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A recent online game is growing with the combined action of content as well as
operating services. However, in previous studies, with a lot of focus on content
characteristics of game than the game operating service quality studies have been carried
out. This study targeted research online sports games, operating service quality and
content characteristics of the game are analyzed effects of word-of-mouth and continued
usage intention by applying Expectation Confirmation Model. as a result, it has found
that as a result, it has found that sense of reality turned out to be a major variable
affecting the content of the game even expectation confirmation. Directly and indirectly,
it was confirmed that the role of empathy affect to expectation confirmation and
satisfaction.
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[Table 1] Modified Operating Service Quality
Factors

factor Definition

The ability to provide

1 Reliability . .
exactly promised services

The ability to provide
2 Empathy
personal care to users
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[Table 2] Operational Definition
Variable definition Reference
The degree of fun and excitement of the Davis et al.(1992),
Playfulness game Kang(2012)
Sense of The degree of feel like real game in the .
Reality game Kim & Kang(2014)
contents < The degree of feel like fighting spirit and .
characteristics Challenge competitive in the game Lin et al.(2012)
. The degree of feel like challenge for a new Csikszentmihalyi
Indepfnd Competitive goal in the game (1975)
en
The degree of easy handling and .
Variable Easy of Use understanding Davis et al.(1989)
e . . Cronin &
Reliability The ability to pg(e);zé(iigesxactly promised Taylor(1992)
operating Jeong et.al.(2012)
Z?gﬁf;ye Empathy The ability to provide personal care to users Tg;g?(nlggg)
Respogssivene The ability to provide services immediately Tg;i)onri(nw%@
. User'’s perception of the match between
Parameter a’;@fﬁgfﬁﬁ% expectations and g;ﬁﬁgl performance for Bhattacherjee(2001)
Satisfaction Perceived satisfaction of game user Spreng et al.(1996)
Continued .
. . Mathieson(1991),
Dependent Irgssg(em Intention to try to continue the game Bhattacherjee(2001)
Variable - -
VK/?(ESt}?f Behavior intention to recommend for game Wz?t%géi??g%7)
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[Table 4] Exploratory Factor Analysis
Independent Variable

2 dAFe ATEAE 8 AEERAE AAE Indepen
— - _ - dent Component
gom 2kl X =AY o]&AFol U= AME Variable P
=0 o J 2] = = o
AES SR Ao FE AEASF 916 .110 086 .109 .176 .017 .040 .031
PCY #8258 SHUESR AELNE B Guiene | T 00 Dr e am1 o a5 e
A= B Ao AL Mo % Ho o} ’ ’ ) ’ ’ - ’ ’
SESATE. Aol AbgE A F 20901, §H 802 .173 .179 .071 .099 .148 .317 .016
A FAde 2044 (98.1%) 0 Eetga, dEgE 105 .849 .195 .236 .229 .075 .070 .057
ZOEH %\];:]1_;(]_7]_ 100@(48 lo/)ol }\AJ~ 6—_!,/;3% 1431304 Playful .143 .810 .299 .191 .092 .039 .223 .138
. e s (2 . ness 182 .779 316 212 .155 .107 .124 .157
(675/)) 7V Assles 22Xz ALAFIEGET, 5 193 .757 345 .190 .130 -044 .142 .142
W EE I TA SRS e e Base |00 C0e 7ea 172 107 130 245 161
A& 2}7 ™ o7 7R =o HSS X £ : ' : : ' : : '
}" F7F 16878(80.8%) % 714 3= &= A [? 220 330 .732 .260 .148 -053 .106 .028
2|5} se 257 397 .668 .088 .204 .129 .153 .172
B oj:rLoﬂHi 0:‘:'_L ﬁgg] Jt;f:‘b\é% 7‘3%_—3],7] .026 .311 .183 .797 .129 .296 .223 .081
134 310 .079 .747 234 332 .187 .094
3] A 3 B8 A A Al F] Empathy
Fotel A=At BEy s sl | 110 .182 223 .705 .163 .293 .327 .101
A Aol Cronbachs AlphaAl4E &35 093 .299 270 .673 .170 339 .366 .099
W 070149 A4S Hzo] Aol EFri= Sense | 200 113 076 .094 753 .380 .226 .169
123 243 250 .070 .745 .105 .325 .135
=0 X =) T}A] O Of
7% FastgdtiHair et al, 1998). BlEA LS o 282 246 257 303 721 080 049 099
zQstnz ate Ade Aot " =AHeY callly | 364 180 207 438 603 .082 .173 .082
103 .036 .152 .242 -014 .858 .066 .062
=AE = ges B AFdaEs Q9lR Respons
s A = A N resb 063 .030 .035 .286 .155 .841 .120 .174
e AAEATE B 43= o [Table 313 IVENess | o 042 -183 .145 302 .664 .166 .116
[Table 4]¢} 7ro] vpehyrom A#Ads} efeAol 197 .139 .152 .283 .145 .145 .819 .117
Reliability | .203 265 .111 329 .176 .209 .713 .086
T A} Wolo] Ao EA o AMg3h=
R A IRl Aow e ol AH&-st 260 .126 .201 .195 .325 .098 .692 .059
ol ool gl Aer AGFY Competi | 078 136 127 -049 155 059 -037 .872
; 023 .113 .137 .039 .107 .187 .082 .841
1veness
. 200 .077 .013 .246 .007 .073 .082 .813
[Table 3] Exploratory Factor Analysis T
1g2en
(Dependent Variable) Vgi 1278 3.02 243 200 1.24 1.06 1.05 .75
alue
Dependent Variable Component Gronbach | 1) 941 916 854 900 823 878 .850
852 292 -.017 188 's Alpha | ° ) : . ) ’ . .

