HI0 © Aold3i7te] 240l (0] a2 Foh
H11 : 2t} 2 7te] wkEto] A(+)e] 9Jake Fu}h Lee and Kim(2019)¢] A& wlgos =&3t
dFa0l FolA A 2ARNS B 97 &
3.2.5 2917 wEEgle] W) A& AAskela, 1 SHWsS} wE el A
Lee et al.(2003)& Elolgt Agel gt 48 oMIAH, =9 AL FEWFQ o] g
Vg AAeR L Aol AQE BN H  EAM HelE <Table 4>l4] Hstn vk
(Table 4> Operational Definition of Variables and Related Research about Three Characteristics
Classification Factor Operational Definition and Related Research No. .Of
Questions
Immediately The degree to where you are, you can carry your mobile device and access your
conmectivit Internet service to play games 3
Y| (Kim and Oh, 2005; Lee and Kim, 2019)
System Fase of use The degree to which the user can conveniently use the game while touching the screen 4
characteristics (Kim and Oh, 2005; Lee and Kim, 2019)
The speed at which data moves from the server of the game company to the user’s
Network . :
peed mobile device 3
pe (Kwon et al, 2008 Lee and Kim, 2019)
Enjovment Defined as having fun and attraction for the game 3
1oy (Kim and Oh, 2005; Yu, 2010; Kim, 2012; Lee and Kim, 2019)
Cognitive Service User's ]udfrr{ent ;/n‘ all services provided by game companies, such as y
characteristics quality upgrades, ogin, A/S . .
(Kim and Oh, 2005; Kim and Park, 2010; Lee and Kim, 2019)
Relationshi The degree of recognition that you are connected with others 4
P | (Kim et al., 2005; Bae and Kwon, 2013; Kim and Park, 2015; Lee and Kim, 2015)
- The degree to which the game user is skilled in the game
Proficiency | (g o "and Kim, 2008, Kim and park, 2015; Lee and Kim, 2019) 3
Individual | Early Adapter | The relatively fast adoption and use of new games compared to others 4
characteristics|  tendency (Monn and Ok, 2005; Yeo et al., 2008, Kim and Park, 2015; Lee and Kim, 2019)
Competiti- | The degree of desire to win the opponent in the game and to play the game well 3
veness (Kwon et al., 2010; Kim and Park, 2015; Lee and Kim, 2019)
The ability to constantly challenge yourself in the game and achieve your goals to
Self-fulfillment achieve your goals 3
(Lee and Kim, 2019)
Focusing on mobhile games, forgetting the passage of time and not realizing what
Flow you were meant to do 4
(Lee, 2005; Song et al., 2014, Baek et al., 2015, Lee and Kim, 2019)
The overall feeling of the game’s tangible and intangible attributes
Satisfaction (Kim and Oh, 2005; Kim, 2012; Bae and Kwon, 2013; Song et al., 2014, 6
Baek et al., 2015; Kim and Park, 2015; Lee and Kim, 2019)
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2 AEE HatdAY AEe] e 10delA 50
& ooz d gl A4 stk 5.1 HHMN QolFA 3 MEIM 24
AREIO 2 567 FJEoR FAEoH A
T FEEL 9AE 74 AR SAATL AFE BAE e 7 298 WteR
AR ZA} WO A7iEE = ST S| W Lee and Kim(2019)9] 18} 2Fo] Al 714 79l
@ g B emrelow wokm, dojuje)  NEOE FaeErh 2 A AARSA, [
4R EL NEN RS Bese] eepe AT SRl VRISl <Table 6>} 1]
oR MEg AN A% AFHoz 4mpe UHE IHT F AZVS ATE 06480
% 2TE Zusiel BAGSI, A OTB1E 54 A7) #8721 06 oldes d
FHA S Gl tig 4lFAde] &
42 SExte 54 A
SR 4387 o] Adn|EE YA} 2481, of (Table 6) Higher Concept Exploratory Factor Analysis
27F 1909 o] a1, 253 gAY 7kA] 7} 219 Higher Concept
o1, oukele] 219 o2 hA T} Qgukele] B Individual | Cognitive | System
- Characteri- | Characteri- | Characteri—
7b 2kt S EAke] 54| digk 242 <Table stic stic stic
5>9} 2t} Early adopters B4 - 008 138
tendency : ’ :
. Profici 766 218 0%6
Table 5> Respondent Distribution i 10181_1?3]
Competiti- 765 041 167
Classification Value Frequency | Ratio veness
Immediately
mal 248 57% -
Gender _ mael = 43; Connectivity 039 828 069
emate ° Ease of use 107 306 153
Elementary o
student 38 1% Network 005 647 a7
speed
Middle student 65 19% Service
High school o quality 020 259 76
Student student 22 6% -
Classification EH] oyment 143 123 57
College student 85 24% Relationship 418 -116 660
Postgraduate 9 30 Eigenvalue 2.077 1929 1.810
student -
- Variance
Public 219 62% explanatory 23074 21.434 20.116
10's 123 28% bower
’ 0 Cumulative
s 121 2% variance 93074 4508 64624
By age 30's 82 19% (%)
40's 103 24% Reliability 731 688 648
50's 9 2% KMO = 0.757, Bartlett's x* = 916.568(p < .001)
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(Table 7) Sub-concepts Exploratory Factor Analysis
Component

