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ABSTRACT

This study is to analyze the difference of satisfaction according to the usage
motivation of Live video streaming and characteristics of the adopter(early adopters, late
adopters). For this purpose, we conducted a survey of 283 people in the age of 10730
using AfreecaTV. As a result of the study, users spending daily hours on watching
Afreeca TV showed a positive effect on the usage motivation. It shows only one
difference in education level between the demographic characteristics, based on the
adopter characteristics. Also the differences in the satisfaction factors were found to be
habits, communication, entertainment accessibility in the early adopters and accessibility,
credibility, habits, accessibility were significant influences on the late adopters.
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[Table 2] Difference in motives according to viewing time

Less than 30min | More than 30min
(N=164) (N=119) t p
M(SD) M(SD)

Adopter characteristic innovation 3.88(1.15) 4.22(1.35) -2.23 026
participation 2.71(1.29) 2.62(1.46) 53 599

User characteristic information 2.71(1.52) 3.70(1.83) -4.82 000"
immersion 2.87(1.45) 3.75(1.52) -4.98 000"

habits 3.44(1.59) 4.73(1.28) -7.55 000"

sexuality & 2.16(1.22) 2.44(1.35) 178 081

stimulating

usefulness 3.04(1.44) 3.73(1.68) -3.64 000"
Content characteristic entertainment 4.27(1.56) 5.22(1.10) -5.95 .OOO*t*
diversity 3.85(1.52) 4.49(1.58) -3.46 001"

creativity 3.47(1.70) 3.95(1.65) -2.38 018"

newest 3.66(1.48) 4.19(1.51) -2.99 .003™

communication 3.83(1.64) 4.11(1.65) -1.42 156

System characteristic accessibility 4.23(1.59) 4.71(1.36) -2.78 006"
credibility 2.79(1.34) 3.32(1.48) -3.19 002"
Safisfaction accessibility 4.04(1.52) 5.08(1.43) -5.80 000"
credibility 3.74(1.32) 4.34(1.27) -3.82 000"

*p<.05  #*p<0l  *x*xp<.001
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[Table 3] Difference in demographic characteristics according to adopter characteristics

Adopter ©
Early Adopter Late Adopter 2
female N(%) 40(46) 47(54)
Gender male N(%) 93(47.4) 103(52.6) 05 19
under 20 N(%) 15(60) 10(40)
20725 N(%) 61(43.9) 78(56.1)
Age 25730 N(%) 42(42.9) 56(57.1) 8.67 .070
30735 N(%) 13(68.4) 6(31.6)
35740 N(%) 2(100) 0(0)
high School N(%) 17(58.6) 12(41.4)
University N(%) 76(41.1) 109(58.9)
Univ. o
Education graduation N() 15(46.9) 1763.1) 14.10 007
Graduate school N(%) 18(60) 12(40)
Graduate school N(%) 7(100) 0(0)
graduation
less than 50 N(%) 83(46.6) 101(53.4)
Incom 507100 N(%) 12(33.3) 24(66.7)
W OCOO e) 1007200 N(%) 11(55) 9(45) 5.34 254
oIWon 2007300 N(%) 9(52.9) 8(47.1)
more than 300 N(%) 13(61.9) 8(38.1)
#*p<.05  #xp<0l  *xxp<.001
A FFgES AR oJ7hEH(B=195, p<.001), & o] ZYFoluf Azl didt A ©A Y Zd
FA(B=.188, p<.05), FFUAIA(B=.174, p<.0l), = ZAE AR 55 FHAERe] #HAA
H24(B=156, p<.01) o2 vepyith TAE AT A9 sk mE 2 e )l
g FARE 9A fovglen ol iQgEe] o] 857, o]&yeje} AR T}
(F=20.138, p=0.000) ®dlo] zl= A= 625% &5t WEe] AHAAAE AFstaA sk 7
2 Yegt 715829 AEU WS AlH] E AYPATFE B A EEe] o] &EE
29 ARkY fHxe] foud FEgFs = ¥ APEREA, ZRZEA ZUEe] A|xHEACR
< Ak, HAXA, JEA, AR e FE5ta, 782 JEe JAAHS ngeR =&
HEE 73Uy dgEs Auud g e sttt
o] & WS HIA(B=.299, p<.o0l)el™, 2= =, AEASAFHAE, ARFT, EY, A7tE
(B=.194), o715#(B=.162), HXNA(B=134) o= W), TH=EAH(EAAHY € A4, 84, 294,
LR g, FeA, A4, AFUAlA), A=HEA
Aoz F8A B wEl Al QAW (R4, 2A34)S s, A3 [staA
F AHx IFE A4 el Aot e o= S 7|dte = a9 87 e FEAEA
LERS T (71584, 71582hs Frskath 58
= SRR E, AHUNEE)E AASA T
AF7HdS A & Al MAWFe ofx
5. Z 8 ATV AHAEE tdem 283709 faEd A
5 FH5AT SPSS 21.08 o]&3te] HES
Ol E|Yl Aeltge]l Ao w Bala 7)ol Axstg e, AE S dig B4 AdE o
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[Table 4] Regression

