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Abstract

This study aimed to explore the psychological factors that generate fun in blended learning. Based on
results from literature review, this study clarifies a theoretical ground for the psychological factors that
generate fun in blended learning. Initial items to measure this concept were verified by content analysis
and then finalized. After a pilot test done with 219 university students, gathered data were analyzed by
item selection and exploratory factor analysis to verify their validity. Next, the main test implemented with
326 university students was analyzed with exploratory factor analysis using the method for rotation based
on principle component analysis and varimax for validating the final items to measure the psychological
factors that generate fun in blended learning. As a result, the scale for the psychological factors that
generate fun in blended learning consists of 36 items to measure the following four factors: intellectual
curiosity, immersion in the task, social support and exchange, and a sense of achievement in performance.
Criterion-related validity were performed at last to check this scale’s theoretical construct. In conclusion,
this study concluded that the constructs for the psychological factors that generate fun in blended learning
could be generalized and applicable to other samples.
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<Table 1> The item content validity of the fun factor that induces learning motivation in blended learning

Components of Fun in Blended Learning Initial ~ Deleted  Modified Final
Division Explanation items items items items
Curiosity Curiosity is the starting point of learning, which
(Kang et al., helps learners create a sense of satisfaction or 8 ) 6
2011; Yang and  disappointment, and creates anticipation for the next (c1~c6)
Park, 2023) learning experience.
Challence The challenge is to make students enjoy learning
g activities that resolve the uncertainty of the outcome, 6
(Yang and Park, h as derivi 1t | b - 8 2 1 (c7~¢12)
2023) such as deriving a goal to solve a new embarrassing
task and making a plan to achieve that goal.
Creativity to produce productive classroom outcomes
Creativity in learning is a deep cognitive processing process
(Csikszentmihaly,  that also affects the intensity of emotional responses, g ) | 8
1997; Lubart, activates the integrated interaction between cognition (c13~c20)
1994) and emotion, and enables continuous and in-depth
fun.
The sense of achievement comes from the
Achievement satisfaction ~of curiosity, the achievement of
. challenges, and the completion of creative results, 8
(ung, 2012 ng tations  for learni d the % b @ar-as)
White, 1959) l ese expectations for learning an e
assignment of meaning to values allow learners to
experience interesting learning activities.
Social interaction Learning is centered on the subject, and the
(Min et al, 2021; formation of intimate relationships  between 8 | 8
Yang and Park,  instructors and learners, peer learners, and prompt (s29~s36)
2023) feedback make it relational and emotionally fun.
Immersion Learning culminates in an immersive experience
(Kim et al., (loss of self, integration of consciousness and action,
2010; concentration on tasks, distortion of the sense of 8 (i37§i44)
Csikszentmihalyi,  time, etc.), and the following learning can be
self-directed.
Total 48 4 4 44
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<Table 3> Structure coefficient matrix and credibility of final standard of fun in blended leraning

Question Items F1 2 F3 F4
s34 1t is enjoyable when learners' interest and interest are sustained by various examples. 873 095 135 141
s30  When the instructor runs the class energetically and actively, the focus is on the class. 869 122 110 .093
s29  Concentrate on teaching when using specialized visual materials in class. 858 126 107 .080
s31  Work hard on assignments that apply what you learn in class to real situations. 851 084 144 102
s33  Learning is motivated when clear goals and rules are provided in class. 831 187 147 213
Students become immersed in learning when the level of completeness of the class is
536 improved through continuous improvement during blended class activities. 830 162 .27 059
$32 It is interesting when given a task to solve a real life issue. 817 121 198 176
cl4 It is fun when solving learning tasks with unique ideas with flexible thinking and attitude. J5%6 163 219 198
It's fun when you collect knowledge and information flexibly with an open attitude and
cl3 reorganize it anew. 07 .039 270 .131
c3  There are often times when it is fun to focus in class on an interesting assignment. 068 872 275  .007
i37  Self-efficacy seems to increase when learning itself feels happy through learning activities. 053 867 248 -.005
i39  Classes or learning often feel exciting. 063 8499 273  -.005
i38  There are times when I forget myself because the process of learning during class is so good. 111 847 219 .030
i40  Concentrate when class feels natural, like flowing water. 098 815 069 234
i41  There are many times when it feels like the process of studying happens automatically. 062 803 .074 276
i44  When you feel completely immersed in a class, you feel that you have accomplished something. 118 768  .014 257
i42 T often feel like time passes very quickly while studying. 282752 027 -.055
. When I focus on studying, there are often times when I feel the speed of time passing
43 differently than usual. 31645 043 055
a22 It's exciting when you're working in a team with fellow learners and trying to solve a task. 269 213 772 .083
a2l It is fun when teachers-learners and learners have conversations through the learning community. 311 154 667  .096
a26  Confidence builds when you serve as a learning resource in solving difficult tasks. 342 207 616 .080
224 Students are more engaged when instructors encourage learners to participate in class through 302 156 584 212
social media.
a25 It focuses more when the instructor continuously monitors online learning activities. 526 106 529 195
a23 A difficult problem is raised, but it becomes exciting when you try to solve it. 301 284 438 205
$35  Students study harder when instructors provide individualized lessons tailored to the learner's level. 336 202 369 .184
It's interesting when you feel real as if you were in a face-to-face class while taking
a8 pre-learning online. 307104 331063
¢5 It is fun when exploring the principles or knowledge necessary to solve a problem out of curiosity. 306 218 329 245
It is fun when you have a sense of challenge in a given difficult task and explore
cl0 knowledge and information. 217201 186 568
c8 It is fun when new content is formed by linking newly learned content with existing information. 258 176 114 553
¢9 I have the expectation that I will complete the task well while solving the task step by step. 293 144 189 541
¢4 Confidence comes when you see the potential to apply what you have learned. 234 257 305 471
2 znfereriyp(r)(\);;i when [ actively participate in learning activities while controlling time and space 230 154 433 441
19 I want to praise myself when I recognize social issues in class and make decisions through 204 219 317 4l5
reflective reflection.
cll  When I feel that I am learning something properly, I have confidence in myself. d61 251 -021 369
A sense of self-efficacy arises when participating in activities to produce results according to
cl7 the learning goals set by oneself. 21625 A2 367
cl8 I feel proud when an unexpected insight arises from a question from a fellow learner and I 20 128 214 351
gain a new realization.
Figenvalue 11.657 7.044 3.845 2536
Variance accounted 32381 19.566 10.681 7.044
Accumulated variance 32.381 51.947 62.628 69.671
Coefficient 958 943 932 .890
Note: Factorl=Intellectual curiosity, Factor2=Immersion in the task, Factor3=Social support and exchange,

Factor4=A sense of achievement in performance
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<Table 4> Correlation between factors of self-directed learning test and the fun factor in blended learning

Construct Factors @ @ ©) @ ® ® @
@ Intellectual curiosity 1
i};ur;ﬂjgs; @ Immersion in the task 313%* 1
learning @ Social support and exchange B06** 434 1
@ A sense of achievement in performance -782** .564** 789%* 1
" ® Coognitive strategy 504%% 6737 499%F 701%F |
Segi:f;ted@ Motivational strategy 488%F 6367 498*F 715%F 802FF |
& @ Behavioral strategy A409**  679%*  517**%  603%*% 824**  799** 1
** p<.01
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