1 2 3 4 5 6 7 8 9 10 1 12

sat 823 | 067 | 012 | 034 | 114 | 072 | 127 | 126 | -017 | 022 | 007 | .130

satd 798 | 123 o6 | 033 15 60 | 115 | 095 | 053 | 112 | 132 | 1n4

sat6 721 | 188 | 068 | 083 | 140 | 015 | 102 | 126 | 023 | 041 | 194 | 166

sat3 706 | 264 | 249 | 066 | 053 | 066 | 064 | 122 | 065 | 048 | 1% | .101

satl 628 | 417 | 243 | 183 | 03 | 166 | 040 | 034 | 121 | 074 | 006 | 057

sat2 592 | 309 | 189 | 208 | 138 | 181 | 052 | 064 | 081 | 027 | 005 | -062

flow3 225 [ 89 | 168 | 040 | 005 | —004 | 062 | 010 | 03 | —028 | 103 | 124

flow?2 206 | 824 | 172 | 017 | —028 | 086 | 017 | -074 | —061 | —008 | .48 | .049

flows 252 | 812 | 059 | 037 | 048 | 026 | 015 | 087 | 062 | —017 | 162 | 012

self2 173 | 159 | 834 | 149 | 08 | 161 | 024 | o045 | 02 | o017 | 108 | 117

self3 188 | 192 | 794 | 150 | o026 | 188 | -oo1 | 48 | 029 | 022 | 236 | ou

selfl 0% | 146 | 737 | 296 | 13| 184 | 032 | 036 | 0% | -046 | 025 | 120

carld 127 |-019| 111 | 834 | 1% | 158 | 007 | 015 | —021 | 009 | 131 | 023

carll 184 | 102 | 153 | 763 | 286 | 090 | 062 | 039 | 045 | 001 | 090 | 054

carl3 038 | 009 | 295 | 760 | 201 | 116 | 015 | 060 | ~137 | 076 | 170 | 022

prof2 152 | 025 | 019 | 247 | 829 | —009 | 031 | 070 | 0% | 031 | 088 | 068

prof3 242 |-012| 138 | 144 | 804 | 070 | 129 | 003 | 063 | 068 | 048 | 0%

profl 074 | 027 | 080 | 237 | 76 | 19 | 119 | 001 | 019 | 034 | 129 | 033

rel4 056 | 064 | 290 | 132 | o029 [ 813 | 037 | 013 | 037 | 081 | 076 | 081

rel3 095 | 085 | oM | 122 186 | 803 | 012 | 132 | 010 | 036 | 045 | 089

rell 162 [ -012] 175 | 090 | 030 | 721 | 034 | 209 | —042 | o1 | 126 | .143

use2 169 | 056 | 077 | 033 ] 140 | 042 | 807 | 160 | 049 | 117 | 021 | 030

usel 061 | 013 |-020] 085 | 073 | 042 | 78 | 076 | 237 | 154 | 055 | 003

use3 150 | 003 | 067 | 025 | 040 | 061 | 702 | 028 | 278 | 115 | 091 | 142

ser? 008 | 038 | 039 | 177 | 08| 243 | 023 | 774 | 005 | —0%6 | 030 | 068

serl 171 | 017 | o045 | 011 | 069 | —023 | 153 | 748 | 070 | 252 | 008 | 111

serd 311 | -046 | 036 | -126] 120 | 160 | 136 | 701 | 053 | 203 | 032 | 151

imm2 043 | -026 | 098 | -032] 079 | —026 | 244 | 090 | 881 | 098 | -011 | .001

imml 103 | -002 | 023 | 052 074 | 034 | 277 | —003 | &8 | 179 | 013 | 008

net2 068 | 010 | 035 | 069 | 029 | 045 | 227 | 150 | 046 | 868 | 008 | 0~4

net3 126 | -053 | -040 | —005 | 085 | 073 | 149 | 139 | 260 | 817 | 017 | 0%

com? 21 | 249 | 255 | 229 | 108 | 188 | 019 | 019 | 004 | 013 | 76 | -0

coml 200 | 177 | 179 | 261 | 2% | 128 | 025 | 066 | 005 | —.028 | 747 | -012

