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[Abstract]

In recent years, as more young people engage in online gaming, China’s esports industry has rapidly

expanded. However, challenges such as limited content diversity have emerged. This study empirically

examined the relationship between Chinese esports content attributes,

consumer preferences, and

willingness to pay, aiming to inform financial strategies for esports companies seeking sustainable

growth. Based on data from 211 Chinese esports consumers,

regression analysis revealed that:

(D

engaging storytelling enhances consumer preference; (2) entertainment value, storytelling, and dynamic

elements boost willingness to pay; and (3) improving consumer accessibility to esports participation

increases purchase likelihood. Overall, enhancing accessibility to

strengthen corporate revenue.

esports gaming can effectively

» Key words: Esports, profitability, Esports content, Esports preference,

Esports intention to purchase Esports expenses
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I. Introduction
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II. Theoretical Background

1. Esports game content
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2. Esports preferencets
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3. Paid purchase intent
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IlI. Research Method

1. Research Hypothesis and Research Model
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Fig. 1. Research Model

2, Subject of Research

o] 470 thge F30) eAms AY HFol AL, e
2 Q) ERE0] PAlo] 9l ALSR SI%C). ZARYY
2 vjgts BEZXEUYHS HorEFEY(Convenient
Sampling Method)& £35t0] £ 21192 24619 T &AL
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<Table 1>1} Ztt.

Table 1. Result of the Sample Characteristics

. . Frequency | Percentage

Attributes Separation (people) %)

S male 143 67.8

ex female 68 32.2

19 years old or 29 138

younger

Age 20-29 years old 72 34.1

9 30-39 years old 66 31.3

40-49 years old 25 11.8

50+ years old 19 9.0

Students in high 19 90

school and younger
. High school

Occupation students and older 63 29.9

Office workers 80 37.9

Professions 49 23.2

Total 211 100.0




The Effect of Content Attributes of Chinese e-Sports Content on

E-Sports Preferences and Expense Payment Intention 387

3. Data Processing

2 AN UM B BAHL WruM =AH o)
EfdE AL gol8A AZ|x ZAXL Cronbach’s a7
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IV. Result & Discussion

1. Validity and Reliability
Ao A8 FYETY 2UEFES 2
o] IR QOolEMS AlA|5IAIC}, QO1EA

o -
g9 Al (varimax) Q2 silon], ZF QolH= QQIAx
A](factor loading)?] 7]&2 .501/4Q1 +Tts AlEis}o]
T35t

AA UG AUl Ot TN Qolw Ak
<Table 2>} Zo] ZolY, G, 2B, &5

o] a7je] aolow UreRgrt.

Table 2. Content dimension exploratory factor analysis
results

variable 1 2 3 4 Covari?nce
name ratio
Interests1 .301 433 .702 073 776
Interests?2 .185 116 .865 232 .850
Content 1 ooy | am1 | 138 | 049 | 745
Composition3
Content | gr4 | o085 | 285 | 241 826
Composition4
Storyfulness1 152 .896 199 116 879
Storyfulness? | .406 .595 227 349 692
Dynamism1 485 203 371 557 724
Dynamism?2 119 138 136 .932 920
Eigen value | 1.770 | 1.621 | 1,588 | 1.434
Dispersion
Value(%) 22121 | 20256 | 19846 | 17931
ccumulate(%) | 22121 | 42377 | 62223 | 80.154
Cronbach’s o | .719 691 .703 .703
KMO0=.881, Bartlett X?=326.489, df=28, p=.000

A ol QRIFANR] 5 oJste UERt 235012,
U838782, 2821482, 45/42)2 AlAsHA Jigers
Je UEde FARate2 80.154%2 UERET Egt
KMO-=.881, Bartlett 7184 X?=326.489, df=28, p=.0002
LR} L8] AFdo]] Tt A= 53t 702 myw|Qict.
e AR AARET UH8/d AFA0) SoPde 719, Y8+
e 703, AEZAL 691, A4S 7032 e

eALE Ao theh AR QQlFA Ank= <Table
3>} o] A =ef IR RS 2709 Qo U
BhLch 7HEEfd4 S UeUEe FARASE2 73.923%2

