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Abstract Gamers switch their games to a new when get bored or encounter more attractive ones.
Switching cost varies by gamers and depends on how they are satisfied with their current game. This
study evaluates the satisfaction with current games as the miltiple basic psychological need in the
self-determination theory and suggests 'needs-costs' causality research model that explain the variety
of gamer's switching behavior. As the empirical test to domestic mobile gamers, the autonomy
fulfillment to current game affect reversely with those of autonomy and relatedness. Those relationships
between need satisfaction and perceptual switching cost vary according to their age and game genre

preference. The results would be applied to understand gamers' switching behavior.
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1. M2

HH Q2 A, T2 AHAFE A A2 & B2 AYE
o] A% ol8AEY FE Edlo] XX AASH] ¢
o AAste AelcHl] MEAES 2L A1 84
£ A AAIE LR o] 8RS ASHE BT %
UL 71E AYY AL O|EF ESto] 7IE AoHE
FABHEA T A o] 8RS EolEel7|k Fith Al
Qo] 8AEE o] A4 R4l A7t =8 59 3+
H AhS ARkt 71E AY T, 71E AY AF o]
& A AYeE A 71& AdT A ALS HY, 59
AeE gk, o] oA AlolHES E 719 AYE &
Aol B56l7| = k=t 2018 AHIEE AMSAES
B 37709 Erk A WL BAll ERskar lrkar
B3]

2HRE PEEo| &k AlF A o]E(product
switching theory) AFAEL AHAES] AlE g
TG0l @A ARG FR1 Aol gt v, A-+ AlF 7
gt BE, Al AF2] mi(attractiveness)o] F&2 ¥
Hoba ge}3). o] F Al-F AlF A v]8-2 AR}
71& AHEold A Al AECE AT A Fadl
of sl= A4, AAA £ASS ST o] v F

FU 7= AR/ ARATL &3 APl w2534
24 yebdoh3,4]. dutdQl AnjA Q] 39 AE H|
|52 AR AR HE 5o 549, &, A%
oﬂL l:ﬂ—oHo]-‘— l:ﬂ—o]:oi 75‘.9:5;_1—4- o]_x]u]- 1 xﬂ_‘ﬁ_o]
AFE Adolgd A HlE 59 shel Tx HE
(learnmg cost)2 235|8 HE P52 A5l IFS

7% SITHA4.

o] 7= AN ol &AL AU AR % v, &
5 ]Q-Q Eolids A9st] siAl 71& A
o] FESIT 71& Aol wES AolHE 1
Aol &5HA E 1L ol= AelHoA TY AE= Al
J3TE 5Y AHol| o3t 5L £ FF2 HT T
]L N2 4% /\HE° AAE GMlisl= &
E Aol g T2
] ]“4 71101‘31—-4 ot A 35 =4S
6;} A deg dAske A2 B 5

[¢)

do] JAT FHE Qltt AelHEY] Rt

g 63%% A 4= 7] wZolth
olHS BAZ A 30 A7t T Aot A
FH(non person character)2}e] W& (sympathy), Al
%l ofold]o] 4K

(ownership) & AUl F= WE2

A £/d(game features)o] ek thfFe 4= Uk, SHA|
Tk o] 52 o] &AWt YT EF FHZ VIELE B
W 2 7R 29 ES £ Qo1 A=) —‘—:6}“‘: A7)
ZA%Jo|2(self-determination theory)2 o5& Al 7}
A 718 A2 £ (basic psychological need), &
5%3(competence), A& (autonomy), 3’4'74]*
(relatedness) -2 AA3HH5]. 7] Aol gt o]
= &Y SFH02 7|E Aol HF wEZ ST
ol A A H|E AAE TFEt & S5 H]
£ QA7) QAT FAE HASHY o]52 E3E AlolH
9] AP, /9 Ao], AT AY Z=E 5 At At
o] YeiA £ FERAE E-H1E B4 2F

(relationship model of need-cost)& ©|ZtHo6].

