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[Abstract]

Using the TAM, this study investigates the impact of Perceived Usefulness(PU), Perceived Ease of
Use(PEOU) of the Animal-Crossing users on game satisfaction(DOS), immersion(DOI), and the
relationship between user’s attitude and intention through the google online survey. The decorative
elements of the game generate a healing effect and more than half of the survey participants share
game activities with the online community in terms of PU. In the case of PEOU, the survey
participants positively evaluate the technological advancement such as graphics and sounds of the game.
In addition, both high degree of satisfaction and immersion in the game have significant correlations

with the intention for replaying the game and intention for recommending the game to others.

» Key words: Animal-Crossing : New Horizons, Technology Acceptance Mode, User experience,
Perceived Usefulness, Perceived Ease of Use
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I. Introduction
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II. Research Question and Hypothesis
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Table 1. Redefinition of variables in the TAM model

External Variable(EV)
- COVID-19

Perceived Easy of Use(PEOU)
- Storytelling factor

Perceived Usefulness(PU)

- Healing & Relieve Stress
- Technology factor . .
- Online Community
- Environment factor

Attitude(ATT)
- The degree of satisfaction
- The degree of immersion

Intention(INT)

- Intention for replaying the game

- Intention for recommending the game to others

Fig. 1. Research Model

III. Theoretical framework

Variable Re-Definition
The influence of
EV COovVID-19 non-game factors
such as COVID-19
The degree to which
. . the game contributes
Healing & Relieve .
to the psychological
PU Stress, -
. . stability and
Online Community . .
relationship
formation of users
The degree to
Storytelling factor, which users feel
PEOU Technology factor, that the game is
Environment factor | easy to use and fun
to use
The degree of
satisfaction, The User's liking for
ATT
degree of game acceptance
immersion
Intention for
replaying .the game, User's willingness
ITN Intention for to accept the game
recommending the P 9
game to others

Table 2. Hypothesis Settings

H1 PU has a positive effect on ATT(satisfaction).

H2 PU has a positive effect on ATT(immersion).

H3 PEOU has a positive effect on ATT(satisfaction).

H4 PEOU has a positive effect on ATT(immersion).

H5 | ATT(satisfaction and immersion) correlates with INT.

1. Game industry and user characteristics
after COVID-19
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Table 3. ‘Animal Crossing New Horizons’ game images
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2.3 NPC and Metafiction
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Table 4. Top 4 Metacritic Scores in Animal-Crossing
Series

Sales
Title Score rate Device
(10000)
Animal Crossing: Al .
! New Horizons(2020) /100 2604+ Switch
Animal Crossing: 88
2 New Leaf(2013) /100 1282 305
Animal Crossing: 86
3 Wild World(2007) /100 175 DS
Animal Crossing: 73 .
4 City Folk(2011) /100 338 Wi

IV. Research Design and Methodology
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Table 5. Components of the questionnaire

Types Questions Num
Demogra .
.g Gender, Age, Job status, Game play time,
phic .
.| Preferred Game type, Personal leisure 10
Informati . . . . .
on time, Experience with previous series

Degree of contribution to user
PU psychological stability (healing), Activate| 10
the online community
Motivation for game purchase, Game
interest factors, Differentiation from

PEOU ! ) 10
other games, Convenience of game
operation
Game series preference, satisfaction,
ATT Satisfaction factor, Immersion, 4

Immersion factor
Frequency of use, Intent to reuse and

INT repurchase, Intent to recommend 3
Total 37
V. Survey data analysis

1. Frequency analysis results
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Table 6. Results of Frequency Analysis(PU)

Classifi Question Ratio
cation (%)
Healin Relieve stress through game play 81.5
9 Experience healing through game play | 80.0
External environment design 20.0
Healing Expanding and decorating home 10.9
Factor interior )
DIY furniture or items 10.9
Browse game information on the 927
Commu Internet ’
nity Share your gameplay footage to social 519
media or the community '
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Table 7. Differentiation from the other games

. Distinction | Sum
PEOU Detail Factor %) (%)
Storytelling with Fun and
. 55
Interesting (SF1)
SF 20.0
Regular Content Update 145
(SF2) '
Communication with NPCs 12.7
TE with Al (TF1) ) 134
Advanced Graphic Quality 309 '
and Sound Design (TF2) '
Various Content for Spending
; 18.2
Time Indoors (EF1)
EF - 34.6
Multi-play and 16.4
Non-face-to-face (EF2) ]
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