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The effect of eSports motivation on loyalty : Moderation effect of

genre

Jin Jae Kim

Department of Physical Education, The Graduate School
Pukyong National University

Directed by Professor Kim, Dae Hwan, Ph.D.

Abstract

The purpose of this study was to investigate the structural relation
between seven areas of e-sports consumption motivation(hedonic,
aesthetic, competition, control, challenge, social interaction, stress) and
loyalty. Additionally, the present study examined the moderating effect of
genre in the relationship hedonic, aesthetic, competition, control, challenge,
social interaction, stress and consumer loyalty in the context of e—sports.

For these research purposes, the current study conducted a survey
targeting 500 e-sports users via online survey platform all around the
country. All 500 survey were used for the final data analysis. A
confirmatory factor analysis(CFA) was conducted to confirm the reliability
and validity of the measurement model. After the result of CFA was
ensured, a multi—group structure equation model was performed to test the
hypotheses of the study. The results of hypotheses testing are as follow.

First, the effect of hedonic on loyalty was found to be statistically
significant and positive(Hypothesis 1).

Second, the effect of control on loyalty was found to be statistically

_Vi_



significant and positive(Hypothesis 4).

Third, the effect of challenge on loyalty was found to be statistically
significant and positive(Hypothesis 5).

Fourth, the effect of stress on loyalty was found to be statistically
significant and positive(Hypothesis 6).

And the results of the research question are as followed

First, the moderating effect of genre on the relationship between
aesthetic and loyalty was significant and positive(Question 2).

Second, the moderating effect of genre on the relationship between
social interaction and loyalty was significant and positive(Question 3).

Third, the moderating effect of genre on the relationship between stress
and loyalty was significant and positive(Question 6).

Fourth, the moderating effect of genre on the relationship between

competition and loyalty was significant and positive(Question 7).
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el Feolti(Sjblom & Hamari, 2017). e~¥ =% 1990tel] Abo]w el &
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2 A" 075 AL 5009 HEAE B AT HF Ao AR&st
Atk AFHERRE] TS A S S <F1>I 2

AT A A4S BH, dA o] 356 (71.2%). o173 o] 2447 (48.8%) 2
2 e, A% 30t 14778(29.4%), 20t 138%8(27.6%), 40th 11678
(23.2%), 50t ©]F 9994 (19.8%) w=o = YERT S5+ AL 35819
(71.6%), & B o] 5}587 (11.6%), StAF Ast 487 (9.6%) A AF 3678 (7.2%)
TOo® YENT es¥x F3F o] §8le= F 2733] 2249 (44.8%), T 13
1217 (24.2%),5 4753] 799 (15.8%), "I 587 (11.6%), 63] 187 (3.6%) <
o7 YUeyth exx = o] § A 6 o4 33718(67.4%) , 273 687
(13.6%), 475 687 (13.6%), 1'd o3l 278 (5.4%) O = EFskt
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E L AT Folde ATEATA 54