Factor of Live Video Streaming Satisfactions

Variable All Early Adopter Late Adopter
B B B B B B
Constant 417 447 270
participation -.038 -.040 -.094 -.104 .008 .008
User information .027 .036 025 .036 .054 .066
characteristic immersion .046 054 .106 133 -.015 -.017
habits 167 204 195 237" 162 197"
sexuality & -.050 ~.049 -.005 -.005 102 - 094
stimulating
usefulness .053 065 .047 .064 045 .049
Content entertainment 153 171" 188 196" 103 118
characteristic diversity -.008 -.009 -.050 -.059 .026 .031
creativity .040 052 .082 A11 -.005 -.006
newest .065 075 .008 .009 134 153"
communication 105 132" 174 231" 059 072
System accessibility 220 256" 156 184" 299 346"
characteristic credibility 144 156" 074 088 194 200"
R? 0.650 0.667 0.658
Adjusted R? 0.633 0.631 0.625
F-value 38.365 18.336 20.138
P-value 0.000 0.000 0.000
#*p<00  #xp<l0l  #*xxp<.001
3} 2} guE JFaclow vepdom, Ay 74
AA, 271782 A 7158 B 1EE 2 ST EA A AT fFovst JFaloR e
G Aoz ebit, ol Rogersl0VF F48 2 ek 494 duue 2A5EAs 1584
NegAE FAFEARG O e WS Wt BF, 424 olsbgwe] g 2 aclom
= Ay 2 Ayoln, 27|58 71583k wtt 271¢83ke] A9 Rogers[1017}F AATgE &=
= Agel Qo Aot girke g YolHE 1S EAE FAFEART ASAA BlA B
e A3t mE&E YEYAE T3 A4 v Ad79 2ol A
S, 3T BT AgAZR] W AN GAE F FUAel aolo] umom, o2y e 4%
oz, AAY 9 ASA, AFUANAES ALQs v x7] olxFITV e Zul=7t Adely AE
BE QRIA o857 HF7t E=gTh ole QIH I Ze o5 Fdlx FE HAYAT] Wil
Ul AL AR o] 8577t A E FAE gt kT
WEESL e o, ARHoR e EYE A F715879] 9% Rogers[1017h AN @ 7]
sz AREE AL 5 e HlE  FEAE HAL Ader] fAdNE s =
th ES A ARl 21 ARERES] Aol oLt A 4 Whg ofoltjoji}l AuH|2of uigk ZEadel 7t
AREEt Frke AL AU ANYE BPE  hdolor dukn AW AAF Aulz FdE
714l A ALEAY] AIFAIZES 58 5 e WY gk AEado] )ute] ook g
S BAg ok st AEE S E A3t T JEU AAEFe] digk A wHo]
AR, 84 Sgol Wt QE RIS Aul wEe BAE /1R ohel 4l AAle) Al
somEE Agacl Aok i Ao Ue o 9% nAL ek A7) SANA S
o 2847 AFYANAL 7G5SR AAT K =9l Tegh 3714 JIEUl JI1EES A
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