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ABSTRACT

This work investigates factors on the flow of VR experimentally. Compared with prior
survey, this work measures the factors affecting the flow using the survey after the VR
experiments. We analyze statistically the impact of vividness, interactivity, and flow
tendency, gender, wearing glasses, and mobile game playing frequency upon the flow and
eventually upon the continuous use intention. We find that vividness and interactivity
increase the flow and on the contrary mobile game playing everyday decreases the flow;
and the flow increases continuous use intention. We also find that the flow mediates the
relationship between vividness & interactivity and continuous use intention. Prior survey
proposed that vividness & flow tendency increase the flow, however our experimental
results propose that vividness & interactivity increase the flow.
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[Table 1] Demographic characteristics of the
subjects (N=150)

Item Value Freq. | Ratio
Male 57 | 8%
Gender
Female 93 | 62%
Under 20 26 |17.3%
Age 21-25 98 |654%
26 or greater 26 |17.3%
High School 2 1.3%
Attending College 115 |76.7%
Education| gy cpejor Degree 7| 47%
Level :
Attending Graduate 9 | 147%
School
Graduate Degree 4 2.1%
Wear Yes 62 41.3%
Glasses No 88 | 58.7%
Less than $500 73 |487%
$500 - $1000 45 130.0%
Monthl
OV 1000 - S1500 | 16 | 10.7%
Income
$1500 - $2000 7 | 47%
More than $2000 9 |60%
A3

o oz
4
2 T

3.2.2 AMEIM I AT
[Fig 119 AR BRE
S EAsE 1 Al
Cronbach’s a%t& EW A&

0.821), B54-84d (GBEd, 0.756), =98F
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BT (BE3

K
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[Table 3] Reliability Test

Variables No. .Of Cronbach’s a
Questions
Vividness 3 0.821
Interactivity 3 0.756
Flow Tendency 4 0.743
Flow 3 0.786
Lontmuoqs Use 3 0.880
Intention

[Table 4] Correlation Analysis

\ I FT Flow CUI
\ 1
I B0o#x | 1
FT 161 251 | 1
Flow | 516#x | 436%x | 231%x | 1
CUI 326w | 330+ | 264wk | A3dwx | 1

V: Vividness

I: Interactivity

FT: Flow Tendency

CUI: Continuous Use Intention

**%: 5 (0.001, **: p(0.01, *: p(0.05
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[Table 4]+ AF+EZS A8 e 2 HF [Table 5] Regression Analysis on Flow
= Zl—sq }8—1%74]% %}j‘—a‘ﬂ— 7‘5‘3’4—0 D]— %4\_%@9’] Independent Variables | Model 1 | Model 2
dHRAE 7P vk slel 016103 THE = Vividness 0392%%% | 0.317xxs
AL 05050]t). dubxd oz AT#AA 7} 0.89]5}0] Interactivity 0.210% 0.259%
W g3l FAE 92 ez dudnh Flow_Tendency 0.115 0.132

Wear Glasses 0.081

3.2.3 CI=3|H=EY Gender(Male) -0.056

MG: Once a Year -0.066

ATF7HEES teEAEAS Estel A5 MG: Once per 6 m -0.035
vl Bzl gk 37142 [Table 5l st MG: Once per 3 m 0.040
At Edxe AL 2d 19 A" R? e MG: Once a month 0.031
03062 Fgt2 2261¢)a EFPe Fods MG: Once a week -0.063
O.OOIET;]' &QEE o] ‘].—Tth‘;(:)] o] @@L@L% 13 :‘,: MG: Everyday -0.264*
9l nd 20 Aow ZAE R gho] 0.3440]H adj. R? 0.306 0.344
Fzke 80001 E&eo] fo3&ES 94 0.001 B Dependent Variable: Flow, MG means Mobile Game

**%: p €0.001, **: p(0.01, *: p{0.05

ot Aomg | Roe] AFsiria FEnh =
YWsSel  BAWAQN(VIF) e RBE 2913 A&HAgome] BAE vetatr] 95k
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[Table 6] Regression Analysis on Continuous
Use Intention

e Unnormalized Std.
o3t &S FroluA] St coefficient factor ¢
Division B Std. Beta
error
(A constant) 2172 0.349 6.226
Flow 0.479 0.083 0.434"™" 5.779
*** p<0.001

et 91(2022)9ke] HlaE ¢l [Table 7]}
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[Table 7] Regression Analysis on Continuous Use

Intention

Independent Variables | Model 1 | Model 2
Vividness 0.205% 0.226%
Interactivity 0.180= 0.146
Flow_Tendency 0.185+ 0.215%
Wear Glasses -0.028
Gender(Male) 0.057
MG: Once a Year 0.023
MG: Once per 6 m -0.004
MG: Once per 3 m -0.160
MG: Once a month -0.080
MG: Once a week -0.003
MG: Everyday -0.082
adj. R square 0.158 0.141

Dependent Variable: Continuous Use Intention, MG means
Mobile Game
*: p¢0.05

[Table 8] Regression on Continuous Use

Intention
Unnormalized Std.
coefficient factor ¢
Division B Std. Beta
error
(A constant) 1.372 0.491 2.7192
Vividness 0.106 0.118 0.084 0.901
Interactivity 0.195 0.119 0.145 1.643
Flow 0.362 0.098 | 0.328«xx | 3683
%k 000,001
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