2. 0|2X HiZE

2.1 AY He dF2| JHRIXI0|

AUPEELS 79] TiREO| AlEo] YLl A
AR5z 7191 B4l 717101 HEM AlYE &7 =
o7|% st webA AY FFE TS AolEel
ot 7919 zlo]= thesitHo]. AREES] Al o8 Bx
£ TESP] oA AREES] dEd, 'Y Aol 5 QI
BA ARe Ae7/HAE B ARFo=E ol&E1 Stk
(7.8]. SHAISE A H]Alo]H(non-gamer) Hl&o] &31E
TAY QI oA IFAA AYE E71= ARES] H
o] Aa} EolA| 1L Qltt. AFE L AvLEE0] £33t o]
A3t Alzto] 5171 fiEolt}. E shte] HEH A
o ER71E9 AY FEE 11 o] walstar itk
29l AU A=A Hstrategy), HZ(puzzle),
(role-playing), HA(action), 2FEZ(sports) 50| A}
71 A HEsA|a 7] wi2elHH9l. A& E°1, tht
2 34A (large-scale sieges) MMORPG (massive
multiple user online role playing games)?l Z&f+/
28 ZF (Clash of clanPIF %= AU 7 %4 ool
71%°] lod, €4 7I= AlY(turn-based card game)
Ql gf#AE(Hearthstone)e 7F= H7(decking) &
A AT A 845 Tst] AYY AulE =olt Slrt
olz tE AlY FEY 7] AYL8AE A4 AY A=
o =Ysk= 2 7N FA19 AxfelH[10], ol= AlA]
F AYY Ed=(complicacy)E EUO=H & Al°]
HEE § 235 250 F71% 51, RitiE A= AY
= AR s ol AE0A FEs B 1% gEH1LL
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Table 1. Game genres: hardcore vs. casual

Features ‘ Game title
Hardcore game
Over 300 MB file Everybody's  marble, Clash of Clan,

size, Hearthstone, 7 Knights, | love coffee, The
Over ten choices taming of — monster, Clash royal,
about avatar or Monument, Boom beach, Stone Age,

armory Abyssrium, 9 innings.  Pro baseball. Real
Need for community — Farm, Romance of Three Kingdoms,
or guild, Miracle Nikki, Crusaders — Quest, Logres,

Game of War, Dominations, Minecraft, Mu
Origin, Special — Soldier, Clash of
Queens/Kings, King of Fighters 98,
Township, Fifal6, Hit

Long tutorial or
youtube instructions

Casual game

Under 300 MB size,
Under ten option

Stand alone playing
mode Short tutorial

Friends pop/run  series, Anjpang series,
Go stop, 2048, Candy crush, Majong, Brick
out, Piano Tiles, Rhythm Star, Puzzle &
Dragons, Modoo marble series, Action
Fuzzle Family, Disney TsumTsum, Find
Difference, Baduk (Go), Cookie Run, Panda
Pop

AL A2 A2 9] EFEE 7|0 & Hol A
A= gGA olafid 5= JloiA, I HEE WY FAS
& e 72 AY(casual game, CG)T 0|9} BTt
st=F o] Al¥U(hardcore game, HG) L& Y= 4= ULt
HGAJEZ Al&st7] Ao desfof sk g4 34F
o] tjeFetH ol AR olsfstA] ZokAU A &
oW EAY ALY AuE =717 olget 121

o] A7ollME Eotd A ol 8X=S HG &2 CG
2 A5 FESIH AlY ol8AEC] AYS A
Sk IPgollA 7haet At B4 AEE BdiA
Alelal o]Eo] o BHE=E EY Aol A5
2ot} A7AES HGE CGoll &dl= AdES o
22E T 37], AY Aol a3t A=(option)9
=, A B 59 A9 2874 ool wet Table
13} Zo] ERgth 2okl A A2 o2 A EH
Foll vlsiA CG7F ARz HlFo] AX|TE T izt
AdEoe] ZetdststHA HGY vlFE AX L Ut

2.2 AY HeH|Ig

A& A%k o]29] A3} H|-8(switching cost)= 4H]
A7 @A oot AFolU AH|A ol&-E FHsta
o2 Zog AT Aol FEsiord RE FAAH, 2l
A7 £A(loss)ol2kal HgITH3). sFAIRE o] £48 A
FHo=w JET wi= FA Hol F 7HX 9] thE AJZto]
At AR = v89 I PHS BT VEeE B
B8535t HA&(procedural), 52 (financial), A3

