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ABSTRACT

This study was based on flow theory of Mihaly Csikszentmihalyi. A cross
sectional study was performed to examine flow experience in computer game playing
by college students and identified behaviors that lead to positive consequences and
addictive behavior. The sample was 478 college students aged 18-24 who usually
played computer games. Data were collected by using a computer game addictive
behavior assessment consisting of 45 questions and a perception of consequence, from
game playing assessment, consisting of 22 questions that had been verified for content
validity and reliability with resulting satisfactory values.

Based on Exploratory factor analysis (EFA), the construction of the flow
experience can be divided into 2 dimensions including: 1) cognitive flow which is
comprised of challenge-skill balance, clear goals and unambiguous feedback, 2)
emotional flow which composed of action-awareness merging, concentration on the
task at hand, sense of control, loss of consciousness and time transformation.
Cognitive flow positively correlated to the perceptions of utility from game ( = .96).
Emotional flow positively correlated to physical and psychological impacts from game
(B = .54). Moreover, it has been found that males were more likely to spend time on
computer games than female. However, the finding of this study displayed that time
spent on computer game did not as matter as much as what was happening in during
playing game.

The findings of this study suggest that flow experience in computer game
playing has both benefits and drawbacks. It is recommended that researchers further
study examine flow experience in other contexts.

KEY WORDS : FLOW EXPERIENCE / COMPUTER GAME PLAYING

101 pages




Fac. of Grad. Studies, Mahidol Univ. Thesis/ v

4 a J a o J @ a @
ﬂi3mJmimmmmau“luﬂmaumuﬂaummaﬂuﬂquuﬂﬁﬂymwn‘nmaﬂ

FLOW EXPERIENCE IN COMPUTER GAME PLAYING AMONG THAI UNIVERSITY STUDENTS
qims uauuawle 5436222 SHMS/D

5.4 (ﬁaﬂumﬁm{miuwmﬁuasmmsmqm)

@

A (=2 a a J A = an A d A J
AMZNITUMINUTABINGUNUS: ATl U1, Ph.D., 31 A5G, Dr. P.H., g8 YuUa, Ph.D.

a

UNAAEYD

a o Y o L4 ' a 4 1 aa a @ ] a
’Ji]ElhlﬁV]WﬂTSﬁﬂHTﬂiWﬂaﬂWimﬂ'limulﬂilﬂﬁ)llW’Jm’f]ﬁsluﬂQllu?f@lll‘l’i'l’l‘ﬂfﬂaﬂ WIHLUINA

e

= a . . . X o 7 A 7
NOUHANMNWAUYDY Mihaly Csikszentmihalyi Iaefiingisyasdimonsinaonlnseadisvelszaunsal
a £ a 1 a 4 ) 1 ' v
anumanluusunmsfnmgAnIsumsaunuaeuInes tazasufnanzmaauwnyludnyae
latvzi ldwadnsnmawnmi lignadnssuiineliinalss Tewd naganngmsaunuludnyuzlahioe

o [ [ A a a = U] 9 aa 3 1 A Ao a 1
W hlganuvunguuionganssuaamny daldmudeyanntidaoigawa 1824 1l Mlinganssuauny
a o a o @ o @ a J a o
Apu AT lWEInlszsriuswou 478 au Taslduuudangdnssumsidunuaouiianes 91145 Jo
: R A ~ o ' A 2 8 !
Eanuieaianiueiny 882) wag nuuilsziiumssuipannmsaunuAoNRImes 11U 22 do (A1
B o o Mo & 4 <
Aanuitgsianiumin 919) flwaiesdelumsinusiusudoya
Ao ' @ a o s P
AAINNITANEIINONLIT MONAINITIUATIZHOIALTLNDUIFId1520 (Exploratory  factor
. 9 03 a Y & Aa A aay a .
analysis: EFA) Iassadelszaumssianumau nisldeenily 2 4@ Ao Taa1unuaa (cognitive flow)
dsznovlidae 1) Challenge-skill Balance 2) Clear goals 4ia¢ 3) Unambiguous Feedback waziiaau
ﬂ’JHJi} an (emotional flow) sznonlilde 1) Action-Awareness merging 2) Concentration on the Task at
[ @ o
hand 3) Sense of control 4) Loss of Self -consciousness 5) Time Transformation TasfinNuaunusnu
& g &
‘VINU’JﬂGlujj”IuZL‘]Ju 2 First order factor (correlated) measurement model of Flow Experience Nadl
a oA a a a 1 o 4 J
Uszaumssianumauluidduniufa (cognitive flow) Honiwalasasinenssuiise Tomininmsiau
1 Ed a aa Aa A 1 @
i (B =.96) damtlszaumsainnumwanluiadiuanuian (emotional flow) Janinalasassenssus
As 1 a 1 @ [~ 1 dyo/ 1 =
nansznuiiaedalaazinme swdurannmsduny (B = 54)  wennniifanuiunsneiuug 1y
v ' ! - \ g = s X ) o ' Ay ¥ g
lumsldnanlumsiaunumnandunemai egn lsnanansdnyiaseiimildnar ludumsaunud 1diu
@ A o W ' o YY1 Yo a 1 A a dgl 1 1 I~ @
anisrdiny i lddau 1dsuma ldluianade minudanzimaduluszninamsdunuaziiug
TyDananzam
=1 Y a o a 1 :1‘ 1 Y a
naramsangny lanmsinadseaumsaianuwanluvuz@unnivansone 1¥ina
o Ry ¢ A " a a o & 0o &
pananiduniulse Teninaznisdundinansenuaeinlavaznginisy duiudearsduiumsaiig
] = aa A a 2 9 ' N < =< g o w
anutnladediaaeg mnaduldnnmsaunuaouiiuaes uazlumsanuinseae lle1viidauls

o a a 4 § o a @ '
Uszaumsaianuman ldnu luuFundue eanasyadimdamauinae 11

101 wih




