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Abstract: Entertainment offered in advergame can make it difficult for
children to understand the message conveyed. Therefore, further investigation
on its effectiveness as marketing tool is needed. In this study, we analyse the
role of presence, flow, and persuasion knowledge on children’s attitudes and
intention to buy product advertised in the advergame. Two hundred
10–12-year-old children from public and private schools in Jakarta and
Surabaya have participated in this study. The results show that presence has a
positive impact on advergame attitude. The prediction stating that flow has a
positive impact on advergame and brand attitude is not proven. The increasing
persuasion knowledge only shows the impact on brand attitude. Advergame
attitude shows a positive impact on brand attitude and not in purchase intention;
whereas brand attitude shows a positive impact on children’s intention to buy.
Based on the findings, suggestions concerning future research and managerial
implications are proposed.
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Introduction

Playing video game has been part of children daily activities, supported by the improved
access to the digital world. A survey conducted by Indonesian Internet Service Providers
Association or APJII (2016) revealed that in Indonesia, the age of internet users is getting
younger and children with < 18 years old prefer to activities such as playing games
(eMarketer, 2016). In order to attract children’s attention, marketers are demanded to be
creative in promoting their products. One of the alternatives is to combine the advertising
with the digital game (Steffen et al., 2013) or advergame. Advergame is a game
specifically designed as promotion media that emphasising entertainment aspect (Gross,
2010; Terlutter and Capella, 2013; Youn and Mira, 2012). In advergame, advertising
messages, logos and characters are integrated into the story or game played (Mizerski,
2009; Mallinckrodt and Mizerski, 2007). Advergame is also considered suitable media to
promote products for children because it is more challenging and interactive compared to
the brand placement in the movies or TV (Youn and Mira, 2012). In addition, players can
spend hours or even months playing their favourite video games, thus, marketers expect
longer brand exposure compared to other media (Martí-Parreño et al., 2017).
Advergame is a unique media since it can give immersive experience and the hidden
message in advergame can affect attitude and behaviour of its user subconsciously
(Staiano and Calvert, 2012; Nuijten et al., 2013). This immersive experience can be
gained through presence and flow perceived during playing the game (Weibel and
Wissmath, 2011). Presence is the sense of being in a virtual environment through
communication technology (Steuer, 1992). Similar to this, the players perceive a feeling
as if it were in the game and interact with the contents, objects and characters that did not
exist in a physical environment (Biocca, 1997). This feeling emerges an experience
between the players and products (virtually) and brings a source of enjoyment and
persuasion as the primary goal of advergame (Bracken and Skalski, 2010). Prior studies
relating to the effect of presence on attitude and behaviour show various result. However,
those studies more concern on teenagers, adult and media such as online advertising (as