(relational) A% v]-8-0F BFal= AlZ4TH3,12], BE

L£AEE AR Q14 (perception)?] $5(learning),
A<&(continuity), M&(sunk) 2HQ2] Q1AH H[EOo=R
HF3 AlZte|tH13,14].

|, ZHRd A AEAEL £ BEE B3 MX]
-ARS oto|d] wufjek= HEH T4 (freemium) 7HEA]
£ o] Agstal girt. o] AL M= AYe R AHE
oA Aol A AN+ 7HEo] EA7E HA] ghi= Tk
Z7] AYE JAYstHA Gupt e 1 Ao EYEL
AulE =71 =247t o 8351t o] HolA AxEe
5 A% HlE A1 F T2 &, AAF #3 v]8Ql sk,
¥, WiE vlgoz FHS AL Mgl

A9kAQl AnlAet g mHkd Ao B¢, 5t
A A%k oof| o] FFE mAH o] A7k
o] &2 2 Alolm el -9 o Fsitka shyltHAL
2L AYL AolHENA =A XS Fil, AolHE

iy

o JOll
Mo o
)

Ol

E
=

=

o] A A o]-go] tE LB MH|AL] o83 &
2H0o=8 thE FHo| "HrH15,10].

8} Hl&(learning cost)> FH AFEEolU 22l
AR A2 JHE AN 2 QAN 2
s8] AARO] LEutog o] [ H|E-S S5 F¢
o E WSS S0 CGASAE2 o £ 27 352 9
o EAA F2 SEoket] ofo] Alto] HWol AW
I AYE mrstr Shoks A7 Brh dSulE
(continuity cost)2 7]& A|YS S ] wjehA] o o]
F A Fole wEY &4 & 439 713MlE
(opportunity cost)o|H, "iE H]-E(sunk cost)} 7|&
Ao ARt AR 7Fsstal A AlDolA= AREE 5§
= 484, otold 5 AAIA 2319 gt XA &4
FAFTHAL 29 B2 B 71E AU A AL
B FAll o] & &= Q17] whHzol YURHAQl AH|AY
2] B9 g A AgefA= ol I, viE HE
o] 4oz IA] & ALF o & ANt o
o] 2ERIoM HAAH o= E7]= MMO A &
o] F H|&o| & AHLE U1, ¥ HEES AET A

ofolglo|u} £7], 7] HEo| o]ge £ &9y
AA= ARl wgt 2 A% vlgoly iE H8oR
Ag 4= ATH10L. &, ol&Y P2 1 Aol CGol
HGoluoll wet o]zt Ql& Aolztal 4% 4= 3l
. Ol& AS3] siA ofiet 22 7 HEtth
Hl. /1FYE AY(casual game, CG) ASA= Z3H

v} &4 sl=Fo(hardcore game, HG) A%

At 3lss Hl{learning costy& © A <l

ool o

o, oo o oF

-0,

R/ -
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A8kl (H1.1), 9% H|8(continuity cost)
(H1.2)% "i&E ¥]-8(sunk cost J(H1.3)& o &
Al 1Algit,

