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ABSTRACT

This study examined the role of enjoyment in the relationship between perceived auditory
feedback (PAF), which provides information about the situation during game play, and user
experience factors. 100 undergraduates played a mobile game, ‘Classy Royale’ and took a survey
about their user experience. As a result of analyzing the available data from 98 participants,
PROCESS MACRO showed that PAF was positively associated with enjoyment, immersion, and
intention to use; enjoyment mediated the effects of PAF on immersion and intention. These
results can help game research and development regarding the functional value of audio factors.

Keywords : Perceived auditory feedback(%7z}% w=x
Intention to use(A|&3 ©]4-9]%) Mobile game(Zuld 7

¢1%]), Enjoyment(A7]), Immersion(&%)),
9)), User experience(AH-82} 73)

Stmisty OjCjojAZ"

Received: Nov. 10. 2018  Revised: Dec. 10. 2018
Accepted: Mar. 9. 2019
Corresponding Author: Ghee-Young Noh(Hallym University)

E-mail: gnoh@hallym.ac.kr

ISSN: 1598-4540 / elSSN: 2287-8211

© The Korea Game Society. All rights reserved. This is an
open-access article distributed under the terms of the Creative
Commons Attribution Non-Commercial License
(http://creativecommons.otg/licenses/by—nc/3.0), which permits
unrestricted non—-commercial use, distribution, and reproduction in
any medium, provided the original work is properly cited.

Journal of Korea Game Society JKGS | 135



o, Ad

W gt et AY Qe
WA ALgAel A

[e)

=

o[WEZ} WAl

3
=4

= IA ek ARSA A Av el iR £4 —

477

ol ALgAo}

A E ATH1I.

=

=

— wited A9
.M

o] kg

o)
=4

Al
R K

EECEE

L

o

fum A
R

]

AgAEE B} Fel

AEZH S
—— 1

o

el
oy

o
=]

Ly
—a

Aol A

Sl

<

1§ so] 2ol 754 <

= A9 A

ul
Hy

1=

Sy
ArARE 9L

VS
~

H2
-
h

=z
=t}

[4,6].

1T &
VR Al

3} AeER

—
= X
L

o)
ofe AHEA7H

@)

p

L

e

SAIZ7E HATH2). 3ol Al AA
oz Aol AHEB Holsla

<
pi

<

I

=3 A

g 7

B

s
3D=
ATt

L

L

el

o]
j=4

o eH3,4], 7

}

o
gl

BH
hUN

foi3
=

dd= Als

oy

0

)
i

el
=
il
B

No uy gom

7}l

[¢]

]

3L

1

o]
el

of o

[e)

Al ol A
Al ‘=2 9(flow)’

p

224l

E-9](immersion)
)

=}

1, A delld B4t Ade] A4 o] g9

o]

sHH1,10].

j -y
a

ojtH1ll. webHd, 5% &

7]

3 ojw ol whA]

gloje] Al
=AY
12,131,

=
T
=
b

|
Z]
3]

oz 9l
ax

mu gk Aol A

Ay

o]
™

oI &)
=

a7b AbgAS}e)
je AHgAt

3 Q
-

e

g =

;_I_L

Aol A

Sl
1|
ZS|

4

P ezl ATl A o8l v
Z

7}
=
3

T

()

=7

5

296,71, ©l

Eolut AREAPIAl F= AEZA 9

|

e}
AR

Aol A
Al el A

i
o)

Z‘I
136 | Journal of Korea Game Society 2019 Apr; 19(2): 135-144

]

o
B
=

A




A& ol gelEi

t}14,15].

i

of ALY T o

— Perceived Auditory Feedback and User Experience in Mobile Game: A Mediation Analysis of Enjoyment —
tH16]. Al &= AR A ATl A

N
p

DS

.

o

oo

;oT

o]

i

k)
o

o2}

L

.

Bl

0

;01_
T

p

&

ol

=

N
‘%O

4r

shgoz, ARt kel o

]

e AYe

—_—
o

)

ox

¢

o

N

. A8
1t

k=3

2.3 Tolel oHoH

& qlnt.

-y
a

<
h=4

z
Swe ApgAs)

Sed[17] AL8ALe] A3

S

]

R

o]

L
.

