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Abstract For mobile online games, this study examines how use pursuit propensity, use interest, use,
service quality, and system quality, which are attributes that evaluate the use value and benefit for
Chinese users, have an effect on use satisfaction. Empirical analysis results; all composing factors of four
attribute had a positive effect, and the degree of effect was different according to game types in use
interest and use, service quality. In terms of use pursuit, there was no difference between game types,
and innovation pursuit and relationship pursuit were found to be similarly important effecting factors.
In terms of use interest, there was a difference between game types. Sense of solidarity in single-player
game and sense of achievement in multi-player game was found to be the most important effecting
factor. In terms of service quality, there was a difference between game types. Easy of game in
single-player game and function of game in multi-player game was the most important effecting factor.
In terms of system quality, use convenience was found the most important effecting factor without
difference between game types. Based on these results, this study suggested a strategy to enhance game
development and loyalty to companies in the game industry.
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Fig. 1. Market Size of China Mobile Online Game
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Table 1. Results of factor analysis and reliability test on use pursuit attribute of mobile online game
Factor Measurement ltems Factgr Communit Eigen Chronbach's
Loading y Value a
Like to try new game 0.716 0.704
Tend to try new games earlier than others 0.665 0.640
Factor 1 5.209 0.852
Like to try new ways when playing game 0.684 0.680
Like to experience newly released game 0.737 0.706
Used the game by recommendation of a friend and acquaintance 0.669 0.664
Started the game through seeing use of the others 0.746 0.741
Factor 2 1.575 0.858
Think able to expand human relation by using game. 0.733 0.714
Like to hang with friends or acquaintances while playing game 0.729 0.723
Tend to play the game skillfully better than others. 0.675 0.593
Recognize and effectively use functions provided by game 0.730 0.625
Factor 3 1.262 0.788
Understand how to operate game relatively well 0.748 0.668
Achieve goals faster than others while playing game 0.736 0.617
Table 2. Results of factor analysis and reliability test on use interest of mobile online game
Factor Measurement Items Fact.or Community Eigen Chronbach
Loading Value sa
Can relieve boredom by using a game 0.815 0.733
Can pass time without getting bored by using game 0.799 0.723
Factor 1 6.480 0.911
Fun to play game 0.784 0.761
Gain amusement by playing game 0.777 0.713
Can build a bond with friends and acquaintances through game 0.690 0.647
Like play with friends and acquaintances through game 0.757 0.729
Factor 2 1.332 0.887
Help maintain friendship with friends and acquaintances through game 0.792 0.737
Share a message with friends and acquaintances through game 0.769 0.733
Feel proud to see my account grow while playing game 0.750 0.744
Factor 3 Feel satisfied when | do well while playing game 0.756 0.720 1.122 0.842
Feel pleasure when | climb to next level while playing game 0.758 0.741
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Table 3. Results of factor analysis and reliability test on service quality of mobile online game

Factor Measurement Items Fact.or Community Eigen Chronbach

Loading Value sa
Mission function of game understands easy and is executed accurately 0.679 0.667
Game's driving functions are generally running well 0.738 0,725

Factor 1 5.876 0.854
Overall, game runs smoothly and without stuttering. 0.710 0.705
Game's graphic visuals and sound are well supported 0.722 0.686
Game descriptions and practice play are easy to understand 0.638 0.608
Game is well done with a universal control method. 0.738 0.724

Factor 2 1.323 0.850
Operation of game is simple and easy to use 0.717 0.701
Can easily learn the regular know-how of using game 0.714 0.700
Can easily handle and stop errors or bugs while playing game 0.663 0.627

Factor 3 In case a problem with game, it handles quickly and well 0.664 0.635 1.215 0.734
Allows to proceed with game upgrades in a timely manner 0.790 0.732
Game can download normally fast 0.609 0.584

Factor 4 Game fetch runs well and stable overall 0.802 0.727 1.140 0.728
Account security and personal information of user are well managed 0.762 0.672

Table 4. Results of factor analysis and reliability test on system quality of mobile online game

Factor Measurement Items LZZ‘;ZZJ Community \E/EIEZ Chrc;nZach‘
Game can be used anytime through a network connection 0.791 .0720

