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Effect of Characteristics of Console Games on Intention of
Continuous use: Mediating Effects of Game Flow, Intimate
Relationship, and Brand Attitudes
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Abstract: Based on the development of new media technology and the background of COVID-19, this
study aims to analyze the influence of console game characteristics on the intention of continuous use.
The research summarizes the characteristics of console games into three factors: interaction, presence
and nostalgia, and verifies the influence of console game characteristics on intention of continuous use,
as well as the mediating effects of game flow, intimate relationship and brand attitude. The results show
that the characteristics of console games are an important factor affecting game flow, which can improve
the willingness of the intention of continuous use in console games. Second, game flow, intimate
relationship, and brand attitude have positive effects on intention of continuous use, and there is a
mediating effect between game characteristics and intention of continuous use. This research provides
theoretical and practical implications for the development and operation of future console games.
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1980 At HITl 2 A A9 T2 dAA7EA] 40 WA, A AA AL AlFel A 7

s
2 HTS AL e FE AY AL 4sdnin Al2E ZE Aol SAIHHA

=
AL FAEZFEH & #4AS w3 QT Tony Manninen(2003)% Habermas(1984)2]
Ay Aol 35 ©]&(communicative action theory)® A g ste] Al W FEAHE WA S
Agstel el AEAE NS HAQTHs, @A, =& AU BA AL
olgd AHFUS AU ALEAE QARE AF T PHoR oAUCHe T&
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ZEE VRY AR 7lee Aol A& AREANAl ZHEAE Fofgin, E3Fo] Azt
s, 9 A 5 7' Ad g A =5 Gzl ol g S5 < g=ws
S g AT JRlE 291 ZE AYAS VSl HAFEY TVE 3 wo=mv =4
AR AYdE T fGA mo2 24 F de Adoe=E ®sxZlon, 523 QA
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[Table 1] Measurement Items and Descriptive Statistics
Construct Scales ;O?:?]]ak SjgﬁsaCh’S
g EEARE T W= ole A @ s ol o Edd 0962 | oo
2.7% Aol ba B2 ol & vE F AUk 0.891
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[Table 2] The Final Results of the Study

7+ Estimate S.E. C.R. P HsAT
711 AT gg>AY 5 0.310 0.058 5.345 ok 2|
712 TYPEsAY 5Y 0.268 0.055 4.857 ok A e
7Hd3 waER ol >AY &4 0314 0.055 5.655 ok A e
714 A EY->3d A 0.273 0.059 4617 ok 2|
7145 Al EQl->HA= B 0.218 0.085 2566 | 0.010 2] &
7146 BT HE->A]E52Q ALE o 0.131 0.048 2.734 | 0.006 2] en
717 AL BA->AEH QA AL 9% 0.143 0.047 3.023 | 0.003 2} €
7148 AY EYJ->AEZQ AME 9= 0.133 0.058 2286 | 0.022 2} €
( \ Ay zA
ahezre intimate
(interaction) b re%anomh.tp]
p
RN o2 Ad 29 013 S| AsAw e g
H}reszlt_} (zame flow) “| (intention of continuous use)
0'5\"'
L AAO |
(nostalgia) HWEC BT
(brand attitnde)
\_/

*p=<0.05,~p<0.01,**p<0.001
(19 2] A% AT =Y

[Fig. 2] The Final Research Model
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