eni2 191 | 003 | 087 | 024 | 135 | 150 | 102 | 168 | 039 | 024 | 063 | 829

eni3 28 | 244 | 20 | 076 | o1 | 212 | 062 | 161 | 078 | 161 | 049 | 69
Eigen value 3910 | 2742 | 2541 | 2476 | 2425 | 2315 | 2113 | 1942 | 1.820 | 1.696 | 1454 | 1.422
Va“ancgoijga“atory 11171 | 7.834 | 7.261 | 7.075 | 6929 | 6613 | 6038 | 5548 | 5200 | 4847 | 415 | 4.062
C“mulan(vo/i)vamme 11171 | 19.005 | 26.266 | 33.340 | 40.269 | 46,883 | 52.921 | 58469 | 63.669 | 63516 | 72.671 | 76.733
Reliability 0291 | 0869 | 0.859 | 079 | 0833 | 0.843 | 0756 | 0696 | 0852 | 0.843 | 082 | 0.709

KMO = .883, Bartlett’s x* = 8409.054(p < .001)
T3k 319 Jid Q015 el ©aE QoliA Hls A3k A 47} 0.69600 4 0.891 = YERLFA] Lt
S AAEGR o <Table 7>3 2t} <14 A a8 715 3 055 Y 2 Z(Hair et al., 1998)
o] 05 o3kl AL AAT AL FEH Qe AE o2 Yehg Aol HEHA.
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52 ZXosio]| Chst A= <Table 9>%} Zeo] Aixow HAuLe= F
& BT T AHAEE gRE slow
4R AL B 43 Aoz Y sk
wrh AFAoR AuEW GFIE 0925011, & T FANED AL EG Y] SAIHEA,
BAEA S CFIE= 0964, TLIE 09522 A% 7] SHEA, 2Ela vEYA £ AHAFT)
Fx ] FAjolar, AR RMSEAE 0.041 3 gk 7h A2 AuaAdS & 5 g
2 (.1olst® yeht BF A VEAE S50} AHER wF AR, AuaFd, #AE F
o] JFEFSAE WHEPGAH S HFEA ME Bde] gla, AHEAY sE, deo]
A 2306 olstE Hol= I 16715 AA B A% A4 5% 001 9 FEslA #
b A3l= <Table 8>3} £t gk Ao w el

(Table 8> Confirmatory Factor Analysis and Reliability Analysis of Sub-concepts

Classification Factor Measqrement Factor t-value CR AVE
variable Load (p—value)
Immediately imml 091 -
. 0.87 0.77
connectivity imm?2 0.839 16.603 ()
usel 0.738 13.004 )
System Ease of use use2 0.701 0.75 050
characteristics
use3 0.691 12.353 ()
net3 0871 -
Network speed 0.79 0.66
crworie she net2 0.750 12.480(e%)
. enj3 0.864 -
Enjoyment - 0.73 057
enj2 0.635 10.918(sx)
- Servi it serl 0.701 - 075 060
ervice quali ) )
Chgr‘;gcgﬁzzcs vty serd 0842 11.812(+%)
rel3 0.726
Relationship rel4 0.833 14.565(s#) 0.80 0.58
rell 0.718 13.368 ()
3 0.838 -
Proficiency Pro 080 067
prof2 0.797 13.099 (%)
Individual Early Adapter earl3 0.888
. 0.84 0.71
characteristics tendency earld 0.791 15.630(x3x)
C it coml 0.870 055 073
m| ven } )
OMDEUTIVENEss com?2 084 18,232 (%)
self3 0.880
Self-fulfillment selfl 0.749 17.881 () 0.87 0.69
self2 0.860 22.010(x)
flow?2 . -
Flow o 0807 081 075
flow3 0922 15.696 ()
sat3 0.824
Satisfaction sat4 0.741 15.206(s) 0.82 060
sat6 0.753 15.498 ()
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(Table 95 Correlation and Discrimination Feasibility