Children and advergame

295

in Debbabi et al., 2013), web marketing (as in Coyle and Thorson, 2001), etc. A sense of
presence in advergame in the context of children has not been appearing to be the case of
those mentioned studies.
Speaking of flow, it is a state of being in which a person completely involved and
immersed in certain activities, leading to time distortion and neglecting other activities
that have no correlation to the activities being done at that time (Csikszentmihalyi, 1990;
Hoffman and Novak, 2009). In marketing, flow is essential to understand consumers’
behaviour in the online environment (Hoffman and Novak, 1996; Obadă, 2013). In
addition to resulting enjoyment (Csikszentmihalyi, 1997), flow is also able to create
positive outcome since an individual who is being in flow condition will be easier to get
persuaded (Hoffman and Novak, 2009). The reason is that, when experiencing flow,
an individual tend to accept the message and information delivered (Cooper, 2007).
Although that a number of studies have confirmed that flow has a positive influence on
attitudes, surprisingly, some studies also show a various result. The study conducted by
Wang and Tseng (2010) on university students in Taiwan using a game as learning media
found out that flow does not give significant influence on the attitudes toward the game.
In addition, as noted by Mau et al. (2008), flow does not have a direct impact on the
attitudes toward the brand but it has indirect impact through the attitudes toward the
game.
The greater number of advertising formats can cause varied effects on two aspects.
First, the way of consumers responds towards the ads. Second, the way of such an ad
enables to influence the consumers (Tutaj and van Reijmersdal, 2012). In advergame, the
information associated with the brands or products is integrated with the game (Waiguny
et al., 2012). This characteristic makes children difficult to differentiate the advertising
and the entertaining content. They do not aware that the intention of the advertising is to
persuade them to purchase certain products or services (John, 1999). The ability to
understand the goal or advertising strategy depends on their persuasion knowledge (PK).
Referring to persuasion knowledge model (PKM), if an individual is aware of what they
watch is advertising, they will create a negative evaluation towards the advertising or
brands advertised (Friestad and Wright, 1994). PK is formed over time and will be used
as a defence towards advertising influence. Waiguny and Terlutter (2010) pointed out
that if children are aware of the fact that advergame is promotion media, they tend to be
sceptical. Other researchers, Mallinckrodt and Mizerski (2007) examining children aged
5–8 years found no link between the increasing of PK and the preference of the brand or
intention to ask the products after playing the advergame. Examining the older group of
children, it is revealed that the more they recognise the purpose of the persuasion of the
advergame, the higher preference they have toward the brand advertised. It indicates that
PK has not been certain in the context of advergame. Since such expositions related to
PK are unsatisfactory, having the different results in digital context, it is urged to conduct
further research, especially in advergame context in children in order to analyse the
effectiveness of advergame.
As more popular the advergame, this study is intended to analyse the influence of
advergame towards the attitudes and intention of children to purchase the products
embedded in advergame by focusing on the experience of presence, flow and PK.
Practically, the result of this study enables to provide consideration for the company
about the effectiveness of advergame as advertising media for children.
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Theoretical background

2.1 Presence, advergame attitudes and brand attitudes
Presence is the sense of being in a virtual environment and as though the experiences
with the object or event in the virtual environment is real (Steuer, 1992; Lombard and
Ditton, 1997). In the context of computer game, Nelson et al. (2006) viewed presence as
individual transportation in the game (‘you are there’) or ‘the feeling inside the game’.
The concept of presence or telepresence initially came from the researchers worked in
the field of computer science and engineering (e.g., Minsky, 1980; Steuer, 1992). But
then, the study about presence has broadened into many fields including marketing,
behavioural and communication sciences (Rodríguez-Ardura and Martínez-López, 2014).
This feeling can create the experience between the players and the products (virtually)
and create an enjoyment and persuasion as the main goal of advergame (Lombard and
Snyder-duch, 2001; Bracken and Skalski, 2010). In marketing literature, the direct
experience with the product has a greater influence on the attitudes and belief of
consumers compared to the indirect experiences (such as advertising or mouth-to-mouth
information) (Debbabi et al., 2013). Actually, advergame is similar to the indirect
experience as this experience is obtained through media. However, the developing of
technology allows this virtual experience looks like real and enables the players as having
interaction with the products/brands in the advergame (Hughes et al., 2002). If the virtual
experiences with the products are perceived as a pleasure, it leads to creating positive
attitudes towards the advergame and the brand integrated into the advergame (Debbabi
et al., 2013; Grigorovici, 2003; Molesworth, 2006). Thereby, the hypotheses proposed
are:
H1

Presence positively influence advergame attitudes.

H2

Presence positively influence brand attitudes.

