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ABSTRACT
Although blog owners’ satisfaction with blog platforms is one of the success factors for blog service providers, there exits little research on the factors affecting bloggers’ satisfaction. In this study, we proposed a theoretical model that considered flow and human interactivities with system, message, and other individuals as major determinants of satisfaction. After surveying 586 subjects, the results indicated that flow and human-system interaction had relatively stronger impact on the satisfaction. Furthermore, human-human interaction plays the major antecedent influencing flow. Finally, the implications of this research were discussed.
INTRODUCTION
Recently, blogs have been popular and widely used. According to the report of Technorati in 2008, the number of blog users in the U.S.A. has reached 22.6 millions in 2007. Moreover, the Market Intelligence Center (MIC) reported that blogs were the third popular on-line entertainment in Taiwan [6]. As a result, understanding what factors affect blog satisfaction becomes an important issue. 
Blog service providers (BSPs) have been developing new functions or services in hopes to increase users’ satisfaction, which may lead to continuous usage and frequent posting. It is important for BSPs because usage can bring them several potential benefits, such as the income of advertising and member fees. Hence, this research attempts to examine the antecedents of satisfaction with blog platforms.
LITERATURE REVIE, RESEARCH MODEL AND HYPOTHESES
According to a survey conducted in July 2007 by InsightXplorer, a marketing research agency in Taiwan, six out of ten main factors affecting the satisfaction with blogging platforms were related to the interactive functions of the platforms (e.g. the facility of using the interface, the ease of changing the templates of the blogs). Based on previous studies, the interactivity of the blogging platform was categorized into three types: human-system interaction (HSI), human-message interaction (HMI), and human-human interaction (HHI) [3][7].
In addition, not only interactivity but flow experience gives rise to user satisfaction. Flow is the mental state in which blog users are fully immersed in using. This high degree of concentration even resulted in a distorted sense of time [2].  Konradt and Sulz [5] indicated that individuals would be more concentrated on the website and satisfied with it while they were in flow state. Moreover, it has been believed that the flow state can be facilitated by interactivity [2]. Therefore, this paper proposed interactivity and flow as two major determinants of satisfaction with blog platforms, and flow would be influenced by interactivity. Figure 1 illustrates our research model and hypotheses.
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Fig. 1 Research model.
METHODOLOGY
The proposed research model was tested by using the method of partial least squares regression (PLS). Most of the items measuring the concerned constructs were adapted from prior related research with slight modifications to fit the blog context. For all the measures, a five-point Likert scale was used.
The target subjects were the individuals who owned blogs on WRETCH (www.wretch.cc). According to the statistics of Alexa.com in 2008 (www.alexa.com), WRETCH has been ranked 1st website in Taiwan.
The samples were selected by the random select function provided by WRETCH. We posted a private invitation message of the survey on the guest book of 3500 blogs. Consequently, 586 responses of active bloggers were received and used to test our hypothses.
Data Analysis and Results 
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 Fig. 2 Results of the research model.
Figure 2 presents a graphical depiction of the PLS results, which shows the standardized path coefficients among the constructs and the variance explained (R2). The results showed that all path coefficients were significant.
DISCUSSION
This study divided interactivity of blog platforms into three types of interactions and examined the impacts of them on active blog owners’ flow experiences and satisfaction towards using blogs. All hypotheses were supported in this study, and some interesting findings are as follows.

First, bloggers who engage in HHI were most likely to experience flow. As previous research has confirmed, two-way human to human communication could increase the fun and excitement of the systems. In addition, participants who are concentrated and easy to interact with other participants would have more flow experience.
Second, HSI, such as the functions of posting information and uploading photos, had the most influencial effect on user satisfaction among the three interactions. This is consistent with the past study [8] that users who had abilities to control the interaction with websites would feel satisfied. It implies that it is essential for blog platform providers to provide sufficient tools for bloggers to post articles, upload photos or videos.
Finally, compared with three interactions, flow was the largest predictor of users’ satisfaction. The finding echoed Ghani’s [4] study that flow was associated with user satisfaction and the acceptance of information technology.
LIMITATIONS
The limitations of this study should be addressed. First, though Wretch is a representative blog website in Taiwan, the characteristics of blog owners may differ in different blogging platforms or nations. It is worth to investigate the differences in blogging platforms or nations in future research. Second, the subjects were limited to active blog owners, who updated their blogs at least once a week. Moreover, active blog owners usually spend more time on posting articles or uploading photos (HSI) than searching for information on the blogging platform (HMI). Thereby, these may limit the generalizability of the results.
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