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ABSTRACT

This study investigated the link between esports spectators and their tourism intention
using value-attitude-behaviour hierachy(VAB) and co-branding. We've conducted a
survey on Chinese who had a direct spectator experience on esports. Using a total of
311 samples, this study found that the link between the attitude of esports shows a
positive effect on the tourism intention of the venue. Also, esports attributes have a
positive relationship with the attitude of the venue.
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[Table 1] Demographic characteristics

Characteristics n (%)
Male 156 50.2
Gender | male 155 49.8
20-30 260 83.6
Age 31-40 44 14.1
41-50 5 1.6
>50 2 0.6
Student 116 37.3
employee 101 32.5
Job Self employed 21 6.8
Professional 50 16.1
Other 23 7.4
) High-school 27 8.7
E%ﬁl)on University 183 58.8
Graduate school 101 32.5
3k RMB 82 26.4
Average 3-5k RMB 83 26.7
monthly | 5.7k RMB 61 19.6
>7k RMB 85 27.5
Visiting L 80 257
experience 2 83 26.7
In_esports | 3 33 10.6
Games 723 115 37
Tourism Yes 215 69.1
Plan No 96 30.9
Total 311 100

[Table 2] Results of reliability analysis

Construct Item o CR. AVE
1.Cost 3 747 782 556
875 915 728
.804 | .805 579
.834 | .859 .606
875 907 .709
.888 924 753
909 | .940 .796
922 | 938 .790
850 | .859 .606

2.Games Facilities

3.Games Situation

4.Games Promotion

5.Functional Value
6.Emotional Value
7.Attitude (esports)
8.Attitude (venues)
9.Tourism Intention
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[Table 3] Results of reliability analysis

Construct 1 2 3 4 5 6 7 8
1.Cost 1
2.Games Facilities .677~.741 1
3.Games Situation .330~.394 | .416~486 1
4.Games Promotion .625~.691 | .694~.760 | .484~.655 1
5.Functional Value .582~.644 | .809~.875 | .544~.624 | .779~.855 1
6.Emotional Value 511~.577 | .685~.726 | .533~.623 | .635~.713 | .778~.856 1
7.Attitude (esports) A455~.517 [ .692~.760 | .496~.584 | .620~.696 | .796~.874 | .842~.934 1
8.Attitude (venues) 479~.545 | .571~.637 | .460~.550 | .557~.633 | .682~.758 | .523~.601 | .581~.661 1
9.Tourism Intention .525~.599 | .646~.722 | .407~.501 | .611~.695 | .722~.806 | .568~.654 | .620~.710 | .830~.936
[Table 3] Results of reliability analysis
Path coefficient | t-value | p-value. | Test results

H 1-1 Cost — Functional Value of esports Ganes -124 -1.785 074 Reject

H 12 Games Facilities — Functional Value of esports Ganres 588 7.555 .000 Accept

H 1-3 Ganes Situation — Functional Value of esports Gares 229 4520 .000 Accept

H 14 Games Promotion — Functional Value of esports Ganes 345 4.845 .000 Accept

H2-1 Cost — Fotional Value of esports Ganes -153 -1.972 049 Reject

H22 Ganes Facilities — Enotional Value of esports Games 559 6.768 .000 Accept

H 2-3 Ganes Situation — Fnotional Value of esports Ganes 291 5.100 .000 Accept

H 24 Games Pronotion — Enotional Value of esports Ganes 259 3431 .000 Accept

H3  Functional Value of esports Games — Attitude towards esports Garnes 170 2.655 .008 Accept

H4  Envtional Value of esports Garmes — Attitude towards esports Garres 812 10.521 .000 Accept

H5 Functional Value of esports Games — Attitude towards Verues 674 7.165 .000 Accept

H6  Envtional Value of esports Garmes — Attitude towards Verues -321 -1.310 .190 Reject

H7 Attitude towards esports Ganmes — Attitude towards Venues 403 1.543 123 Reject

H8  Attitude towards esports Games — Toutism Behavioral Intention 146 2.847 004 Accept

H9  Attitude towards Venues — Toutism Behavioral Intention 48 12.953 .000 Accept

A AaTRUE o)Al e Adste]of 3 MAAS AZAZ 5 = =7 7ide] 3aA e

C B AFelA] AHugiRe] ez gt 2 ¥Q)
Fe 7HA FolA T1s AR A= AHA G HE mpA Rt o B ez 2 A A O] WFYES AAs
2 Aelsi W BAHY ANE ARAR Aol = AL AT AHAC] BF BEels] MR, e
HA = AS GEArh webA, ezl o Y=g 2AstE M s Eed] esxz=ont
o S A AT A 2 2FE A HAEe Aol ope} o]} A AuiAgE 3
7] ofele Aom wolu, e~E2E WY dolof cxEx wYe mNE FUAY sow
T2 By Ar1e] AFAA FUS JHA 9 Helt},
AAuiAG I AASHE o] AR Wl A7 A% 2 AAHE FE es¥x

FHAR exxzot JNHA S} AAE st wd Z2AsE 9T T Ay ke AlAet
ofF gtk AWkl Ax =gl gy esX =2 =Y Ko, 97 FARS T ok A AR
A A xR AAE glow, ol o B Ao AL azvz A3 ex¥xz= A7
WA ~Ezsh Bl enEzd BEst ARA W YFEES WA e 4PN ARl 19
o Biel FFS HAA = Ao YEI e ) webd, HewE Qo ¥ APPFI L =
=¥z WFE SA] Haide A 2% < FEUR QI3 A aglow QF of=e]
zo| M FEEE A9 AmAlsh go| exEzst  sFsAol EAS, oF Frhgos ¥Fo da
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