Immediately| Ease of | Network | Enjoy- | Service |Relation-| Profi- Barly Competi~ St Satis—
connectivity |  use speed ment | quality ship ciency Adapter tiveness fulfill= | Flow faction
tendency ment
Immediately R
connectivity ’
Ease of use 505 71

Network - o

speed .363 423 81
Enjoyment 095" 2407 | .250™ 76
Service - - .
quality 221 078 152 399 7
Relationship|  -.009 3497 | 4197 | 4087 | 214 16
Proficiency 191 2647 184™ | 2397 | 1997|222 32

Early
Adapter -.053 066 092 1737 3667 | 083 436 34
tendency
Competiti= | o | o0 | oas | 200t | seo¢| 42| amt| awt| %
veness

Sl 05 | om | 069 | 307| 4657 | 1457 | 2| a4t | sw7| &
fulfillment : ’ : ’ ’ ’ : ’ ’ :

Flow -.016 073 | -.015 27117 17197 | 061 075 1127 3747 37| 87
Satisfaction 179 2097|2357 | 4397 | 2017 |  404™ | 3757|254 | 490 | 4107 | 457 7
p < .05, ”p < .0l. The diagonal value is the square root of AVE.

{Table 10> Discrimination Feasibility through Superior Concept AVE Value
System Cognitive Individual e . .
characteristics | characteristics | characteristics Self-fulfiliment Flow Satisfaction

System 66
characteristics ’

Cognitive 317 61
characteristics

Inleld.ual. 143" 380" ©
characteristics
Self-fulfillment 1067 443" 437 33

Flow 014 227 244 3 36
Satisfaction 297 493™ A4 A410™ A57 79

p < .05, “p < .0l. The diagonal value is the square root of AVE.
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(Table 11 Discriminant Validity through Standard Error Estimation Interval

v Gt | St | [
System «—> Cognitive 0.331 0.062 0.207 0.455
System «—> Individual 0.167 0.064 0.039 0.2%
Cognitive —> Individual 0.536 0.0% 0.346 0.726
System > Flow 0.066 0.071 -0.076 0.208
System «—> Satisfaction 0.355 0.065 0.225 0.485
Cognitive «—> Flow 0.44 0.0% 0.248 0.632
Individual > Satisfaction 0.877 0.113 0.651 1.103
Cognitive «—> Satisfaction 0.691 0.0%4 0.503 0.879
Individual «— Flow 0.698 0.127 0.444 0.952
System —> Self-fullfilment 0.1A4 0.075 0.004 0.304
Cognitive «—> Self-fullfilment 0.77 0.114 0.542 0.998
Individual «—> Self-fullfilment 1.289 0.156 0977 1.601
Flow > Satisfaction 0.949 0.121 0.707 1191
Flow «— Self-fullfilment 1.08 0.152 0.776 134
Satisfaction «— Self-fullfilment 0.8%9 0.115 0.659 1.119
53 AT JHdel AT FHi= <Figure 2>} o] SAHEA, 71+, #
A4, Aelolge 4, el Aol Aoy
ARl HPAFGRDE 09252 A 712 ol A9 FFE F3, Aol B3l 4
A 090 RS, SYHPAFAGEDZH 0822 A (0] 9L Fol, FAL wHwo) ()2 9P
A42¢1 0.8 o] 4HLattin et al., 2002)& Holi ¢) S FE Zo® e T ARSHEA, EAS,
t}. DMIN/DF % 1.749¢]1, CFL, TLL IFL, =1 A4, elaL Aot < =99 A9 FF
2|3l RMSEA & Z+7} 0.964, 0.952, 0.964, 0.041= S F1, 59 v A(+)e] ggFs F= A
A% 71FAE BF FHag TEEY 242 oF e
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{Figure 2> Results of Structural Model Analysis
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