Factor 1 Game can be used anywhere through a network connection 0.754 0.691 3.653 0.735
When game starts, a network connection is made quickly 0.624 0.593
Easier to use than other PC games 0.698 0.657

Factor 2 The menu of game is clearly separated and easy to use 0.759 0.751 1.521 0.782
The screen layout is good and it is convenient to see 0.726 0.710
Communication works smoothly when using game 0.777 0.749

Factor 3 Data transfer speed from the server is fast when using game 0.712 0.693 1.176 0.806
Communication speed is sufficient and game proceeds smoothly 0.795 0.757
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Table 5. Results of regression analysis on factors
of use pursuit propensity

Table 7. Results of regression analysis on factors
of use interest

Factor of use B Standard p) t

pursuit attribute error

. Standard
Factor of use interest B V4 t
error

Innovation pursuit 0.399 0.026 0.415 15.147"

Sense of amusement | 0.165 0.025 0.198 6.709"

Relationship pursuit | 0.275 0.025 0.294 11.053"

Sense of solidarity 0.319 | 0.024 0.370 | 13.294"

Self-efficacy pursuit | 0.171 0.026 0.167 6.612"

Sense of achievement | 0.255 0.026 0.291 9.834"

R?=0.521, F=369.145", "p < 0.05, “p < 0.01

Table 6. Results of parallelism test between
game types on factors of use pursuit
propensity

Factor of use
pursuit attribute

Game type B V4 F

Single player i 0,389 | 0.406
Innovation pursuit 0.612

Multi-player | 0,406 | 0.421

Single player | 0.252 | 0.286
Relationship pursuit 1.061
Multi-player | 0.317 { 0.312

R?=0.645, F=396.279", "p < 0.05, “p < 0.01

Table 8. Results of parallelism test between
game types on factors of use interest

Factor of use interest: Game type B V4 F

Single player i 0,099 : 0.117
Sense of amusement 4.366"
Multi-player | 0,188 | 0.229

Single player | 0.440 @ 0.539
Sense of solidarity 11.476"
Multi-player | 0.212 | 0.229

Single player { 0.159 | 0.154
Self-efficacy pursuit 0.816
Multi-player | 0.199 | 0.174

Sense of Single player { 0.165 | 0.189

achievement 8.435

Multi-player = 0.362 | 0.408

"p < 0.05, "p < 0.01
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Table 9. Results of regression analysis on factors
of service quality

Table 11. Results of regression analysis on factors
of system quality

Factor of service B Standard p) t

quality error

Factor of system B Standard ) t

quality error

Function of game 0.302 0.025 0.322 | 12.146™

Easy of game 0.305 0.026 0.324 | 11.828"

Reliability of game 0.140 0.026 0.137 5413

Stability of game 0174 | 0026 | 0164 | 6.693"

R?=0.567, F=324.301", "p < 0.05, “p < 0.01

Table 10. Results of parallelism test between
game types on factors of service quality

Factor of service

quality Game type B V4 F

Single player ; 0,231 : 0.259 .
Function of game 5.305
Multi-player : 0,391 | 0.391

Single player : 0.343 | 0.381
Easy of game 5.264"
Multi-player @ 0.249 | 0.252

Single player : 0.171 | 0.181
Reliability of game 3.144"™
Multi-player : 0.119 | 0.104

Single player { 0.146 | 0.138
Stability of game 1.931
Multi-player i 0.211 i 0.197

"p < 0.05, "p < 0.01
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Instant connectivity | 0.247 0.028 0.234 8.713"

Use convenience 0.366 0.026 0.372 13.881"

Network speed 0.255 0.025 0.265 10.284"

R?=0.441, F=261.410", "p < 0.05, “p < 0.01

Table 12. Results of parallelism test between game
types on factors of system quality

Factor of system

quality Game type B V4 F

Single player ; 0,177 : 0.170 i
Instant connectivity 5.532
Multi-player | 0,328 | 0.306

Single player ;| 0.371 @ 0.385
Use convenient 1.580
Multi-player | 0.351 | 0.348

Single player | 0.282 @ 0.309
Network speed 3.556™
Multi-player | 0.220 i 0.216

" 0.05, “p {0.01
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