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ABSTRACT

This study has meanings by adapting recreation specialized theory, focusing on
outdoor recreation activities, on indoor recreation, e-sports. LoL is leading the e-sports
fever now, and this study is targeting its spectators, reflecting and analyzing recent
e-sports consumers’ leisure feature statistically. For the further research, adapting a
theory to various fields to generalize is required. Also, the researches on e-sports leisure

need both quantitative and qualitative methods
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— Impacts of e-Sports Specialization on Flow Experience and Satisfaction - The case of League of Legends- —
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[Table 1] Classification and characteristics according to specialization

(Flow)®} stk

Average by group X9
Division Beginner Intermediate Advanced o) C
n(%) n(%) n(%) P
Less than 1 hour 11.8) 17(9.3) 24(28.9)
A Less than 1 hour—- 2 hours 15(22.1) 52(28.6) 31(37.3) 99916
VETAEC | Less than 2 hour- 3hours |  33(485) 75(41.2) 18(21.7) ‘ 284
Play Time (.000)
More than 3 hours 12(17.6) 38(20.9) 10(12)
Vertical Total 68(100) 182(100) 83(100)
Less than 1 hour 3(3.9) 26(12.9) 37(38.9)
Weekly Less than 1 hour- 3 hours 21(27.6) 81(40.3) 41(43.2)
AVErABE | | ess than 3 hour- 5 hours | 26(34.2) 41(20.4) 6(6.3) 64336 1 505
viewing (.000)
time More than 5 hours 26(34.2) 53(26.4) 11(11.6)
Vertical Total 76(100) 201(100) 95(100)
Attractiveness of the 15(19.7) 75(37.3) 40(42.1)
game
L Acquire game information 5(6.6) 19(9.5) 26(27.4)
Part t 64.914
lslro;;icxlrz?i(l)(r)ln Have a cheering team 34(44.7) 43(21.4) 7 (7.4) (.000) .385
Like a professional gamer 12(15.8) 37(18.4) 3 (3.2) ’
Relieve stress 10(13.2) 27(13.4) 19 (20)
Vertical Total 76(100) 201(100) 95(100)
bronze 21(29.6) 34(18) 7(10)
silver 14(19.7) 34(18) 16(22.9)
Gold 15(21.1) 47(24.9) 16(22.9)
Tear Platinum 11(15.5) 29(15.3) 15(21.4) 1(9()22? 034
More than diamond 3(4.2) 21(11.1) 13(18.6) ’
No level 7(9.9) 24(12.7) 3(4.3)
Vertical Total 71(100) 189(100) 70(100)
Average Less than 1 time 20 (26.3) 107 (53.2) 90 (94.7)
stadium 1-2 times 18 (23.7) 55 (27.4) 5 (5.3) 104.461
visit 3-4 times 6 (7.9) 10 (5.0) 0 ’ 468
frequency More than 5 times 32 (421) 29 (144) 0 (OOO)
per month Vertical Total 76(100) 201(100) 95(100)
friend 43(63.2) 146(80.2) 58(69.9)
Famil 1 k
. . amily /Couple/Wor 3(4.4) 10(5.5) 8(9.6)
Companion colleagues 26.025 269
type Online community 13(19.1) 6(3.3) 3(3.6) (.000) '
Alone 9(13.2) 20(11) 14(16.9)
Vertical Total 68(100) 182(100) 83(100)
* p<.05
7oz ¥AY 7|ALE ol #AY dF5S £ o 7FF =2 v&s AAEAY. AEF R
ofghs WL ofYARE erx = #HFL Folste AR UEL “exXzo ddlA FEg A3
Aol wga A7l del BAs: 4gel A B AN HEHT AT exxz B AFY
o724 2019 (54.0%)¢] dlFEH e SHEA Elo] &g&Ho] 9k gk A9 vid A w2
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[Table 2] Validity and reliability

— Impacts of e-Sports Specialization on Flow Experience and Satisfaction - The case of League of Legends- —

Variable Question factor loading Eigen Value
I had a good time. 841
playfulness I felt it was fun. 828
I felt free. 749
I felt a different feeling. 729
I fell in love with the game. 730
focusedattentio I focused my attention on e-sports(LOL). .666 9303
Flow n I was immersed in the game itself. .652 (23.025)
During the game, I was not concerned
. . .601
about anything without the game.
I tend to forget the flow of time 874
. . . I forgot to watch the clock. 671
timedistortion

I felt the time flowed very quickly.

