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ABSTRACT

This study investigated motivation factors of mods and their influence on user
response to analyze IS Continuance. The data of 610 players of <Elder Scroll V:
Skyrim> who used mods was analyzed by a Post Acceptance Model of IS Continuance,
followed by empirical results. As a result of SEM, the motive factor was divided into
the ‘Media characteristic’, ‘Content characteristic’, and ‘Situational characteristic’. The
motive factors significantly affected user response of ‘Perceived Usefulness’, ‘Satisfaction’,
and ‘IS Continuance’; each motivation factors have different influence and ‘Content

characteristic’ significantly affected the IS Continuance.
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— A study on Motivation Factors and User Responses of Mods for PC Game and its Influences to Continuance Intention
- Focusing on <Elder Scroll V: Skyrim> - —

[Table 1] Categorization of Mods

Type Performance

Examples

Independent Mods
of the original game

Modified engines for creating complete
different games by using source engine

Strike, Garry’'s Mod using
modded source engine of Half-Life

Counter

Attributable Mods

further gaming experiences.

Tool kits for adding up new contents
for the original game, which expands

Elder Scroll series, Fall out series
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— A study on Motivation Factors and User Responses of Mods for PC Game and its Influences to Continuance Intention
- Focusing on <Elder Scroll V: Skyrim> - —
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— A study on Motivation Factors and User Responses of Mods for PC Game and its Influences to Continuance Intention
- Focusing on <Elder Scroll V: Skyrim> - —
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— A study on Motivation Factors and User Responses of Mods for PC Game and its Influences to Continuance Intention

- Focusing on <Elder Scroll V: Skyrim> - —

[Table 2] Confirmatory Factor Analyzation

Unstandardized Standardized
Coefficients g S a Coefficients
Media Characteristicl <Factorl 1 633
Media Characteristic2 < Factorl 780 .081 9.680 Hokox 462
Media Characteristic3 <— Factorl .929 078 11.979 otk 596
Media Characteristic4 < Factorl .966 077 12.623 otk 638
Media Characteristich «<— Factorl .893 .073 12.188 ok .610
Situational Characteristicl < Factor2 1 664
Situational Characteristic2 < Factor2 .866 .070 12.439 *kk 583
Situational Characteristic3 < Factor?2 .949 .069 13.698 otk .653
Situational Characteristic4 <— Factor2 .943 .069 13.701 otk .653
Situational Characteristich <— Factor2 819 .065 12.618 otk 593
Content Characteristicl < Factor3 1 579
Content Characteristic2 < Factor3 1.113 .091 12.250 ook 660
Content Characteristic3 < Factor3 1.058 .093 11.355 Aokt 591
Content Characteristic4 < Factor3 1.067 .095 11.253 Hokox Hd4
Content Characteristic <— Factor3 1.137 .098 11.646 Hokox 613
Content Characteristic6 < Factor3 1.174 .098 11.950 Hokox 636
Content Characteristic7 <— Factor3 1.210 .098 12.383 okt 671
wrkp < 0.00L #p < 001, *p < 0.05
A4S AAEA e 344 (multicollinearity) gigt A E FAdo Fmgt JFgFS vA= AL
A7 BAYEA AFE Fetstr] fs] VIF9: 2 gy B4 Ay &4 EAME @
TS AWRged F g BF 100022 T 0.303)0] /M xS 9FEEE RoFdew JatH
A EAE TAA e Aoz WA v EAE 3 0240 vteld EA(wEF #
T 39 A Ay RE9] o]& FI|d W& ALS 0.186)9] o= JdTFHS vX= oz vt
A g B, NEE, B A A A9 BE E 0B F3) UAY AYe mue) ge AHE 3
Ao fFolmet g AL Aoz vehdtk Aol gl HEo vgH E4o] o 7] 29
(p< 0.001) T dFgo] g 2 AL & = Ak
WA UAE Al o B vdels 54, gAg A mE olg 7] 898 59 W
A BA, U84 549 RE olf F7] 89l Rloz rEd Oigt EYS T4 ®Hde= 3 o
257 OAE AYde] Reof gk T82Ql H= Z 37 249 HA AP A T F7] 8119
Aol G WAL oz BAHNL BE  wE O A mEd f@ 29 feold
o] 7] 8R1&°] HEd vA&= JFHS 77 REFE A= A2 YEeth mYo]d 5404
BAG A% ugH SH0IE @ 03840l A B @ 059)e] dFHel g 2 Ao tege
S FFEES BAFolon, AJgA EAAME @ o], s EHE g 02143 U84 54
02155 wtiols SAMet gk 008Dl wow B g 0052 wom 9L wAn. By 2
UEelsth olE T HAYE AYe Rz o e F3 gAE Ade] REe gigk B4z ¥
3449 M= F4ol Qo] mES] gH 54l Ao o] e olg F7 29 Al A mEA
of ¥7 89 F Il Y 2 AL F £ FHAA G VAT 9L ¢ & AU
AT
EE RE olg 7] 37bA a9l BF REo| 5.3 018 719 #7| +8 22 HE
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oA gxE AYde mEE o435 RE o]g BYE AAE A 7] B BZFE <
Aolw 59 BE HE F Y5 oldfstusr 7] AR 8487 7 S freve d%s 1A
T84 2dS EgE <A77 T <AFrHET> o A S Aded A A 57 290 F
& Aﬂ%i A Eﬁé% AAEAT A7 myge g2 EAol 71 Ae F7] 299 Re= 4y
= 7] 8 Rdg nigo Efkon mtje]d 543 J3A B4 1 AR

