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ABSTRACT

With the introduction of e-Sports, games have emerged as a new public culture. Also,
it has had positive effects on related industries including game, contents, broadcasting,
IT and more. Studies on eSports consumer behavior are required for the continuous
vitalization of the eSports industry. However, there are insufficient studies on the
psychological aspect of eSports consumers. This study aims to find the motivations for
watching the League of Legends(LoL), which has opened a new paradigm of eSports.
We also find the relationship between such viewing motivation and satisfaction. This
study is expected to be the base of future studies on eSports consumer motivation and
establish effective marketing strategies in the industry.
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[Table 2] Correlation matrix among main variables

Getting . | Accomplish . Social Team |Atmradtiveness|Commenta
Recreation Drama Skills |, . .
-away -ment interaction|attachment| of player ~tion
Gender -.047 -.021 104 -.061 -.058 -.045 193 149 -.058
Age -.064 -.087 —.165%* -.031 -.041 -.070 -.122 =142x%% | —137x%
Income -.116 -.122 -.025 -.116 -.054 -.025 014 -.107 =221 %
Game | jyse | d02es | 076 | -037 | 135 | -027 | -098 | -003 |-208ks
starting age
Game usage| -.023 .043 -.006 142+ .093 122 .088 074 -.049
Attendance| .091 -.029 150= .083 -.056 -.016 1695 145% 016
Online 102 .070 -.056 -.006 .087 152% -.023 .039 -.026
Television | —.205%* -.052 -.085 -.075 -.043 -.157* -.140% —. 188 014
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[Table 3] Hierarchical regression results between viewing motivation and audience satisfaction
Model 1 Model 2 Model 3
B t B t B t
) Gender 041 613 .064 958 052 931
Ic)lf;‘;’f;z?z Age -013 -163 066 846 056 386
Income -.142 -1.869 -.132 -1.782 -.051 -.850
Game starting age — 207 **% -3.754 —.125% -2.248
eSports
related Game usage 155 2.408 102 1.941
characteristic| ~ Preferred -.025 -373 032 588
eSports media
Getting away 120 1.677
Recreation 2253 2.625
Accomplishment -.092 -1.233
Drama .023 387
Viewing Skills 124 2.052
motivation | Social interaction 024 396
Team attachment 219k 2.850
Attractiveness 675 675
of player
Commentation AL 4.318
R? change .023 .073 .392
R? 023 .096 488
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