I would forget about my work.

total cumulative: 76.221%

KMO: 0.922 , Bartlett's Test of Sphericity : X2 = 2455.441 (P=0.000)

Question factor loading Eigen Value
I am generally satisfied with watching esports 841
games.
There were many unique and special moments. 828
Watching e-sports games has a special meaning to 719
me.
It is worth the money I paid. 729

I was more positive about e-sports with this game

total cumulative: 77.372%

KMO: 0.892 ,Bartlett’s Test of Sphericity : X2 = 1411.635 (P=0.000)

| A9 3 IEEXES

WEE 2he 54 #Eds
ZA3= [Table 113 2t}

= e¥ 2 FAAT e 2
A T AL #dEE,

HE FolA A4 /o =(p<0
kel E3xo Aol7t gl A

AT 8-S 34.416% % 0.1,
o] A% A4 (Cronbach’s Alpha)
A Yt 2A2FIHE) e Bk
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% A%=(Cronbach’s Alpha)= 0.861% =4 uYEk w7H3.74)7% Y Aet vy ole] Hlsl] Az o

Sk 2213(A ke Ak vl &2 18.780% g 3/ =Atp<00l). d2FHow A&7

Fon, FAIEE 7t 21F = A4 (Cronbach’s ket miyele] Bl AR, FARF, Az

Alpha)+ 071622 =7 Vel 5 BT A wE AoR exXx AR &

371 8ol 93 A= Z2(Flow)E ¥ o] B&5E Z2Z$(Flow)E 2A AgsAch
J

BALe T6221%2 BAHT BAAN X AT wed A 1S AuEg,
o] KMOZ2 1.00] 7H7F2 09222 AdwEo] £

YUEE 3, Bartlett®] T34 HAAZS 2455441 [Table 3] Difference in flow according to
(P<.000)2 89354 Ue}) 2280z QoliX specialization level
o el ERE dudde] AU AO0= A Iariablel N | M | SD fo;ue Scheffe
ZHAT B AFoA exXx B FPNELS
=A57] A 5 Eol da] W 3y D70 8590 | B0 ] o8
o olgel FAL BAS A5 : o 1| @201 38993 | 85190 | “ 77 |D<@<®
S ol&3 FAE vAS AT A= ASF 3 1% | 43500 | 71217
= dRkAe R gHoX = AFEAA £EY 065 D |76 [ 33125 | 78647
oo 092701910 Faake) Wi duAdS 2 [@ [201] 37301 | 84608 | 28.893+ | D<@<®
Asta = Aoz uehgth FYe ARl @ | 95 | 42474 | 74510 | **
KMO #< 0.892, Bartlette] T34 A% 2 @ | 76| 3.1776 | 87827
1411.635(p<.000) 2 Ao A3e Ao= et 3 | @ [201] 3.2139 | .88826 12:919+ @D,2<®
=4 2o g A4S PEaA ® | % | 37421 | 91083 |
xxp<. 001

4.4 JI8AH=S 1. playfulness, 2. focused attention, 3. time distortion

4.4.1 eATX 23| M2 Z22(Flow) X0 4.4.2 E22(Flow)2} Ztetor=ol 2|
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g wol A T (Flow) 89 ZAgor  UH BHA F= WA= slox HEEe
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4 —Q—D:]
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i
DV| IV SE| B | t |p-value| ol
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(Constant) | 215 3760 | 000
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