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Abstract  Several game developers or publishers adopt open innovation strategies to reduce R&D costs and
increase user loyalty about their games. User communities play an important role in increasing users' interests
in the game because they can share game information and skills in user communities. In this regard, this study
explored key antecedents of game user participation intention in user community. We developed a research
model by integrating perceived risk into theory of planned action. The theoretical model was tested by using
survey data collected from 110 "Suddenattack" game users. Partial least squares (PLS) was utilized to analysis
the research model. The findings of this study indicate that both perceived usefulness and perceived enjoyment
play an important role in forming attitude toward community. However, contrast to our expectations, perceived
risk has no signifiant effect on perceived usefulness, perceived enjoyment, attitude toward community and
participation intention. While attention toward community significantly influences community participation
intention, social norms are not significantly related to it. The analysis results help game developers or
publishers establish effective strategies and policies to increase user participation intention in user community.
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(Table 2) Scale Reliabilities

Construct CR AVE Item Mean Stapdz'ird FacFor t-value
deviation Loading
Perccivad USEL 4164 16784 0.8325 34.8633
ereetve 0911 0.774 USE2 1445 17431 0.3648 29.1049
Usefulness = =
USE3 4373 1.4830 0.8912 35.1473
Perccivad ENJ1 3082 15854 0.9349 66.2381
Pl 0919 0.791 ENJ2 4027 16780 09234 669127
Y ENJ3 3409 1649 0.8040 122175
Perceived RISI 3645 1.6061 0.7941 34508
Risk 0821 0.706 RIS2 3.300 16297 0.8729 40704
Attitude toward ATTIL 4418 1.3000 0.8696 262042
Clolrlm‘;uii ar 0.930 0816 ATT2 4100 14204 0.8979 336747
v ATT3 4373 1.3331 0.9404 794735
SN1 4464 14319 0.8319 19.9036
Social Norms 0921 0.79% SN2 4555 16673 09157 459469
SN3 4700 15178 09221 45,0560
Community jon 4045 15046 09228 50.5834
Participating 0929 0815 Jor 4055 1.4261 09348 67.0130
intention JOI3 4.091 1.6675 0.8475 22.9284
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/
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/
/
/
//
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/ Pgrcelved 0.324 Toward
0240 A Enjoyment g Community
- . 2=5 8%
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// L . -
/ ’ T
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[Fig. 2] Analysis Results

Norms

——» : Significant Path

———————— » : Non-Significant Path
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(Table 3) Correlation Matrix and Discriminant

Validity
1 2 3 4 5 6
1L RIS | 0.840

2. USE | -0.284 | 0.830
3. ENJ | -0.240 | 0512 | 0889
4. ATT | -0.228 | 0686 | 0590 | 0903
5 SN | -0238 | 037 | 0240 | 0500 | 0.892
6. JOI | -0240 | 0520 | 0513 | 0.734 | 045 | 0903

(Diagonal elements are the square root of average variance extracted.)
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