2.2 Flow, advergame attitudes and brand attitudes
Generally, game flow is a situation in which a person fully immersed in the game being
played. First and foremost, the concept of flow is used to describe a person’s pleasurable
experience in the context of daily life and work, yet the concept of flow, currently, has
been referred to across a variety of fields (Nakamura and Csikszentmihalyi, 2002;
Waiguny et al., 2012). Flow has also been studied in the context of information
technology and has been recommended to understand consumer behaviour (Hoffman and
Novak, 1997, 1996).
During the state of flow, an individual’s attention is freely invested in focus attention
to the activity, time distortion and loss of self-consciousness (Csikszentmihalyi, 1990).
Video game enables to boost this state of flow. The game can keep the players
concentrated as they have to be complete and win every level of the game (Youn and
Mira, 2012; Kazakova et al., 2012). Being focus on the game makes the players
forgetting the time and do not pay attention to surroundings (Hoffman and Novak, 1996;
Kazakova et al., 2012).
Advergame is an advertisement that is featured as part of amusement in order to give
pleasurable experience for the players. The interaction between the players and the
products is virtual (such as collecting the products to add power) and is intentionally
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designed to make exciting experiences for the children. Comparing to other media,
advergame has a short duration, relatively simple and easy to play (Nelson and Waiguny,
2012), so flow state can be easily achieved. When a person is experiencing flow, he is
likely to accept advergame as a media of entertainment, not as a means of promotion
(Lang, 2000).
The experience felt when playing the advergame can create a favourable or
unfavourable evaluation. The more players feel entertained when playing the advergame,
the positive attitudes will be created as well (Ham et al., 2016) which will be transferred
to the brand or product advertised through affective conditioning (Escalas, 2004;
Waiguny et al., 2012). This notion is in line with Baker (1999) who suggested that the
brands integrated in an advertising format can influence to build the attitude towards
brand through the subconsciousness mechanism. Besides, the interaction with
product/brand in the advergame is generally a tool for them to win the game (e.g., it can
increase the speed, power, defeat the enemy, etc.) so as to generate a positive experience.
As a consequence, this experience will always be remembered every time the players see
those products/brands and positive feeling toward the brand will also increase (Nelson
and Waiguny, 2012). According to the aforementioned explanation, the hypotheses
proposed are in the following:
H3

Flow positively influence advergame attitude.

H4

Flow positively influence brand attitude.

2.3 PK, advergame attitudes and brand attitudes
A person’s ability to recognise the commercial content and to cope with the persuasion
attempts is defined as PK (Friestad and Wright, 1994). PK is beliefs within-person who
can inform others’ attempts to fashion their own (in terms of beliefs, emotions, attitudes,
decisions and thinking processes) (Friestad and Wright, 1999). PK is built over time.
Consumers learn about tactics used by marketers for those persuasion efforts. This
knowledge helps them to recognise, analyse, interpret, evaluate and remember the
persuasion and adaptive efforts to respond to such persuasion efforts. As a consequence
of this learning/experience, consumers’ attitudes and behaviours will also change toward
the actions taken by the agent of persuasion (the advertisers or salesperson) (Friestad and
Wright, 1994).
In general, the increasing of PK leads to make a negative evaluation about advergame
or the brands inside it (Bousch et al., 2009; Waiguny and Terlutter, 2010). In terms of
children as the consumers, Rozendaal et al. (2011) highlighted that children’s responses
to marketing communications depend on their level of understanding about marketing
practices. They will use that knowledge as a defence against the effects of advertising
(Boerman et al., 2013). Children who know who made and the goals of advergame will
tend to be indecisive toward the advergame and the brand embedded (An and Stern,
2011; Verhellen et al., 2014). The more they know (the higher the PK), they will make a
negative evaluation for both on advergame and brand integrated into advergame (Friestad
and Wright, 1994; Wright et al., 2005). Therefore, the proposed hypotheses are
mentioned below:
H5

PK negatively influence advergame attitudes.
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PK negatively influence brand attitude.

2.4 Advergame attitudes, brands attitudes and purchase intention
Hoyer and MacInnis (2010) described attitude is as a whole evaluation expressing
personal favourable or unfavourable regarding an object, problem, person or an action.
This is the reason behind individuals’ attitude toward advertising, brands and so forth.
Attitude is often used to assess the effectiveness of advertising since it is seen as a strong
predictor of intention and behaviour (Sicilia et al., 2006; Chang et al., 2013).
Attitude toward advertising is a personal tendency to give a positive or negative
response to advertising stimulus during a certain time of exposure (Lutz, 1985). The
effect of attitudes toward advertising on attitude toward brand can be explained by the
mechanism of affect transfer (Wise et al., 2008). In other words, if consumers like an
advertisement, he or she will tend to also like the product in the ads, leading to
influencing consumers’ choice and vice versa. For children, the positive attitude toward
advertising enables to create a positive evaluation of the brand and affect their demand
for the advertised product (Mallinckrodt and Mizerski, 2007). In the context of video
game advertising, the better the players’ evaluation toward the game, they tend to show
positive preference to buy the product advertised (Soebandhi and Andriansyah, 2017;
Noor et al., 2013). However, in contrast to the previous studies confirming this positive
relationship, the study by Machleit and Wilson (2015) about children aged 5–8 years
suggested that attitude toward advertising have no effect on children’s intention in
purchasing the products in the advergame. Herein, the hypotheses are proposed as
follows:
H7

Advergame attitudes positively influence brand attitude.