T R 5 (%) A (%)
=1 356(62.2)
w2t o 144(37.8) 500(100)
204 m]RE 0(0)
20729 A 138(27.6)
A= 307394 147(29.4) 500(100)
40749 A 116(23.2)
504 o] A 99(19.8)
& 9oolst 58(11.6)
e &AL A 8k 48(9.6)
WEFE t_i“]}_ 358(71.6) 500(100)
A AL A st 36(7.2)
+ 13 121(24.2)
T 2733 224(44.8)
T3k o] &3l F 3743 79(15.8) 500(100)
T 5763 18(3.6)
& 58(11.6)
1d o] st 27(5.4)
o 2734 63(13.6)
o]-&74 ¢ o 68(13.6) 500(100)
61 o 337(67.4)
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E A V=T AR EE G
FX EPSE T N O N R
g4l 3 7 5.88 0.86 -0.61 0.13
LgA2 2 7 6.01 0.83 -0.78 1.07
2 =433 1 7 5.89 0.88 -0.8 1.46
An A1 1 7 541 1.12 -0.63 0.36
An| A2 1 7 5.36 1.19 -0.86 0.81
AFs] /g1 1 7 4.03 1.58 -0.14 -0.77
AL3] 432 1 7 3.72 1.67 0.06 -0.87
=21 1 7 5.51 1.03 -0.72 1.08
2242 1 [ ool 1.15 -0.71 0.67
=41 ! 7 5.03 1.24 0005 0.17
=42 1 7 4.19 1.59 #FOPL2 -0.72
E743 1 7 4.63 1%9 -0.60 -0.31
dAEE1 1 7 4.97 1.41 -0.71 0.14
dAE=2 1 7 473 1.5 -0.65 -0.15
Ade=3 1 7 5.12 1.23 -0.71 0.66
31 1 A 5.3 1.32 -0.85 0.64
B2 ). 7 °. 78 1.25 -0.9 0.79
£ 5 A gE g3
Test Statistic p-value result
Skewness 7095.4543 .000 No
6 U¥E A= A4
Test Statistic p-value result
Kurtosis 59.891 .000 No
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Age s BRE 35
A gad gArA An
SARY ] AP ST HHE HES ] A8 <29 3> F
o] 1A 8JdFAES HAASAT R A fAdE fnkste] A %
T22E FAYT ¢ e FAYHES A& th(Satorra & Bentler
1994). Hair et al.(2006)¢] #Algk =24 R& AHgw= A]4¢x"(df, p<.001),
CFI(Comparative FItIndex), RMSEA(Root Mean Square Error of
Approximation), SRMR(Standardized Root Mean square Residual) & 7|
© 2 SRMR, RMSEA .80 ¢]3}, CFIgte] 90 o]’do|tt & A9 4 =
g Agr: XS g2lsk 43 CFI 910, SRMR .68, RMSEA 70 2 & 4
Elfon dutdoz AAS AFAFY 7|EHE HoURA] e A=
eSS, weba] & Ryo] A ARE & Awsta Agsivia AlAlsk
Fra=
E 78207 aJEA AYAE HS A
o el ey A3 e
- A= A 5
Normed x“(CMIN/df) <2(ZF%), <3(%¥3), <5(H%F) 34
CFI >9 91
TLI >9 91
RMSEA <.08 07
SRMR <.08 .068
geold Q9o B8 T SHHFE 93 2y HIAS drE 4
gom FHeldE(Convergent Validity) 2} H B} = (Discriminant
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Validity) & wlg oz 2do gdxEZ H53AtHCampbell & Fiske,
1959). HHEtG == 7+ Jfydo] H3lst

o1 A A #(factor loading), 70d41# =(CR, Compositive Reliability), ® &

>

N +Z(AVE, Average Variance Extracted)#t<S %3 HESIAT. FHE
&

oft
m
rr

29 HAF 50 o495, AVE 5 CR .70(Fornell

Larcker, 1981)¢c|™ gH ¥ Ao FtFets o=z B AT 4 &3

R

o AQAAGFE 646914 920 Abololn] BAHOR fold Ao thehdd

o % AVE#2.558(%2Hd)ol A 7371(4 A A)
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%8 A QRA (CFA) +HHYE P53
a<l
Q ol =z s}E
Qo] W =43 ) CR. AVE
L= 889 128
U exx 25 E47] Wil gt 901
T en¥ =25 AW|SlolA Tt 836
NA exxz Fod= TG F
‘_’} I Al e Jg = 66
atitol ot
Alm A 832 712
= exx 29 g3 ag9Ss SXv 818
i envzol AT 19 e Z00 869
Rk 814 897
U 2 AR T 5 97] gio
- B} 920
e~X =5 St
Ue tE Sdlelost Aty dR ™
WiE 87] AN erE2E FTE '
Z 24 716 558
i U AP E 28 Ao .
A 1ol e~ zE F) ']
e el AgEHE deb wEe Ao
A YA exE2g ;
=4 873 698
= 5 dolnd =43}y 93
#_1 _ ] &=l at7] 9130 Rt
e~X 25 St
e Ha Zgeloets B4 47 506
8 exE2E Fr} '
= A 72 Ader] dax
#J‘JL _1 §alst7] 9l el A om
e~X =5 3t
AdE= 826 616
e Aol ghutel Al Blojuhr] 9] & A
- B 834
e 25 it}
= 0% e 2232 a6ty
b}_ #}_ ' 223171 57
NN erF2E B}
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374 849 737
Ui A0 exx 2 Fefd glo] 280