2.3 7|E AY0l thet 21 5F

A& A o]Z(product switching theory) IAT7E
oA A Hl-E, it A9 viE2 AHRY] 7HEA A
A, o FHo] osf JFF= gol =t} sHxut 7|E
AFol et v 2219 A AEet Aot mEkA
AHIAEZ AE A% oA o] WS TE HsR
o} o]& H AlFE|sk= Aol qUrH3,12-14]. o] AollA
= @A Aol et 952 A7) 274 ol2oA Y Al 7t
A 7184 48 879 FF08 BURRit 27| ZAo]
E(self-determination theory)ollA1e] A 714 7]&%]
A2 £7(basic psychological needs)?] =54
(competence), A&*3(autonomy), TAVI(relatedness)
52 NPT 5719 2 At [17,18]. o]
AlZtE 1S Eool|A FAYES] 5 ko] gt AT
(18], Axz= FoloA9] &5 9A|[19], 23 &F &of
oA9] il Zef[20], 281 AY FF EoH21,22] 5
ThFet FoollA E8EI Qith o] A7 AlEE9]
B Al AEE} o|2olAE AAAY FA|Hol1 &
AU YA wilD)e] AT F T ZFEE AoltH18]. A
=9 AFE ALDB T2 AFE Aol £ AAA
7¥ote A, 7 A=ol tigt vkl 93t 54
Aztetal B Az 2o|7t QIek71. & (PonglIHr &)
EFA (Tetris)= AD HEYS 7HH= AY 35 8
25T AHo] gl A0 & HoX|uh ARFEE of7]o=
2 AIZE M 5o EUE 5 e AS Y AREES
A P50l g WRY FAAQ] Wzt =)o 9y
279ty B Aol § A5l drH21,22].
854 £+(need of competence, COMP)= -
5 A7} A419] AL 7 o]l 9HA] AEE F=
2} 355 g0tH5]. o] €19 35 == A
9] 5 A} tE ARFEY alidol QsiA 2=
- Adde] FaE = Alo|HAA AL AU HETt =2
HE ARE HolF= Zlo] A AR oA F+=
Sk #=o] QIeH21]. A3 £-K(need of autonomy,
AUTO)Y S52 AdE°] A4l9] 35 ATt A419
AR E=RA] offo] et SFHHE AR AL W
Holuh A " Ap4lo] AAsh= Ao] ofet o
Algho] A7) HiERE sfof ok 39 Avle wideta
ol TR k5 o& e 4= Qirh W2 AlojwEo] &}

R )

o 0o 2 1o
k)

of ¢

Alo] 1Qkgt A2 A WY AT BU) 98l &4
A AY S 2r)ska A7k vl 717 0] A &S}
7|1% SHH20]. #AA (relatedness, RLTD) £-+9] &
2 AE AMZ WAR AR Rk AEE A

Z(psychological connectedness)2 W202ZH =
He S70H5] AY ol 8AES B4 AlYES ol&stH
Al AT 22 AYE ol&ske AFREE, AY ARIAE
AZohs AFRES R o s AZ4S 2A "HrH23l
AQ] ol &R =0] AJLERY A= 4HH 849 F
Z2 Jjolnlt} thE Ao & &3 4= Utk HAEE0
AX AL IFHEY A7 B2 AeE B A 7] A
oA AAFA e 1AFAEY o 22 55 =S
B Aojr},
H2. A4% Al°lH(junior gamer, JG)= 19H A
°o|H(senior gamer, SG)°ll HISHA 2419 AAY
Ade] gt &54 (H2.1), A& (H2.2), 19
I A &4 S5 (H23)0] ¥ Atk
AY o}8A}F srole] Fid A 2jol(gender difference)
= AR S0l AN HHHoE E of ofds] 3
=0 o grh23]. 94 Alelme B AY ol-&ARto]
g 41 ol 59 AY 3t &F FFo] § A7)
HEolgtar 7 4 Sich
H3. &/ 7l°oI™(male gamer, MG)& g Aol
(female gamer, FG)oll BIsA] 2419] |4 A

-

F

Table 2. Latent and observed variables
Latent Observed items
Switching costs [3,5]
Changing the game would mean | would have learned

Learning about the policies of a new one.
(LEAR) If I were to switch games, | would have to learn how
things work at a new one.
By continuing to use the same game, | receive certain
Continuity benefits that | would not receive if | switched to a
new one.
(CNTI) ) ) . ) -
This game provides me with special privileges that |
would not receive elsewhere.
Sunk | have spent a lot of time and money in this game.
(SquJ]NK) Overall, | have invested a lot in the relationship with

this game.
Basic psychological needs [19,22]
| feel very strongly that the way | play fits perfectly

Autonomy the way | prefer to play.
(AUTO) | feel that the way | play the game is definitely an
expression of myself.
| feel that | execute very effectively the game of my
Competence training program.
(COMP) | feel that the play of game is an activity in which | do
very well.
| feel extremely comfortable when with the other
Relatedness ~ gamers.
(RLTD) | feel that | associate with the other gamers in a very
friendly way.
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A 87 3= (H3.3)°] ¢ A

