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

FLOW EXPERIENCE IN COMPUTER GAME PLAYING AMONG THAI
UNIVERSITY STUDENTS

SUPAT SANJAMSAI 5436222 SHMS/D

Ph.D. (MEDICAL AND HEALTH SOCIAL SCIENCES)

THESIS ADVISORY COMMITTEE : DARUNEE PHUKAO, Ph.D., VEENA
SIRISOOK, Dr.P.H., NATTHANI MEEMON, Ph.D.

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 (B = .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.
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