2 YxXE Ao RE o]&AE9] o]& FTU|E 7} ke Holt)
1*@ t&dg Ao, WA WHdezE Axd Z, A" Addd REE HE3ke AoHES
R 7 5, w5 A& ARG o= 4] 7} olg F71 F U8A EAol o8l Axg A=
A A}%Z} S WS MAAste dAHAE Tt EFETE IAE F849 g F5S BT =
stuAl FERYAGA BdS ARSIt 7k vgeld EAo] #&4E X" 84
A7 AN AT BE] AP x2 = & vrolgANE BEo g g E5FS =& A
1286.646(p < 0.001), Normed x2 (CMIN/DF) o2 el A3H 549 A X"
= 2508, RMSEA = 0.050, TLI = 0.896, CFI &4 7d F5E vx=d AR =7 AR
= 09052 e} 7 Aol A3 Aoz 2 5 7] 8l vl Jg wro Hollt),

gtk A7 mHe] AFE 43l
T wgel Az AGE BAsel

+ e
Al
)
e
2
2

e A UAg Al wEz 9@ Jl0 F59 49
o sk 048 A mE olgAEe AW F84el Fov JPL A4 gerort
1% Bl mE AgA Wge FEPAA md Y %3 948 G840 ¥24E BE of
2 4vE Avke B 2k of tiE wEgel we Aoz e Y

AL el wAE B A SRR Fe uEgel dal A48 F843% waste 4
[Table 3] ANt ¥ A7/ A€ Adel  oHez o ¥e F39L /Mn e Aew
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[Table 3] Parameter Estimate of the Model

Unstandardized Standardized

Lt Coefficients S48, Gl Coefficients 5
Media Characteristic 164 .042 3.898 164 otk
— Perceived Usefulness
Media Characteristic 270 .042 6.373 270 otk
— Expectation—Confirmation
Situational Characteristic 139 .043 3.206 139 .001
— Perceived Usefulness
Situational Characteristic .130 .045 2.904 .130 .004
— Expectation-Confirmation
Content Characteristic 491 .041 | 12.107 491 otk
— Perceived Usefulness
Content Characteristic .363 .040 9.162 .363 otk
— Expectation—Confirmation
Expectation-Confirmation .014 .039 -.354 -.014 724
— Perceived Usefulness
Expectation—Confirmation .626 .031 | 20.316 626 ok
— Satisfaction
Perceived Usefulness 193 .031 6.272 193 otk
— Satisfaction
Satisfaction .640 029 | 22.197 640 ok
— Continuance Intention
Perceived Usefulness 234 .029 8.126 234 ok
— Continuance Intention

wrkp < 0.001. #*p < 0.01, *p < 0.05
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