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Impact of Human-Computer Interaction on Flow Experience: Study on RoV
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Abstract

The objective of this research is to study the impact of human- computer
interaction on flow experience and sex differences affecting on both variables. The
population and the sample are members of the Garena RoV Thailand website with a total
of 4,798,120 members. The sample were collected by using questionnaires as a research
instrument. The hypotheses were tested by Simple Linear Regression Analysis and t-Test.

The result showed that most of the samples were 300 males as 75.00%. Aged
between 15-24 years were 293 people as 73.25%. Education below a bachelor degree
were 190 people as 47.50%, and be students were 204 people as 51.00%. Gender had no
difference on human-computer interaction and flow experience. The human computer
interaction had a 44.4% correlation influence on the flow experience in the same direction
statistically significant at 0.05.

Keywords: E-sport, Human-Computer Interaction, Flow Experience, Game “RoV”
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