.841 152 .079 212
Word Of Mouth 830 -.057 223 194
.803 175 321 .095
769  -117 258 .244
118 894 251 245
User Satisfaction .030 .846 412 155
127 705 438 408
247 349 845 227
.280 441 792 223

Continued Usage

Intention 286 414 756 262

Exoectation 238 175 289 .860

pectatic 185 330 170 .819
Confirmation

352 154 125 798
Eigen Value 12.798 3.029 2430 2.040
Cronbach’s Alpha .840 841 871 .832

2 ATt AT dAstel
=0

walel Awd A%E 7

= o}l [Table 519+ #Zol Yelgch =
RMSEA ¢ X2/df7F 3Rl oz w A=A st
oi;qu]. Q.ZH]—;HN 1:!\:4101]}\1 25wl /\31%
F= AFE A7 79 (Gefen et al., 2003),
Rds gt AdiAel 71Ee] gl A
(Joreskog and Sorborn, 1993)%< z# g ],
TEEL AR o g ¢gseitta skt
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[Table 5] Structural Equation Model Fit Test

Index X2/df  NFI IFI TLI CFI REI\iS
3285

Model — (740804/ 841 884 857 82 105
224)

Reference 5 05 508 >08 08 <08

Value

4.1 71445 2

2 AgelE AFmel stel
Aastglon], 4z BAARE ot
2,

[Table 6] Path Analysis

BE EAE

A
[Table 6]}

Dependent

Independent

Estim

Variable Variable ate CR Label
Playfulness -0.050 -0.695 Reject
Sense Of 0.529 .
Reality s 6.117 Support
Competitiven .
Expecta ess -0.078 -1.619 Reject
tion Challenge | -0.010 -0.199  Reject
Cmt“,ﬁrma Ease Of Use | 0046 0686 Reject
ion
Reliability 0.080 0957  Reject
Empathy O'*ZSO 2.835  Support
Responsiveness | 0.020 0.275  Reject
0.156 . y
Playfulness o 2.362  Support
Sense Of 0.302
Reality o 3.177  Support
Competitiven 0.091 2036  Support
ess Hox
Challenge 0.047 1.038  Reject
Satisfac | e ot Use | %21 3551 Suport
tion kR
Reliability 0.149 1.939  Reject
Empathy O:ij 4794  Support
Responsiveness 70;191 -2.821  Support
Expected -0.226
Confirmation ok 2403 Support
Conti
ontinued ‘ . 1.060
Usage Satisfaction s 16.268  Support
Intention

Expected 0.520 ; .
Confirmation otk 5473 Support
Word Of Satisfaction 70:197 -3.21 Support
Mouth Continued 0456
Usage ** N 5.365  Support
Intention

%  significant at .05(p<0.05),
#=x significant at .01(p<0.01),
##% significant at .001(p<0.001).
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