N

HG A2E& A3sl= AoHES dHiZoE CG A
d ASAEREDG HFHo R ¢ w2 AKX ¥
HSI B =2 A SHEE Agud, T 23 7|3t
FARI. $-2= ©] o]lf7F HG AZAE9] s
45 350] CG AY AZAET &£7] o]zl
52 4= k. ol gt 7ML ofiet Atk
H4. HG A% Alo]H(hardcore game lover)= CG
A5 Alo]H(casual game lover)ol BI3|A 71&
Aol tek &5 (H4.1), A4 (H4.2), 1]
AL &1 35 (H43)°] ¢ At
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=
=
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=

=

=

24 712 d2l 242
AEolA Aadt viel o] o] AFolx= A AY
gt TS Al 7HA] 7184 8+9] 3508 oA
bt wekA Al AE]E] S F50] 7 319k vl-go]
Fe nRte 7HEe o 2ol AAT.
H5. AlY ol A= @A Aol it Al 74| 712
APA S (aEs, A, BAYY =01 2
S5 o5 HlE (H5.1), A&H1E (H5.2), Hi=v]
€ H5.3)& © 27 <At
Aol el AR &+ F=0] 259 A vl 1
Ae T2 ¥l FFez 2d8iia 34T 4 it
ol 7I& AUl Wit &7 352 x| A7]= ol
o] A4sh= Zek vl-ge] 2719 tErkE Aol 2
AelHES Mz Aln] 840 tieh -go] #=1
Folle Rt 71E Aol tiet o] A Ade=
o] gk "o vjAl= g0l LAF AlelHEET 2}
S 0= q&% 4 o4l ol AAs] g 7Hd
< = 2
H6. A AlelH= AAF AlCIHE A} AUl
ofgt 71 A &7 (B4, A, ¥A) &
o] st vl (Ho.D), 9% HlE (H6.2), =
Hl§ (H6.3)ol mIAl= FFol A
oj2fet WA= &g AlelHet o Ao <] wlaof A
T EAD 4 ok @ AleHE2 o4 Aol vish
Mz AY 8aof et =4 gdol w2 (17], o4
AelHE 71& Aol tiet 741 717= 1 ez
U] diEoltH18].
H7. &7 Alolve o4 AlelHE 71E Aol ¢
o 718 AE] SHESA, AR, B9 F

Het g9 A

c /)

l

o9

o] g5 Hl§ (H7.1), 9% vl& (H7.2), W&
H[-8(H7.3)° v|A]= FTFo] At
HGel &3he AYES 1 94 7|Zto] Zoia g=A
QUcH14]. o]& HG AYQ] #gt v]go] ¢ & Ho] olf
o|[4], o]i= HGOll oJ3t 8+ FFo] A% vl-gof w|A|
£ 9Fo] ¢ 7] ol 4% 4 it
H8. HG A3A= CGATAETD} 7|& AP st
718 AE] &HESY, A=A, TAYY 3=
o] gls5 vl& (H8.1), 94 & (H8.2), HiE H]
£ (H8.3)l w|A|= FaFo] At

[e]

3. g7t 4

Al 7 712 AlE] S79] F50] 118k I8 Q140
FFE FE= AE Fig19 HdA A+ ZPor &4
sk = 9l

Gamers'
Attributes

Age, Gender, preferred genre ‘

Learning

Competence

Relatedness

Perceptual switching Cost

Basic Need Satisfaction

Fig. 1. Framework of gamer’s play behavior

3.1 Ajto|

Aol 20169 5Y, =W ARFEE o8} 5007
< o2 APt o]EL wutY HEZAL tiF 3
AL] g dlo]E] o] AdA] &5 ET, WY vl& 5
o 5, A A0 ol5}, 20tH, 30, 40TH, 50t o4
o] BUH FEHES oAt (BE A7 +F 97.5%).
AE W82 A4S ALY 58 B /S e Al
o] A ulg3 517 Ay 84 F5(19,221% &%
ot7] §ist YAE 53 = (1=-7 opdch, 5=mf% 1
ZrhAEo| Table 29+ o] FAG=Sich A& W AE
o] A& &= £a3F A7R2 Bt 1580t