I‘P,L‘ oBL‘

LHFERSTE E3F KMO=.921, Bartlett 1384 X?=628.544,
df=36, p=.0002 UE}t eAR =X M3 o] st A= 9
53 7102 WYLt S AT AT eAEE A
FE0] APRelE 918, RRelEE 8652 Uehget,

Table 3. Exploratory Factor Analysis of E-Sports
Preferences

variable name 1 2 Covarl.ance
ratio
Direct participation 779 410 775
Direct participation?2 .808 252 717
Direct participation3 815 334 776
Direct participation4 754 363 701
Direct participation5 .840 314 .805
Indirect participation 209 799 681
Indirect participation?2 A57 672 660
Indirect participation4 .381 .784 760
Indirect participation5 343 .813 778
Eigen value 3.715 2.938
Dispersion Value(%) 41.275 32.648
%accumulate(%) 41.275 73.923
Cronbach’s a 918 .865
KM0=.921, Bartlett X*=628.544, df=36, p=.000

Bl EA1E Fojolwo] oigh PAA - goleA At
<Table 4>} 7¥o] THAx}Y o2 LRI} 7dErA]
Uelfls  wAR8 g 73.923%2  Uehgth  E3t
KMO=.952, Bartlett 784 X?=1444.461, df=28, p=.000
2 UER eAx X 8 &A1 E ool o] Higt Aeg s
gt 702 |ys|oir}. ShH 2w AAREn) u]gA 2
T 89202 UL

ru[o rlr

Table 4. Exploratory Factor Analysis Results of Cost
Payment Intention

. Covariance
variable name 1 .
ratio
Purchase intention for 872 761
payment of expenses 1 —
Purchase intention for 874 763
payment of expenses 2 —
Purchase intention for 872 761
payment of expenses 3 —
Purchase intention for 851 724
payment of expenses 4 T
Purchase intention for 870 758
payment of expenses 5 T
Purchase intention for 873 761
payment of expenses 6 7
Purchase intention for 852 726
payment of expenses 7 =
Purchase intention for 839 703
payment of expenses 8 —
Eigen value 5.958
Dispersion Value(%) 74.470
%accumulate(%) 74.470
Cronbach’s a 951
KMO0=.952, Bartlett X?=1444.461, df=28, p=.000
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2. Correlation Analysis
£ Apoxe] ALGE WAE o] oA} o] wro
2 == A Fotur] HshiA ARA2

5l tt<Table 5>, 71 A}, L& Q91 Jhof] F7AIQ1 Akt

AP FdEE Jle= YERET

Table 5. Analysis results of related relationships

1 2 3 4 5 6 7
1
816™ 1
852" | 805" 1
834 | 797" | .830™ 1
6087 | 626 | 6527 | 617" 1
599 | 606 | .634™ | 596 | 924" 1
7 | .684™ | 605" | 678 | 689" | 734" | 718" 1
**p<.01,
1.Interests, 2.Content Composition, 3.Storyfulness,
4 Dynamism, 5.Direct participation, 6.Indirect participation,
7.Purchase intention for payment of expenses

oD IWIN|—

3. Regression Analysis

3.1.Relationship between content dimension and
e-sports preference
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Table 6. Results of analysing the relationship between
content dimensions and eSports preferences

. . Regression
Regression Regression .
. . . Equation 3
variable Equation 1 Equation 2
X . (Overall
name (Direct (Indirect
articipation) | participation) ST
P Preferences)
B t B t B t
Interests 015 | 127 | 062 | 534 | 039 | .344
Content | 559 | 2329+ | 207 | 2054+ | 222 | 2.270%
Composition
Storyfulness | .334 | 3014+ | 319 | 2810+ | 333 | 3017**
Dynamism | .146 | 1.383 | .115 | 1.066 | .133 | 1.268
R? 460 434 464
F 43,844 %% 39.409%*x* A4 626%*x*

