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ABSTRACT

MMORPG game is an industry that is growing fast through COVID-19. This study
confirmed the factors that influence the self-character identificationand social relation
internalization of MMORPG games and identified the factors that affect the intention to
purchase items and the intention to continue play. According to the PLS analysis, the
influence of the character characteristics and social characteristics of MMORPG on
self-character identification and game commitment was significantly confirmed. In addition,
the relationships between these mediating variables and user behavior were tested. The
results of this study suggested the importance of researching MMORPGs' game characters
and could be used to improve the competitiveness of MMORPG game companies.
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o] AheFer AFHJ. 1 A3 Mk T F
A

396 9] MMORPG °]-& ZA3e] e F& F&
2 ustgon, o8 #Ad FYstanh

olE9] Hit A#L 21940H, AEEE dA
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[Table 1] Construct & Measurement
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o=

Constr Measurement
uct
AGE | 1o AY &9 AFH= 9&‘ whrke] Aot}
2FH | 2.0 A A& AYEE Afrsta A
[11] 3.0l AY o] AYEHE 491 wAle)th
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%ﬂ 2. MYE 9] el FrE s e Fasit
[7102] 3.l AMYE I el x}tﬂﬂ = FHE AL
T asig

g | 1L 22 A Sdolofse A™¥e frozte] €t
All2] | 2. 22 AS) FdelolE2 #3138 A%E #AG
[14] 32 AYE e AARES 2R 3 shFo|t

1 U7t £33 deo $85E5L #AsH ) =t
e 2. & AQ TRE rofgE vwErh
gy | 3 HIZE &R A= Oigte] 25 =T
*[;4]“ 4. AroA thddt AFE Fogur) s %)

5. U7k £¢ AuE T A= He S

ode FArt
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Afo}- =7zt
AE | 2. 2] 2 o] A AY AHE ARG =AY
2o | 3. Ade ALY} E2FeE ExE vpx e
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4. o] A MYHE o] 553 Aot
A L Aglel ze] E95e] gtk
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BoddTe) WerEe TAAEES S48 A%
ga2 gEsolr, =y Aws Qs wol
2 25H35].

A BALS A 9l & =2
ule} &3H(Cronhach’s alpha)E gelatgon], &
1O

N A PSR 9% ghe WE 07 o4

AL 24715 78 10 10 25
A E %714 .76 08 15 27
NE 2E32 17 .86 17 12
AYE 2EF3H 14 .86 22 -.03
ANYE 2F313 17 .85 19 11
ALE A2 14 17 .86 12
ALE A3 17 12 .80 16
AL A2Hdl 06 26 .66 04
g2 31 05 14 .88
gL 37 23 06 kii
3w AA3 48 -.09 27 .62
ofol Al # 3.76 2.50 2.08 2.07
2 % 74.36%

[Table 4] Factor Analysis of Eedogenous Varable

1 2 3 4
Atol-NEE T U4 .88 11 18 .16
247 715291 0.7 2 0.5 o]l Aoz 3eE<] Aok-AGE sAA2 | 85 | 09 | 14 | 22
Apob-FNYEH FUAL .84 23 14 16
E]—[36] zZlol-7| 2 E YU AI3 .83 14 .09 18
[Table 2] Reliability Test ofol &gl Fmje] &2 15 .92 12 20
) ofol gl Fujol =] 15 .92 14 .20
Construct Alpha e E AVE ololdl Fuje] w3 19 91 15 15
Ay 2544 743 847 65 AQY A w2 .16 14 .92 11
) = Ad A& E] .10 13 .92 14
=2 uL=3
AHE a3 881 928 Al AT A% %3 20 | a1 | 80 | 13
EE R 836 902 754 REEERIREEE 16 17 09 89
FARRD 4] 003 998 720 A3 A A WA 53 24 15 .19 .84
5 A3 A A WA s .24 .23 12 .82
g =0
MEE LA 912 938 791 otol 318 5T 570 CRY]
A A 8 889 931 818 Z= B 9y 85.12%
ofol gl Fuj o) 952 969 913
A A& 938 .960 .890
4.4 718 #39 At
F7I= 9 BEAY 3 e 248 98 7Hd el HFE 95k 50039 AlEdoA F
AR aREAS AT 2dEAS A EEY % (bootstrapping) S 483 PLS(partial
H 2= (exogenous variable) ¢} A3 W= least square) &A1& APt om, #A ETERE
(endogenous variable)E t oz AA5IHR o, SmartPLS(version 3.3)& Al&3litt. &4 A
w2 ™~ (Varimax) 37 HE 3 FHE B p < 0059 fro= FFolA F 10719 7 BF
(principal component analysis)gXAC2 2133} T3t Aoz A=,
o} A Ay s vl 2442 A 8RlEol
ZzEolom, oA WHEE E 7436%, WA WS [Table 5] Hypothesis Test
= F 85.12%9 Twe 2AS AW 4 Qe A Hypothesis Path t D
o= ZIHATH Hl 248 — 594 0556 | 14.417 | 0.000+
H2. 953t — YAl 0.147 3.675 0.000x
H3. W #A — @AW st 0.147 | 2.789 | 0.005*
[Table 3] Factor Analysis of Exogenous Varable M4, Acazg — BAWAS | 0573 | 12.465 | 0000+
L 2 3 4 H5. 594 — AU A 3} 0122 | 2929 | 0.004
A 227k 82 17 10 19
ACAZa3 2 0 16 T H6. 5UA — Fojel= 0222 | 4359 | 0.000%
AE &2 .80 18 .08 28 H7. dAWAZ} — Fofe] = 0.329 6.212 0.000*
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