B2 FEIPgoA Bolgt He SHAEC] AE A7t
9 S-S A9 ANEES F35) 7t A &
Jrie Folth &, olE SYAEL 7|EH o7 Ant

S Z8ote ol 559t ANEES ARSSHE 7]
Ql EA7L Gl ARgECIth ol olE T 1

A4l

s}

(m ook >
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Hl AYE 2717 g 297 JERE HolE 1 9
glo] ANIEES T8 4 gl Fuhe Tk A
olt}. SEAHE] e 101, 20¢), 305K, 40, 50¢H
ololAl 22t 20%4 FEIA AR, di9) HFE
50% o, 50%°] S 2. olefat Bt Aoln
£o] 44 Buet cheAg 2 9%, v 48z o] o
Fo] g4 widg0] Ko7k gl A Hlwshlol A3
SeH4).

Table 3. Phi matrix and the threshold for validity and
reliability between constructs

m @ & @ 6B ©
LEAR(1) 0.798
CNTI(2) 0.459 0.765
SUNK(3) 0.503 0.553 0.879
COMP(4) 0.246 0.666 0.487 0.835 0.821 0.697 0.444
AUTO(5) 0.453 0.476 0.554 0.660 0.774 0.749 0.599 0.436
RLTD(6) 0.340 0.558 0.404 0.616 0.499 0.7960.775 0.634 0.379

CR AVE MsV
0.773 0.637 0.253
0.736 0.585 0.444
0.871 0.772 0.307

3.2 Au|o] Zut

50089 AHIEE o]8AHE 3967 0] AF4le] Zof A|
Qo] #g=]o] glom T S71E Yol ol& &71 FHo]
ATk SFHAL, 10482 TFA] kil sk3ict 396759
AL olgA F G2 2069, AL 1900l &
v A9 &l Tgt Fd 9 Zpo|7t wju]Ft. olE
% HG A3AE= 203 ¥, CGAZAR= 193 Moo= o] I
3 FARH UEbth SEARES A AgdolA +ot
A A=A CCAHSAEY Bt Hol7t 353412
HG ASAE9] B Uo] 29241t § &34tk CGA
A5 F 582 A4lo] 71+ AYY olEL 75k
A, I 9 G, CG ASAER AHKIES A5
oS HEAY, EA 75ttt (o1&l sk
AY v fAESE B 7P HE o] Fo =
strh. olE % 107 oldo] Azgitta -gH3d A
=S 2.139 Table 19 AH et

ol
S
R

X

I

2
fr o

" 4
o o,

4.

o an

HI

7Hd HI - H8& 245t $7| 7% t-test®} CB-SEM
(covariance based structural equation modeling)
2gS ARSSIYI B4 1i7]2= SPSS(v20)2F Amos
v180]| et

41 EoIH Q01 B4

=24 57t 24 28 (measurement model)ol &
PR E St &1 891 B4 Zul 1y A3t
Aex(fitness indices)= Cmin/df = 2.495 ({3), GFI =
0.961 (0 .95), AGFI = 0.922 (> .80), CFI = 0.971
(95), and PCLOSE = 0.102 (0.05)2 A= 23}
t}. ohet, o]% RMSEA = 0.062 (.05) 7} A& Hlo]
Hou ol 8% Arolgta wasisith S78E JA
RS9 B3} AF4dE AlAtetes CR (composite
reliability), AVE (average variance extracted),
MSV(maximum shared variance) =< Table 39}
2t CRISE BF 0.7 oldolal, AVE FEe 25
0.5 olgolgith.