**+p<,01, **x*p<.001

3.2 Relationship between content dimensions and

willingness to pay
<Table 7> W84 Atdo] H]&A]E o] =ofl O]A]
Y2 oefstr] st theeldEdS AR Zlo]
A 2dh U8A A 89150l Bl EAlE Aol
52.5%(R?=.525)9] AHAL HolZx 1, FIL 56.836,
pO0L3ZAN Rejolod Bge Mgt 2o yept
oh £UE UgA Aol 4717 89l 54(B=317)
FoA, Z01d(B=.263)xF A&e]d(B=.225)2
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p<.05pEoA SAMCR Folujgh H(+)2 F
+ Jloz Yehdth 22y Yi942 HlE
oo sAMCR Fofulgt FT= UIRIA] Aok
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=9} 4=, & Aol PR Taoh 2Rl 442
Lol 9ol K2 gl %
82 =5 Mojet £7189] 7
xiN S olop|2 Fol 71 FHEoloF 55 4
AP @22 A|2EH A S
ARRITE 2 Alo]uiz} Aollx
Q2 A, Seln AEEAol 4MAb) AARos
Aol Aeish gtk [16]9] oA g A|x|sHe Aito]
o} wlebd ermA A EEIA ALGAPL K| 25HA] U
2 sk oBX 1S AU} Aojolo] AEFAZ 5
AANA Z1, SO|RIRISH 8o AERl= Ao 2Qlx
2 2] e2mA /) 2AAZ H|§S ARSI AE 2
OiStLAL Sh= RIS FSAIE Jlojtt o) eAx X
2HAR= AY U & ofo’l(A71, 7H=H, ofo|d F),
LB MHA(RY, 415), Be eARX W FRIX
78 37, 2= ) 52 FYUskLA de 22 AYHY
5= e = Zlolti14]. &3] AEZ
g2 Y8A KHJ = 1 A ot AY 2&82E 7]

—_

2Hx0| AEelS P o FelNel Hgoz A
ok 3ick. o2 Sof 2o Leixl {7 ekt Yot 5 o

Table 7. Results of analysing the relationship
between content dimensions and willingness to pay
variable Regression Equation
name (Purchase intention for payment of expenses)
6 t
Interests 263 2.464%
Content -.043 -.468
Composition
Storyfulness 225 2.159%
Dynamism 317 3.208*x
R? .525
F 56.836%*x
**p<. 01, ***p<.001

3.3 Relationship between eSports preference and
willingness to pay

<Table 8> eAX X Ao &7} B &A|Z U] o] U]
A= L= Tofstr] Hstol taelHiAda Al 7o
o S AL erEX M E QQIS0] HlgALE Tojol
of] 55%(R?=.550)9] W3S HojZ, FZRe 127.140,

2012

p<.00153o A Rolste] Y2 Aot o= LT
EH eAnx= Mot A}49] 271K 291 & A =B
=482)= p<.001pEoA PRI e (B=.273)= p<.014
Fo|M FAR 2 Fojulet A(+)9] T2 tlxl= Aoz
UHERSTE.

ol At ermX AHAPL AY EHEE 68
|25t Aete L5t A} 5H= 9L o= ZPdA 0] Ao

wohs ARl Aozt of 3] Ak o2 sag
. ole M5t Bt A3 o of W} 8a
ARR 02 go] M v]gAlE ol et A5
QL& AARIC) MRindiie AlRjshE oA
= =7] o]2 9 Bk o|23} HUsto] vHEA =
MeEio] 9910 RFERICER Slirt. TRty eAXA
NEEl eAXa 2go] Aol LofE) 717 H2Y
PE 4 QITHOL ThA] Wold, er T A Hoje
eAR X FE|X0] AIA 4H|o] AXMAOoZ kS O]%]
L Qologx eAR X MUEA, X&) FEIX JL0j5Y
Fd=ol 9L 012 4 ke (119 A7 2nE
ARG o). TRt ernx MBS ol Azt 27
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Table 8. Analysing the relationship between eSports
preferences and willingness to pay

variable Regression Equation
name (Purchase intention for payment of expenses)
B t
Direct 482 3.974%xx
participation
Indirect 273 2.251%
participation
R? .550
F 127.140%*x

**+p<,01, ***p<.001

V. Conclusions

o] AFE = eAR= Aol YA Al B
B, F eARX ERIXO) hEA S43} eARX M
=, H]EA12 Lojelw 7Ho] WAS AXMo R A5l
eAIA FEIA 7|10] A|RA A1t Kkof 7]of5taA} 7]
R)9ict A AR B2 eALX AH|AL 211090
0, Al 3|HEAM o Kyt 3 Auk= ket
2ot AR, ecxx FRIZO] Mo wE =0]7] YA+

aulAte) E012 QU 4 ol g T ARR] o]
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