TRE polgha A7y '

Ui exzxs & o Ao Aol

F24E5 ¥ 2% =40 o

FTHLE 917 649

E AEHORE erFzo] FHoJd Ao
= A e A Aol
t}
T oen¥z FolE WA ¥g Ao

1/]' € o] T ] 5 N ] 799

t}

e~¥2g FAd 787F Aud A%

Feje Aol R

H7F S e xS SN AREAA F

g Aoy '

Wb st exExa Bl I

2 oJokr|E Aol :

W7t 8t e 28 B3 A9 o8F

A ABe FWoA ookl F Aolsk

£ 9. 94 2w (CFA) FHEHTE A2

e 1 2 3 4 5 6 7 8
1 728

2 49 712

3 128 442 897

4 591 551 326 558

5 266 348 541 479 698

6 226 258 405 336 444 616

7 368 265 350 438 398 288 737

8 633 265 350 687 464 337 352 649
Bzt 4= AVE 49
#AE RS ko) ARwA A5
1=22hd; 2=4014; 3=Ab81 4, 4=2 2 5= A 6-9 3 RE; -4 AN 8-FAE
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4,

|\

e

dqAF

q F
2ol 2dgyel Adste] g2 A A EA (multigroup SEM) =
F33st7] A, FPS, RPG, SPORT, RTS, MOBA #71A}7} 5d 3k wha o
2 HE Fg5& HHIAsAE syl fAs S8 wdA8 HF
(measurement invariance test)& 33ttt FAH R o Bd A3
A 42 Abgsle] FE] YA (configural invariance)® AT FTAA
(metric invariance)o] EFH.E =4 AZ3 % tHKline, 2015).
de] 594 AZ(Configural Invariance)& S 4%Z FAE= 29l
Mot 729 7 Jd e 54 E HAFste Ao ds,
2020). Fef L4 HE5S 7] 8 &9 FIA A%kl 1= Modell &
e Y B4e AAR Ay iS22y e Bd AHgEE yEdy
(2/df=1,98, TLI=.95, CFI=95, RMSEA=.06, SRMR=.04). w&}A, F= Hot
o e vdAel AFHIHT AE R H<IH 5>,

2oz, A Audel BUVAE A5 A 24 BUA

¢
Lo

71 Z(Metric Invariance)S AA8FAL} o]= 9& ¥ 157 ZE Qo B

stF s FAAl AlokstodModel2E WHE©l Modell #9] A s M ulst
e}
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HED1
HED.2
HEDZS

==

FPS5/RPG/SPORT/RTS/MMOBA

AEST
AES2

SOCT
SOC2

COM
CONZ

CHAA

CHAZ

CHAS
STR1
S5TR2
STR3

COoOMM
COMZ2

i

34, gH 594 #H S (Configural Invariance)
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HED1 ==
HEDZ FPS/RPG/SPORT/RTS/MOBA
[HEDS -

HED2

AEST
AES2
SOC1
SOC2

COMNT
COMNZ —
CHAT
CHAZ

CHAS

STR1

STR2

STR3
COMT
COM2

j

95 =AHAEY] YA 7S (Metric Invariance)
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&4
4Z,

stAth PR e 2 Modell02 24 S5 74
25 A5l o]%F, Satorra-Bentler H %= Jlo] AlF o] AA
(Satorra—Bentler scaled chi-square difference test)S %@d|Model3<1¥
7>3 Modeld<1¥ 8>, Modelo<1H 9>, Model6<1¥ 10>, Model7<1
A 11>, Model8<1™ 12>, Model9<1¥ 13>, Modell0O<1¥ 14>S Z+7}
H] a5kl vt
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=

FPS/RPG/SPORT/RTS/MOBA

=+

186, Model 4
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==
FPS/RPG/SPORT/RTS5/MOBA

197. Model 5
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==
FPS/RPG/SPORT/RTS/MA0B.A
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