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Persuasion in Games and Game Streaming Culture
LIN Jih-Hsuan

The unique feature distinguishing digital games from other “traditional media” is its
interactivity. This talk will discuss the mechanisms in digital games which result in
stronger persuasion compared to other forms of communication. Two studies will
examine this issue by comparing digital game playing with other modes and test a
moderated mediation model of identification on players’ affect, cognition, and
self-concept. In addition, positive applications and theory of intrinsic motivations
explaining effects of digital games on exercise will be covered. The speech will end
with the latest popular phenomenon of the game streaming culture.



