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ABSTRACT

The study examined how the fun elements of online games and gamers’
self-construals affected their flow experience and loyalty to games, focusing on the
comparison between the social gamers and the asocial gamers. Results showed that, first,
there were significant differences between the two groups in the respective fun elements
of achievement, challenge, and closeness; second, differences of gamers’ self-construals
were found in game environment rather than lifeworld environment; third, the flow
experience and game loyalty of social gamers were higher than those of asocial gamers;
finally, there were significant differences between the two groups in the effects of the

fun elements and gamers’ self-construals on their flow experience and game loyalty.
Keywords : Online Game(22}¢1 A9, Fun(An]), Self-Construal(ZFe}33F), Flow(Z<)),
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[Table 1] Comparison between Asocial—Social
Gamers on Major Variables

Asocial Social
. Gamers | Gamers
Variables Mean Mean t
(s.d.) (s.d.)
Fun Elements
2.87 3.24 .
i ’ ’ L. 3a
Achievement (130) (112) 2.3
3.00 3.65
Challenge (135 | (e | 40
1.63 2.54
Closeness (98) (124) 6.48,
Self-Construal
Independent SC 3.32 3.35 407
in Lifeworld (.59) (.57) '
Interdependent 3.40 3.43 450
SC in Lifeworld | (.49) (.48) ’
Independent SC 4.05 3.53 196"
in Game (.76) (.86) ’
Interdependent 2.73 3.27 5337
SC in Game (.79) .77) )
3.05 3.34
Game Flow (79) (69) 2.99
2.72 3.54
Game Loyalty (1.06) (83) 6.47.
22.0 22.24
Age (189) | (232) | %%
Game Use
. 2.45 2.60
Total Use Time (151) (135) 758,
1.28 2.10
) ’ -6.72,
Game Frequency (73) (121) 6.72
n 97 157 N=254

Note: The t values with subscripts a do not satisfy the assumption
of homoscadesticity.
#*p<.05, »p<.01, »+p<.001
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[Table 2] Effects of Gamers’ Fun Elements and
their Self—Construal on their Game Flow

Flow Experience

Asocial Social
Total
B Gamers | Gamers
(B) %)

Control Variables

Independent SC

_____ in Lifeworld | ~0%0 | 033 | ~062
Interdependent B _ _
_____ SC.in Lifewod | ~084 | =09 | ~093 |
Independent SC
..... in Game 091 188 078
Interdependent
..... SC in Game 222 099 3’31
A R? 2.4%"* 2.7% 6.4%
Total R2 295% | 324%  |29.0%
n 254 97 157

Note: All betas (Bs) are final standardized regression coefficients.
#p<10, *p<.05, *p<.01, *p<.001
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[Table 3] Effects of Gamers’ Fun Elements and
their Self—Construal on their Game Royalty

Loyalty to Game

Asocial Social
Total
B Gamers | Gamers
%) %)

Control Variables

Independent SC # B
_in Lifeword | oar | s e
Interdependent B * B B 4
_SCin Lifeworid | =194 | =167 | ~148" -
Independent SC *
Jin Game :.lfl?. ........... '..1.5.?’. .............. '.?.3? ......
Interdependent *
SCin Game | T B B
A R? 4.8% 61%% | 6.7%
Total R2 33.9% | 431% | 224%
n 254 97 157

#p<.10, *p<.05, +p<.01, =p<001
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