H8

Advergame attitudes positively influence purchase intention.

H9

Brand attitude positively influence purchase intention.

Figure 1

Conceptual framework
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Method

3.1 Procedure and design
An objective evaluation of the respondents is demanded. To support this evaluation, a
web-based game, with fictional brand, ‘Citos’ potato chips, was newly designed for this
study (Figure 3). The respondents have not had any experience of playing the game, thus
the result will be objective since they will not familiar to both of the brand and the game
itself (Schneider et al., 2005). Likewise, the game was designed in simple and easy to
play. This aspect is as same as the characteristics of advergame as argued by An and
Stern (2011) and Cauberghe and Pelsmacker (2010). Snack was chosen as the product
advertised, however, the researchers did not focus on particular products as it is not the
centre of the research hypotheses. In this advergame, the players must defeat the enemies
and collect Citos chips as much as possible. This product is a major attention of the game
and always appears during the game played. Turning to the game genre, arcade was
selected because it is considered neutral genre, in which can be played by boys or girls
(Gunter, 2016; Saracut, 2014).
A pre-test was held to 30 respondents using these criteria: the age range is the same as
the research context (10–12 years old), the respondents like to play video game, and they
like the same game genre as the genre used in this study. The aim of this pre-test is to
seek if any constraint is found in the game and to review the questions proposed and
all aspects related to data collection. For privacy reasons, during observation and data
collection process, the names of respondents were not mentioned in the questionnaire.
The consent of both the school and the parents to participate was required.
The questions in the questionnaire refer to the prior studies, then, those items were
translated and matched with typical children in Indonesia. Those processes, translation
and interpretation of the questions, were carried out by two bilingual speakers (English
and Indonesia). The questionnaire consists of two parts, the first part describes the
respondents’ profile and the second part is the question items related to the construct
observed. In the beginning part of the questionnaire, narrative about the products (without
mentioning the brand) and the method of fulfilling the questionnaire was provided.
Appropriate language style, for young children, was also put into consideration.

3.2 Data
This study involved 200 respondents of children aged 10–12 years (fifth grade) in the
public and private primary school in Jakarta and Surabaya within April–June 2018. As
two big cities, Jakarta and Surabaya depict the most saturated media usage in Indonesia,
thus, it is able to give illustration of urban users’ profile. This age range was administered
since in within this age category, children are able to consider some brand attributes
(such as: price, complexity, advertising message and taste) and able to give evaluation
towards certain products or brand (Rozendaal et al., 2010; Gunter, 2016). It is also
noticed that at this age, children also show more consistent brand preference (Bahn,
1986). Notwithstanding children understanding regarding the purpose of ads and their
ability to use that notion to reject persuasive message from ads, they will not use this
understanding if it is not explicitly delivered (Moore and Rideout, 2007).
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3.3 Measures
Children were asked to play the game for about 15 minutes in the class using the existing
devices. The link to play the game was provided. Questionnaire filling was assisted by
the researchers to help to interpret the questions. Before playing the game, the researchers
explained the game and the meaning of each scale. The questionnaire used four-point
Likert scale with smiley face icon, starting from an happy until not an happy expression
(Reynolds-keefer and Johnson, 2011; Hall et al., 2016) and using response choices:
strongly agree–strongly disagree. Whereas, PK was measured using response: certainly
know until certainly do not know.
Figure 2

Smiley icon Likert scale (see online version for colours)

Figure 3

The screen display of advergame ‘Citos Ninja’ (see online version for colours)