Table 4. Difference test for preferred genre (casual vs.
hardcore gamer)

Constructs | CG HG | t df  Sig M

ower _upper
2. 21

comp M 29 32 40 3033 0002 -0359 -0.082
sd | 071 070
m | 324 348

AUTO 432 3937 0 -0355 -0.133
od | 058 054
m | 304 330

RLTD -339 3871 0.001 -0427 -0.113
sd| 076 083
m | 337 356

LEAR =221 3801 0028 -0367 -0.022
od | 085 090

m | 272 29 0.00
CNTI 343 3% 0374 -0.102
sd | 070 o068 1

m | 331 367

SUNK 404 3034 0 -0537 -0.185
sd | 093 o085

m=mean, sd = standard deviation, t= t-value, df=degree of freedom, C.
|.=confidence interval, diff.=difference, Sig.= two-tailed significance,
m=mean, sd=standard deviation, HG=hardcore game lover, CG= casual
game lover

4.2 AY OI8Ate| 74! XIO]|

Table 4= HG A&}t CGHIAY dhy HIE
(LEAR), A< H]-&(CNTI), "= H]-8(SUNK)2| B+t
AR Blwsieith. 1 Ay, M HI19 g9 HG A4S
19| Al 7HA] vl8- 14 Bt A7t o A Yepgt
wabd H1.12 712458k, H1.29F H1.32 Aegit,

Table 5& Alo|HE9] B+ Uol& 7|1E0=2 FET
AAH AolH(G) AF Aol (SG)LFl &3 &
A5 AT A 93l AT &+ 3259 BA H
t}, JGO &7 F2%7] SGO| AR HHHH o7 =0
Aoz Bty SIAY t-testol] 28 SOl FHF
AL A-&(AUTO)OA Y tojolet. whaka] 95%
¥= AAd) 9siA H2.2& A=sta H2.13 H2.32
MEdr =
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Table 5. Difference test for age (junior vs. senior gamer)

Diff. 95% C.I.
Constructs JG SG t df Sig
lower upper
m [3.15 3.03
COMP 1706 363.8 0.089 -0.019 0.261
sd [ 0.73 0.67
m [342 33
AUTO 2492 336.2 0.013 0.031 0.262
sd | 0.66 0.58
m [321 31
RLTD 1421 359.1 0.156 -0.044  0.274
sd | 0.82 077

JG=Junior gamer, SG= senior gamer, others are same as Table 4.

Table 62 H3Z 7743t Aatoltt. F4d AlolH(MG)
E2 o4 Aol Hlsf Aol Aol sl FEst

= &7 350] Al &+ 35 BFolA =4 dehdth
wrgkA H3.1, H3.2, H3.32 &% A=t H4b HG
AsA} CGASAL 749 el &+ 3% A5E vl
gk Aotk HGSF 2ol Al 7] 7184 4E] QHL =
A7 HG ASAlA =4 Yebsth H4.1, H4.2,
H4.3 25 Af=igict.

4.3 A2X 2412t

Al 7HA 7184 AE] 83 FF0] 2+ HE H|-]o 1|
A ko] AJolE HAFE A= Table 77+ Zo] A
itz AL 7 o7l A=2olA9) 3 AS F 6
7 Ro%t Aog yehdth Al 7 &7 $2L BT
Sl ulgo] ROt YL X AR YRt &
A9t &%54(COMP)7} 35 HI-8(LEAR)O] V]| F
o X5t 7pdT} 2] 8(-0.549)0.2 Uehtona 7}
A H5.12 AEstA] giett 1 Q) 9% v|ga) WiE v

Het HIZo oA

[

8ol o] A] &7 BFo] UAL FFS B FO2 Ut
SA 247 oI5k gk A9E Eyehw glonw
H5.2, H53% Aesha eirh. chit HS.1~H5.39) 2

I 8T FE-018 QY AR AT} e el A

Table 6. Difference test for gender MG (male gamer)
vs. FG (female gamer)

Diff. 95% C.I.

Constructs MG  FG t df Sig lower _upper

COMP m 132 30

sd | os 072 289 389 0.004 0.065 0.344
AUTO m 344 327

sd | 055 059 3.072 385.1 0.002 0.064 0.289
RLTD m 1333 298

sd 078 079 4447 391 0 0.196  0.505

MG=male gamer, FG=female gamer, others are same as Table 4.