ALgrel A AA S ALgR

oz

A~

4>
=

g et 9

L
L

Aol A

fuch]

2.3.1 2™ m=Hiat 30|

=]

S|
S

o] 47|

b A2 w4l

9

Kok
=

7

o
N

79
H A Z7]1H23,24].

=
°©

= 99

A1) (enjoyment)

e

L=

1j]

[e]

QAT AFHEATH25].

&

&

R
L

T

ol

AE el AFo] 279

=

3T

L

L

=

=

del A
]

Jog Ho

&

olo

Al
Pz

e AYelN 2Ee, T2 S} A AL

(pleasure, joy, fun)}

Al Z

access
3

o
o

for
]EBH
— =1

b3

A (clues

AH&A7} 7 A(warnings) Y
A

A=

o)
Al el

L
fu

R

L

PaA Al

AR

A&

[19-21]. ©]

9|

[e)

=

(auditory cues)
points), 7€ ¢

e

KN
=

o

o]

HrH27].

Ea
=

AAA
A AA

-

oM A& 2

zelsh zelA s 4£YE

=
hrope

R
L

L

T

Ea

[

AR}
Journal of Korea Game Society JKGS | 137

47t

s

ol A

o]
=4

72 A

gl

=

tH22]. v}

3l

A

=l 71973

L

h



|
a
)
=
e
R
=i
I

"

9744 W= ek gAY Al AR B —

2.3.2 Mojet =Y AF7Hd 5 AlE AEHA olgo ke dig A
7t el Jas uig Aot
Ave =99 M8 dowA &S FH9l
o] UrH14,28]. <5 EW, 7MY AAE BE 3. 97 HhH
A AFEAZE ANEE S AEA dEskal ofok
715 wHEoRtthal AR SCEA AN A & 1 QAEI0{XR}
g7 SAAEHA Fal AQlel Hs #el(E)3)
A Bo12]. WA 2Ex=2 o wr Aule 549 2 AT MEs AFEr] fs 20189 104
899 ey YA ArE wold gy OUTH 127 AR9S Al Ads a4
ZAt29]. 1A AFeEE Eg oA w= A9 thtell AjEEel skl 100% (F 459, o] 539
Aato] W Ar(dTu)= ezt Aoe = HSH 2%8)e] of Aol Feldt
AA ek oy & & 5 A FoEN A
of B B9 gk 3.2 &8 nH

2.3.3 Mojet ol82e=

)\

MGl T SHE W BANE YTk
A

)

~
w
i\
T
w
0
o
2
g

o]

A A FHE W o goldE g
=tk 1 G AHA o7& 8Fa[24,25,30-32],
d AeE Vel @33l

L AV =A5E AgAE] AY

e

o e & o o
Y
i
= rio

rlo
PR
o

o

I off
to
)
I
2

o

fru
_O‘L

=l
by
s
)
ulx
pau)

U ARgAbE] ‘S Ade ‘8}‘5/‘1 Oéﬂl =
)

sletolekal Q148t7] miitel] thA] o] &atal o= 3.3 Holo| =X

A 4 ArH34]
Sl M= & 4= glskol, Avlsh &9, o]go= 3.3.1 2y mE=Y Qx|

o AT B AU Aol wE AL ey

o] AdE WAL FAH =W} ofgA Hol A7 dEm2 ARgATE A Sadke] BE

SEAE 2APE dastth adA 2 dTelde A8 T XS He ARTHSL AT

ol AFtelA wiEzl ARt Av|, e Av ARl FAH BFE ATAse] 5719 g
AdE = =903 olgoe ZAzte #AE A 2 AAH Feus ZASYAh de AY A8
A AEE Fe Awstea @k AvE & AL [l oE) f5Eks s A4 & A

g A Fleljgta B A, (A7 s= A g S SIlT,

b 9% Aoleta Sk o, (A9 g 23 CE
AT 4 Avle Bl OF 32 A= ok A% ¢ 5 A A=A 184 @
o JFE AAT Aol o, 5=ul$ aEtH) (M = 342, SD = 79,

138 | Journal of Korea Game Society 2019 Apr; 19(2): 135-144



— Perceived Auditory Feedback and User Experience in Mobile Game: A Mediation Analysis of Enjoyment —

Cronbach’s a = .70).
3.3.2 70|

Anl= A Q&dd wEt AR EAE
HAHCR[B], 2727 &

[Skalski et al., 35]¢] &< ATAsHA AvE
Ak ‘U= o] AYS s B AU,
‘U= o] AdE SF;EN s A, ‘v o]
AL sk St AMAAY, “Us o] A
Pop’, “v= o] Afde] Rk

ATy A=A 184 gr¥, 5='v]

2 s 4AY

1' o

[¢]

N

11

-{o _1>4 m{o

s el 0 2g
0] ]
DA I

o8 A

agy) (M = 3.86, SD = .88, Cronbach’s a =
94).

