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ABSTRACT

This study explored the motivation for adolescents to watching games and analyzed

the relationship between motivation,

satisfaction,

and intention to use.

The study

surveyed 274 middle and high school students, and the results of the analysis are as

follows. First,
"Acquire Information’, 'Social
'Escape/Habit’, and ‘Vicarious

five motivations for adolescents to watching games were extracted:
Relations/Multitasking’,
Satisfaction/Fun’.
motivation influenced the satisfaction and the

'Gamer/Creator Preference’,
Second, 'Vicarious Satisfaction/Fun’
intention to use of game. Lastly, Groups

based on usage showed differences in motivation. The findings could be used as data to
explore the factors of adolescents’s game motivation and viewed the game markets.
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[Table 1] Results of Factor Analysis of Watching
Game Motivation

[1]2]3]4]5

Factor 1. Acquire Information

To learn how to play the game )
well ’
To learn new game strategies | .87
To get game-related 0
information '
To level up or get information 77
about good items '
Factor 2. Social Relations/Multitasking
To talk about games with 7
friends )
To get information for game 77
with friends )
To communicate with friends 77
while watching game :
To play a game while 74
watching a game )
To use a media(TV,
smartphone) while watching a 69
game
Factor 3. Gamer/Creator Preference
I like gamers(creators, etc.) 4
To support favorite gamers a1
(creators, etc.) ’
I like to watch gamers 70
(creators, etc.) play games. '
To obtain information about 5
gamers (creators, etc.) ’
Factor 4. Escape/Habit
To forget your worries A
To relieve loneliness 81
Because it is habitual 74
Factor 5. Vicarious Satisfaction/Fun
Even if I'm not good at game
myself, I like watching other 78
play it.
Because it's fun 72
I like to watch other people 70
play game :
Eigenvalue 7.35|2421163|1.35|1.08
Variation(%) 1763|36.17]1469|1207| 1093
Mean 297|2551275| 267|363
SD 1151102/ 1.03|1.13| .8
Cronbach's a | 87| 84| .8|.76

# 1. n=274, = p<.05, *xp<01, *xxxp<001

P &0 0l

7| T 217 2ol 274

osle
i

M2l stict.

Bl d2EE Solsts Y=ol wet ‘=88 J™A
dCF FE] 5=0 JHCE 71| 58 27E =0 "SI,
l
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[Table 2] Result of Difference in Motivation

(Gender)
Male Female ¢
(n=143) (n=131) CE
M | M | ¥
Acquire Information | 3.11 (1.14) | 2.83 (1.16) 2'2%;
Social Relations 4687,
/Multitasking 2.82 (W) 2.26 (99) o7
Gamer/Creator 61,
Preference 282 (99 | 274 (1.07) 7
. 245",
Escape/Habit 283 (1.15) | 250 (1.08) 97
Vicarious Satisfaction 21,
Fun 364 (82) | 332 (%) 7
# 1. n=274, * p<.05, #xp<01, *xxp<001
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Aol 14 mgen, Bgew 4w w5 57,
Alolm/Zelolole M5 F7], A3 WA/ HEH 2
B T wolen, FEANE dE Zi/FH
5§79 Bitel 71 skt
[Table 3] Result of Difference in Motivation
(Educational Level)
Middle High
School School ‘
Student Student d}
w130 | w0 | ¥
M (SD) | M (SD)
Acquire Information | 2.83 (1.12) | 3.06 (1.18) 7;7226’
i i -1.51
S tions | 245 (102) | 264 (1L02) 2752
Gamer/Creator =21,
e Creal 276 (90 | 280 108 |
. 1.44,
Escape/Habit 277 (1.13) | 258 (1.12) o7
Vicarious Satisfaction 21,
Fun 364 (9) 362 (87) 7

# 1. n=274, = p<.05, *xp<.01, *xxp<001

W, Aol gl met Yad Fue TR
3, G9 o] 0§59 BFS vasrke
[e)

X(cluster analysis)?] k-means(k-

AASGED Age HFAow wiE Tre

7) RS0 FAE ECiZ AHg FEsk= k-means =&
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[Table 4] Result of Difference in Motivation
(Heavy User Group vs. Light User Group)

Heavy User | Light User
Group Group &
(n=168) (n=106) df
M (SD) M (SD)
. . 340™,
Acquire Information | 3.16 (1.10) 268 (1.17) o7
Soclal iclations | 274 109 | 225 (94) 3';7; :
Gamer/Crealor | 306 (99) | 234 (99) 0'22 ’
. 479,
Escape/Habit 292 (1.16) 2.27 (.96) o7
Vicarious Satisfaction 390 (78) 319 (56) 7.08™,
/Fun S S o)
# 1. n=274, = p<.05, *xp<.01, #=xxp<,001
4.2 0|837|, 0|88F 2|1 0|89 =
2h0] s
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[Table 5] Result of Effect of Motivation on
Satisfaction

Satisfaction
final G
Gender(Male 1) 13"
Age 08
Acquire Information 01
Social Relations 08
/Multitasking :
Gamer/Creator 11*
Preference :
Escape/Habit 15™
Vicarious Satisfaction/ B4
Fun :
adj. R’ 58
F 54.34™*

# 1. n=274, = p<.05, *xp<01, *xxxp<001
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[Table 6] Result of Effect of Motivation on
Intention to use

Intention to Intention to
Watching Game | Playing Game
final B final B
Gender(Male 1) .06 .04
Age -.02 .01
Acquire Information 01 15"
Social
Relations/Multitasking ~06 09
Gamer/Creator _ 1q*
Preference 03 13
Escape/Habit -.03 .12*
Vicarious . .
Satisfaction/Fun 33 31
adj.R® A1 .19*
F 217 .02

# 1. n=274, * p<.05, *xp<.01, *=*+xp<.001
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[Table 7] Result of Effect of Motivation on
Satisfaction (Heavy User Group vs. Light User
Group)

Satisfaction
Heavy User Light User
Group (n=168) | Group (n=106)
final B final B
Gender(Male 1) 11 18"
Age .08 .10
Acquire Information .01 .01
Social
Relations/Multitaskin 07 .18*
g
Gamer/Creator
Preference 06 14
Escape/Habit 15" .10
Vicarious - o
Satisfaction/Fun -56 A3
adj.R’ A48 A48
F 23.43™* 15.23***

# 1. n=274, = p<.05, *xp<01, =*xxp<001
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[Table 8] Result of Effect of Motivation on
Intention to use (Heavy User Group vs. Light

User Group)

Intention to
Watching Game

Intention to
Playing Game

Light
User
Group
(n=106)

Heavy
User
Group
(n=168)

Light
User
Group
(n=106)

Heavy
User
Group
(n=168)

final B|final B|final B|final B

Gender(Male 1) .10 01

-.01 11

Age -.09 .05

-.01 .05

Acquire Information | .06 -.07

13 16

Social
Relations/Multitaskin
g

-.07 | -.08

13 .04

Gamer/Creator
Preference 01 02

-07 || -.22*

Escape/Habit -.01 -.05

.09 14

Vicarious - .
Satisfaction/Fun 40 29

228 | .41

Satisfaction A1 | .43

18 15

adj.R’ .60 .50

.26 33

F 2008 | 12.75™*

6.41%* 6.83"*

# 1. n=274, = p<.05, *xp<01, *xxp<001
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