Table 7. Estimated of path coefficients between BPNs

and SwCs

Path Estimate SE. C.R. P
LEAR «~— COMP -0.549 0.093 -5.914 Hex
LEAR ~ AUTO 1.17 0.11 10.667 Hex
LEAR RLTD 0.336 0.067 5.03 Hex
CNTI <~ COMP 0.584 0.055 10.565 Hex
CNTI  ~— AUTO 0.008 0.065 0.117 0.907
CNTI  «— RLTD 0.218 0.04 5.483 Hex
SUNK - COMP 0.132 0.089 1.481 0.139
SUNK AUTO 0.919 0.105 8.723 Hex
SUNK  — RLTD 0.11 0.064 1.707 0.088

Notes: S.E.=standard error, C.R.=composite reliability, P=p-value, ***
p-value € 0.01

o= Uehgon sgH|gol 7FY & 9T PIA
LS 81 =2 A4 (1.17), A% v 8o /M 2 9
v AL 7573(0.584), "WiE Hl-Eol 7P 2
HRs 4 352 AE40919) 22 Yegtt
olF 97HA] ‘& F5-AY HE HE7} AlolH £4
HEEE G| AE E467] 98 A &4 B
£ A5 AU F2HGE CG), AlelH e AH(GS SG),
=3 Aolwe] JHMGH FGERE AR ASE Akt
Stal 0|59 AolE Ao Yol 24 15E AR Al
=0} Z42k9] ztolo ot 277 Akl Tt AtolE A4
517] 43t z-scoreE Atoldtt. 1 A3 & 7f 159
AR Aol folgt Zol7t Uehdth (A4 F& Al
9] zto] FA A= AT, AA, A& FF0] W
8] VA= FFolA 2AF Ao1H(0.792, p=0)7t
AA" AlolH(1.148, p=0.0)2& © =AA YEFoH
(z-score=1.706, S-5= 0.1), B4, TAA F=o0| st
& Hl8ol "Xz JFollA HG A5A (0.492, p=0.0)
9] ggo] CGAZAS] TIA (0.213, p=0.022)E} T
A YeRIT} (z-score= 2.093, ¥4 0.05). =t

ru[o
rr
of o%

E%

A HG6, H7, H89| 7HdE-2 B AeokA] gh=r}. vt
o] viEnlgol

H6.3°14 A2 4+ 35 UAE 9F

Effect of RLTD on LEAR
Hardcore

RLTD
Fig. 2. Preferred genre’s moderating on path RLTD to
LEAR
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o] AolHe] tolof olF] ZAEE Y= ALY 2=
o] 9ol faskH (95 0.1), H8.1, Al 7HA] 4
7 8 Z=Fo| 40|80 n|e Ao AY AT
=7} }_7‘20}% FF BAY Eold 79 E
0.05% Fasit.

5. E9|

Aol A9l 7Hd AT Al 9lsf AY ol8AES]
A%t o] B3t & 7HA] Fa3h )
o} AR, metd A AEAES ﬂb"é FE2 o
2 F &7 35 29 35 18 QAo 29 9T
o2 AT A S5 2 SHoke A
oF yepgrt E4), 3 8= 7o a3t 4F
X AEd & F5o] k. sy vga wiE
Hl%oﬂ% A&/ FZ(autonomy)°] 7P & TS
oo, A4 v]8-2 G549 FFol ol M & IF
= W=t} wetA olof g5 AEL AU 8AEE o=
o] Agt vl8-S AAIAE T = 9l o= 7H
Aol A M £2 {4 HFE FHoket &
T 4 ot @lﬂﬂ Tukd A o] 829 gt B }
ol EFohs ¥R AolHe Aoyt ¥ Aol
o3| @ol %”%HL At [23]. SFAIEE EEkd A Q1
T AW oz olEd oJgt Aol SjEeiA| I QL
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A Z27t dmAo|ct. o] A AT A mutd Al
Q o] 8AFE9] Aoy FY zlo|Ert A5 A A2
]/\1 o gt Zpo)7t UET Fig. 2= WA &
FFo] g5 A v8o] vX= FFol CG*ﬁLX}Q‘r
HG AZAfAA B5 FolAgk HG ASAt9] 7
FFY 717t o 7HEA Yehtes e AIZ}@RE
HFS Aot

or
o
-IJ
o)
ol
)
rr
_u

A Az Ad =S st=Ro] AJHG)S 7HFLE Al
ACO=R G5t o|2f3t olEstd AY A==
ShE A7e] "ol AT Aolmz i vElge] 4
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