3.3.3 =2

9L AYe Jyste AAHAN AR A
7] FELE A HE A= =2 AYH A A
S d3oH36]. WdF Q[7]e] ATl AMEE
AR T AT EYE FASAE e
o] AYE she wet. [EYsAn, [Fo8Fst
Ao, [FFs717F A9, (NE b & B
o], [Agde] 2uA @71E B (1="%3s 1
A g, 5= aEY) (M = 399, SD =

772, Cronbach’s a = .86).

3.3.4 X5H 0182

AR AYE ST ASHOR o g3l
B S oAE A% olgolweta golsuls],
24 pae AgdN6le Tae ATk
= thgolE o AYL ol§T Aol i o
omE o AYEL A% EHalold Aleltk, “ihi:
of A vld AYL E 2 Aol (1=A
3 28 ek, 5=l g 2 (M = 323, SD

= 93, Cronbach’s a = .89).

oX,
e
=2
o o
%
o
s
il
2
ol
ol
ol
2
82
r o

AT 7}@%-;— HZ 3871 ﬁoH glojxo] =
2~ w22 (PROCESS Macro)[37,38]& o] &3}
th SPSS ZEdle] 9]l V|%E S &

g

Besas de

e = 1 @

(Rl o
=2

o o

4
2 oAge] 7 1, 2, 49 H2hA gz 1)
o #AE v ﬁiﬂli*’ﬂ/ﬂ A&3}

v 2l 4 B Al Baak sk gl

g BAske ) APk e o] ¥Aom
S, BY-F%, A-FE WEE e @
AL golr skt

o]

o

A, wiA BAZE A™sh] HE 20s A
< W[39], AAE AAA FEw(EHY
Mol #AAZE FmAaADA), EU(EFE) T
HAZ FuAeheA). a2la wiz) Hle] &
oAzte W EA(EH) I IxH FAH 3=
W(Eg)e] ZHrt ofstEATH3S AN ([Table 1]
dx). o] w7l EdE FEE A3E B T
o= FowtrtE 3o A ATH[Table 2]
). [Table 113} [Table 2], [Fig. 1]& <21x#
e v 59 7o) HAE BoFm,

sl 7HE (R A d=w QlAek A 3o

N
4u:

=

ol o
oM BN Ji
_12*4

)

9,

B2 ), M 2R AH v Qxsh 24 3
o A A, P ACEl g Arel )
37t BF AR A4S & 5

Journal of Korea Game Society JKGS | 139



|
ta
s
=
©
X
o
b
21,
N
N
o

[Table 1] The Mediating Effect of Enjoyment
between Perceived Auditory Feedback(PAF) and

= olAsh AbgA AW A WA R B —

[Table 3] The Mediating Effect of Enjoyment
between Perceived Auditory Feedback(PAF) and

Flow Intention to Use
Step 1 model Step 2 modelStep 3 model Sten Lmodel Step 2 modellStep 4 model
Predict| Mediator: Dependent | Dependent Predi Mlz:diator' Dependent | Dependent
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Flow Flow ors Jer Intention Intention
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Enjoym| | | | | | |65% 6 11.4 i
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X 5 (001, *FF* 5 (0001, ent ok ok

[Table 2] The Bootstrapping Results of Perceived
Auditory Feedback's Indirect Effects on Flow and
Intention to Use

95% CI
ILIL UL

Effect | SE

Indirect Effect on
Flow
Indirect Effect on
Intention

.32 .07 20 45

32 .08 19 49

Enjoyment

a = 049+ b = 0,65

Perceived Auditory
Information

[Fig. 1] The Relationship between Perceived
Auditory Feedback, Enjoyment, and Flow
Note: ¢ denotes the effect of PAF on flow when
enjoyment is not included as a mediator,
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a =049+ b = 066"

Perceived Auditory
Information
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[Fig. 2] The Relationship between Perceived
Auditory Feedback, Enjoyment, and Intention to Use
Note: ¢ denotes the effect of PAF on intention to
use when enjoyment is not included as a mediator,
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