The data were analysed using PLS-SEM with SmartPLS software. There are 16 items
of the questionnaire. Two items refer to Hyun and O’Keefe (2012), used to measure
presence (e.g., When playing the game, I feel as I am in the action of the game and not
just watching the game). Three items are taken from Vanwesenbeeck et al. (2016)
for flow (e.g., When playing the game, I am immersed in the game so I start ignoring
everything); and two items to measure PK which are taken from Panic et al. (2013) (e.g.,
I know that ‘Citos’ chips create this game). For advergame attitude, the four items are
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adopted from Hernandez (2008) (e.g., I like the game I played). Whilst brand attitude was
measured using three items from Roedder et al. (1983) (e.g., It seems I will like ‘Citos’
chips). Lastly, two items from Rozendaal et al. (2013) were used to measure purchase
intention (e.g., I will ask my parents to buy ‘Citos’ chips).

4

Result

There are 200 respondents participated that consisting of 92 boys (46%) and 108 girls
(54%) with mean age is 10.98. Most of respondents are from Surabaya (58%, n = 115).
Respondents who are from public primary school is 53.5% (n = 107) and the rest is from
private school (46.5%, n = 93). Speaking of the duration in playing game in a week, it is
categorised into: everyday (24%, n = 48), sometimes/occasionally (57%, n = 114) and
only in school holiday (19%, n = 38).
From 16 items, there are four items with the value of loading factor is below the
threshold (0.7), that is, X2.1: 0.663, Y1.1: 0.689, Y1.2: 0.224 and Y2.3: 0.657. However,
loading indicator between 0.4–0.7 can still be used if the eliminating factor does not
effect on composite reliability (CR) and validity. While the indicator with very-low value
(< 0.4) should be omitted (Hair et al., 2014). Thus, in this study, only Y1.2 (‘In my
opinion, the game is boring’) is omitted from the model.
The average variance extracted (AVE) and CR is used to measure convergent and
discriminant validity. The value of AVE that is between 0.556–0.752 is higher than the
level that can be accepted (0.5). Whereas the value of CR that is between 0.789–0.858 is
greater than 0.7, meaning it has good internal consistency (Hair et al., 2014). To confirm
the discriminant validity, the measurement of cross leadings from each indicator is
carried out. This measurement exhibits that all loadings of each indicator on its construct
are higher than their loadings on other constructs. Further, the calculation of R square
values is Y1: 0.207, Y2: 0.214 and Y3: 0.288. It indicates that independent variables are a
predictor from its dependent variable. Yet, considering that R square value is low (< 0.5),
hence those independent variables have a relative slight impact on its dependent variable
(Hair et al., 2014, 2011).
Table 1

Value of AVE, CR and R square
AVE

Composite reliability

X1

0.674

0.804

R square

X2

0.653

0.847

X3

0.752

0.858

Y1

0.556

0.789

0.207

Y2

0.614

0.825

0.214

Y3

0.686

0.811

0.288

To examine the proposed hypotheses, bootstrapping with a minimum sample of 5.000
and 200 cases are used (Hair et al., 2011). Table 2 concludes the result of path analysis
with critical t-values 1.96 (sig. level = 5%). The result shows that H2, H3, H4, H5 and H8
are not supported.
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Table 2

Path analysis

Hypothesis

Path

T statistics (|O/STERR|)

