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ABSTRACT

Online games belong to a technology-oriented service industry that has emerged from the
assimilation of game contents and communication networks in the respective realms of culture
technology (CT) and information technology (IT). This study examines the individual acceptance of
online games as entertainment-oriented technology based on the belief-attitude-intention paradigm
and the underlying hedonic and utilitarian motivations. To measure the latent variables influencing
the acceptance process, a structured questionnaire was developed based on the existing Technology
Acceptance Model. Research model analysis and hypothesis testing were carried out using a
structural equation model. Results indicated that latent variables reflecting hedonic and utilitarian
characteristics had a significant influence on user behavior in the acceptance of online games. By
uncovering the core factors in! fluencing the acceptance of online games and thereby theoretically
verifying the latent variables influencing the acceptance of entertainment-oriented technology, this
study provides strategic implications for business models by game companies aimed at attracting a
large user base and dominating the market.
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