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A Study on the Extrinsic and Intrinsic Reward Influencing on the Flow
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ABSTRACT

As people increasingly play online games, numerous new features have been proposed
to increase players’ log-on time at online gaming sites. However, few studies have
investigated why people continue to play certain online games. This research would
verify that enjoyment experience could be explained by the conceptual framework. In the
first, this study results indicate that customers would show a higher level of loyalty if
they had an optimal experience with the games. The state of flow was felt when players
were aware of opportunities for personal interaction and social interaction. The personal
interaction could be motivated either to achieve the high cognitive performance or by
providing the equity of distribution of the objective performance in order to examine
players’ cognitive performance; the social interaction can be motivated either to enhance
a high level of self-esteem of player or to achieve the positive reputation in order to
evaluate their self-esteem. This finding can answer the questions of what enjoyment
experience is and why players are repeatedly playing specific online games.
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