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ABSTRACT

The main objective of this study is to empirically analyze the relationship among the
major variables of viewing motivation, audience satisfaction, and behavioral intention in
the esports spectatorship based on the uses and gratification theory. Through the
exploratory factor analysis, we have identified major motivation measures of esports.
Regression analysis also showed key motivation factors on audience satisfaction and
behavioral intention.
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— The effect of eSports Direct Spectators’ Motivation on Audience Satisfaction and Behavioral Intention

Based on Uses and Gratification Theory —

[Table 3] Regression analysis result (DV: satisfaction)

Dependent Independent Step1
Variable Variables B S. E B t p VIF
Satisfaction (Constant) 641 372 1.720 .086
Achievement 024 041 027 584 .560 1.402
Social Interaction 037 047 045 777 438 2.112
Skill 152 .049 153 3.068 .002 1.608
Acquisition .008 .051 .009 159 873 2.030
Knowledge
Escape -.008 .051 -.009 -.156 .876 2.157
Participants’ 109 .040 135 2.728 .007 1.579
Attractiveness
Aesthetic 114 .055 118 2.064 .040 2.090
Entertainment 281 056 .288 4.992 .000 2.131
Team Attachment 211 058 213 3.602 .000 2.249
Player Attachment -.010 .030 -.017 -.345 730 1.623
Caster -.064 .033 -.101 -1.935 .054 1.763
Promote Viewing 022 .033 031 661 .509 1.426
Gender -.089 114 -.035 -.780 436 1.325
Age -.032 .061 -.022 -.532 .595 1.062
Companion 021 025 034 852 395 1.053
Viewing Frequency .055 042 .053 1.287 199 1.074
R?*/adjR2 528/ .503
F 21.202

*p(.05, **p(.01, ***p{.001

[Table 4] Regression analysis result (DV: Behavioral Intention)

Dependent Independent Step2

Variable Variables B S. E B t p VIF
(Constant) -.935 451 -2.075 .039
Satisfaction .238 .069 .199 3.444 .001 2.120
Achievement -.054 .050 -.051 -1.087 278 1.403
Social Interaction .235 .057 .238 4127 .000 2.116
Skill .055 .060 .046 .905 .366 1.658
ﬁﬁg\‘j\/‘fgggg 120 062 110 1.951 052 2.031
Escape .034 .062 .032 .541 .589 2.157
ehavion Aorticipants 062 049 064 1.263 207 1618
Intention Aesthetic .007 067 .006 .097 922 2.120
Entertainment 213 .071 .182 3.021 .003 2.306
Team Attachment .079 .072 .067 1.105 270 2.346
Player Attachment .068 .036 .096 1.907 .057 1.624
Caster -.047 .040 -.062 -1.178 .240 1.785
Promote Viewing .020 .040 .023 493 .622 1.428
Gender .063 .073 .035 .859 .391 1.063
Age 196 137 .066 1.435 152 1.328
Companion .026 .030 .036 873 .383 1.055
Viewing Frequency .057 .051 .046 1.116 .265 1.080
R?/adjR2 .525/ 498
F 19.618

*p{.05, **p(.01, ***p(.001
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