Aldiof| I}2 eAFEXO|

e g°

FFEshiddisla Adei=
e-mail: lorical 127@ck.ac kr®

A study on the difference in the amount of information on

e-sports according to gender
Dae-young Shin”
®Dept. of Computer Game, ChungKang College of Culture Industries

2

o}
o}

Je7tel AE e Apolol| tigk IS St 1 At FIe] W 7k 3.22

=
o3 ofshel HE e 2M2 F Pl Haol Aokg Rolw ek F KIS o] ol W)

A3l T-test= AN

o Aol = Aoz ek

5}, §-0]4:% Pgto] 0.0024(P>0.05)% Y T gk

o] exszzol AZ AR

FI1YE: e2=¥ *(esports), AHF(amount of information), T—test(T—test)

[, Introduction

2018 A7k=El-dehg oprlel Aol A FEo2 A
enE = FE o 2l o8 fE T d=t T A
7710] APdAL S oF 10vkEe] FA] APSE: hom, et S
B 231 B4 APAE oF 257kge]] o]=3 2018 A7k=r-
L oPRE AN ] ez 7o) o= Qs Ield e
2 ey AP F4s sk ok

HJH 0 2= 2022 A oARE Aol eEx o
A Eos AYEglor, oAz oAk Ade Hol 29
el eyl e} =l Q= Aol

)

T B AJUE A eZElThE olelelle tiF, B At
T A s $HOE ex¥= o] AjEReH, AERE A7),

23 = t)do] ARAE0] eAT2 A7 Aol S Hol
ek I3 Ui, B 5 dlsA] Bk o) okl A, A
FATAPIA] A3 2L TA| B ] e2~X = Ui3lE Fs
Ak

LCKs= 2020 LCK APAF 1,000 tPdoz AE2ARE st
A}, LCK A} 5 Ahbo] W= 56.7%7) 22lolH, 35.9%7}
FRE tiskedoleta gk

3} 10001e) A% St} Zoji] 21 0B HAE eAF 2|
5o IS V1R Ae] A 3 ouigkal SHE vl
32.7%R3L, 1 FoMT o ARk vlgo] 46.0%EFL S
ofiz P HREoRiaL o eE= ARl o AR HlE

oot R

Ao sk Sirke 2 & 2 gk
oM P exTx oby WEo| AR FISKe AN

2

U Aol W exzzo} Pelslel Qi) B AN T
sletbe] Anagel] 95 Aol Apskan sk

il

I, Preliminaries
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IV. Conclusions
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