Result

H1

X1 -> Y1

5.5627

Supported

H2

X1 -> Y2

1.7044

Not supported

H3

X2 -> Y1

1.9242

Not supported

H4

X2 -> Y2

1.7299

Not supported

H5

X3 -> Y1

1.1833

Not supported

H6

X3 -> Y2

2.2608

Supported

H7

Y1 -> Y2

3.5332

Supported

H8

Y1 -> Y3

1.3849

Not supported

H9

Y2 -> Y3

6.6045

Supported

5

Discussion

The first and second hypotheses predict that presence will give impact on how children
evaluate advergame and brand. Playing advergame offers a pleasant experience for the
players and this feeling enables to a create positive mood (Nelson et al., 2006). Noticing
additional result in this study, that is, the sense of presence in the game played only
shows a positive impact on advergame attitude, but it does not give impact on their
evaluation towards brand embedded in advergame (H2 is not supported). This result
contrasts to the previous studies claiming that the presence is one of positive
psychological response encouraged by the game (Youn and Mira, 2012). This disparity,
perhaps, is caused by the extent to which focus of attention can be given by the players
during playing the game. The players will focus on the game and remember the
experience of playing the game as a valuable experience and will not be mindful of
unrelated stimuli (such as integrated brand in the game) (Nelson et al., 2006). Thus, this
sense of presence does not encourage the players to like the advertised brand.
Regarding to the third and fourth hypotheses, it reveals that flow does not give impact
on attitude towards advergame or attitude towards brand. This is contrary to the previous
studies which demonstrated that flow in digital games is the major predictor of attitude
and can enhance persuasion (Hernandez, 2011; Waiguny, 2013). This gap possibly
happens because, in the context of this study, children are allowed to play the game
repeatedly during the duration of the research. It leads to boredom which produce
negative effect towards ads and brand stimuli (Cauberghe and Pelsmacker, 2010;
Verhellen et al., 2014).
Moreover, according to PKM (Friestad and Wright, 1999), the more children know
who and what the purpose of the ads is created, the more negative evaluation towards the
ads or brand advertised is resulted. Nevertheless, this study elucidated that the increased
PK only illustrates negative impact on attitude towards brand but not in advergame.
In other words, the more they know that advergame is a promotional tool, they will be
sceptical about the brand (Waiguny et al., 2014). On the other hand, the result of analysis
also presents that even if the children know that advergame is one of the promotional
media, it does not give impact on their evaluation towards advergame (H5 is not
supported). Evans and Park (2015) asserted that it occurs because the entertainment and
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enjoyment provided do not trigger doubt or negative attitude towards advergame because
they have pleasant experience during playing the advergame.
Based on Table 2, the result of analysis proves that the attitude towards advergame
has impact on the attitude towards brand (H7 is supported). Similar with the previous
studies pronounced that the ads packed in the form of game can create positive evaluation
towards the brand advertised and it boosts intention to buy the products advertised
(Mallinckrodt and Mizerski, 2007). In spite of that, this study does not reflect the
prediction of H8, that is, the attitude towards advergame can influence children’s
purchase intention. It can be said that anything the players feel when playing advergame
does not give impact on their intention in purchasing the product advertised. This can be
caused by the difference characteristics between advergame and traditional promotional
media, in which advergame more accentuates entertainment rather than product
information, more interactive and immersive (Reijmersdal et al., 2012). With the result
that the players will not presume advergame as advertisement message, which ignite
them to make a purchase (Kusumasondjaja, 2016).

6

Implications and limitations

This study broaden our understanding about the role of presence, flow and PK on attitude
and children’s intention with the exposure of advergame as popular media to advertise
products. The previous studies show various results. Described in this study, although the
impact on attitude (both towards advergame and brand) and purchase intention is
relatively low, but attentions from all parties should be put at the very first stage since the
message is hidden in the game played, which enables to influence children without being
realised.
The surprising result is that game flow does not give impact on advergame attitudes
and the brand attitudes. Conversely, this result does not support Flow theory
(Csikszentmihalyi, 1990) and previous studies which confirming the role of flow as the
main component in making positive evaluation from players. For the marketers, it is
noteworthy for them to consider the importance of duration to finish the game in order to
make children not being bored, yielding to their evaluation to the advergame or the brand
embedded in it. Furthermore, even as children’s understanding that advergame is the
advertisement media increases, it does not give impact on their acceptance to the
advergame. The entertaining and fun influence offered by the advergame can be as the
main reason behind it. This fact can turn benefit for marketers who use advergame as
advertisement media because it is well-accepted. However, the marketers also need
to consider that advergame is also can boost positive evaluation towards the brands
embedded.
In addition to the aforementioned results, this study also has limitations that can be
improved in future studies. Explained in this study, respondents are allowed to access the
games from their own devices. Some are using smart phones, tablets or laptops. These
difference types of device may make a difference experience perceived while playing the
game. Subsequent research may be able to use similar electronic devices to provide the
same gaming experience. On top of that, the reader should bear in mind that this study
was only conducted in large cities in Java Island, it is expected that the future research
can add other cities in Indonesia or by comparing rural and urban areas in Indonesia.
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