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Wagner (2006) defined the term eSports as “an area of sport activities in which people develop and train mental or 
physical abilities in the use of information and communication technologies” (p. 2). Jenny, Manning, Keiper, and 
Olrich (2016) indicated that eSports qualify as sport because they include the five characteristics of sport (i.e., play, 
organization, competition, skill, and broad following). Although knowledge concerning consumer behavior related 
to fantasy sports and sedentary sports video games (SSVGs) is well established in sport management literature, 
studies on eSports consumers’ consumption behaviors have yet to be explored. Due to the unique characteristics 
associated with eSports, a new model needs to be developed to better understand what triggers eSports consumers’ 
participation in eSports. One notable difference between eSports and the technology-based games (e.g., fantasy 
sports and SSVGs) is that eSports competition games are not associated with any traditional real-life sports; rather, 
most are based more on imaginary worlds. When consumers experience playing eSports games, their perceptions 
related to the acceptance of new game genres, rules, skills, or technologies might be important in explaining the 
consumers’ behavioral intentions related to playing eSports games. 
 
As such, the purpose of the current research was to identify antecedents and consequence associated with playing 
eSports games. To accomplish the purpose of the study, the extended unified theory of acceptance and use of 
technology (UTAUT2) was used as a theoretical framework (Venkatesh, Thong, & Xu, 2012). The UTAUT2 is 
composed of seven constructs (i.e., performance expectancy, effort expectancy, social influence, facilitating 
conditions, hedonic motivation, price value, and habit) and was proposed to explain consumers’ behavioral 
intentions with regard to their use and acceptance of new technology. For instance, the effort expectancy and social 
influence constructs have been shown to positively relate to the behavioral intentions of playing mobile games 
(Chen, Kuan, Lee, & Huang, 2011). Shin (2010) employed the concept of hedonic motivation to identify its positive 
influence on playing intentions related to massive multiplayer online role-playing genre games. Based on previous 
literature, Venkatesh et al. (2012) proposed that price value and habit play important roles in behaviors related to 
technology use.  
 
Another construct identified as an antecedent of playing eSports is flow, which is defined as the sensation that 
results from people becoming completely involved in their activities. Johnson, Gardner, and Sweetser (2016) 
examined the relationship between the flow variable and the amount of playing time associated with various genres 
of video games. As such, the current study included the following antecedents: perceived enjoyment, habit, price 
value, perceived ease of use, social influence, and flow. 
 
Performance expectancy and facilitating conditions were not adopted because the constructs may not fit within the 
context of eSports consumption. Regarding the context of eSports, most instances of playing eSports games are not 
related to consumers’ job performance. Furthermore, the term facilitating condition is defined as the technical 
infrastructure that supports eSports games. However, eSports already involve very intense Internet competitions 
based on trusted technical infrastructure (Jenny et al., 2016). Therefore, in hypotheses 1 through 6, we hypothesized 
the positive relationships between six latent variables (i.e., antecedents) and playing eSports games. Hypothesis 7 
postulates the positive relationship between playing eSports games and watching eSports events (i.e., consequence). 
Playing eSports games was expected to serve the role of full mediator between the six latent variables and watching 
eSports events, which is posited in hypothesis 8. 
 
Via an online survey, data were collected from individuals who were at least 18 years of age and who had 
experienced both playing and watching eSports games. A link to the online survey was posted on Amazon 
Mechanical Turk (Mturk). A total of 376 responses were collected. A total of 26 items with eight constructs were 
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adapted from the UTAUT2 scale; these included perceived enjoyment (3 items), habit (4 items), price value (3 
items), perceived ease of use (4 items), social influence (3 items), flow (3 items), playing eSports games (3 items), and 
watching eSports events (3 items). Mplus 7 and SPSS 21.0 were used to conduct statistical analyses. 
 
Normality assessment via kurtosis and skewness showed that values were well within the acceptable ranges, and the 
sample size was sufficient for CFA at 376 (> 200; Weston & Gore, 2006). The CFA results showed an acceptable 
model fit (χ2/df = 3.90; CFI = .890; and RMSEA = .088. We found that factor loading for one of the flow items was 
too low at .178 (> .5; Hair, Black, Babin, Anderson, & Tatham, 2005). Thus, it was removed, even though the flow 
item was theoretically important (Johnson et al., 2016), which should be further examined with an independent data 
set in future studies. With the item being removed, another CFA was run, and the result showed that a modified 
measurement model was of good model fit (χ2/df = 3.60; CFI = .910; and RMSEA = .084). The factor loadings were 
all within the acceptable ranges (from .509 to .945), indicating that the measurement model was of good convergent 
validity (Hair et al., 2005). In terms of the discriminant validity, none of the AVE values were lower than the squared 
correlation between two constructs (Hair et al., 2005). We calculated composite reliability (CR) and average variance 
extracted (AVE) values to assess reliability. All values were above the suggested threshold of .70 (for CR) and .50 
(for AVE), respectively, except for flow construct where both values were slightly lower than the criteria. (CR = .61; 
AVE = .45). These results indicated that the measurement model was of good reliability. The SEM results showed a 
good model fit (χ2/df = 3.60; CFI = .910; and RMSEA = .084). The SEM results showed that the following four 
latent variables positively and significantly influenced playing eSports games: flow (β = .302, p < .05), perceived 
enjoyment (β = .229, p < .05), ease of use (β = .108, p < .001), and price value (β = .139, p < .05). As expected, 
playing eSports games was positively related to watching eSports events (β = .355, p < .001). Following Baron and 
Kenny’s (1986) guideline, we examined the mediating effect of playing eSports games on the relationship between 
the six antecedents and watching eSports events. Direct relations between three latent variables (i.e. perceived 
enjoyment, price value, and flow) and watching eSports events were not significant. However, the direct relationship 
between perceived ease of use and watching eSports event was significant (β = .111, p < .005). Thus, it can be 
interpreted that playing eSports games was fully mediated by the three latent variables and watching eSports events, 
and it was partially mediated by perceived ease of use (Baron & Kenney, 1986). Habit and social influence were not 
statistically significant for any behavioral intentions in this study. 
 
This study aimed to identify the antecedents that influence the playing of eSports games and examine the 
consequence of playing eSports games, which is watching eSports events. We found flow, perceived enjoyment, ease 
of use, and price value as antecedents of playing eSports games, and notably, playing of eSports games was found to 
be a strong predictor of watching eSports events. Theoretical contribution is to suggest a new model for explaining 
eSports consumption behavior. We also confirmed the applicability of the UTAUT2 in explicating the drivers of 
playing eSports games. Practically, the findings allow practitioners to better understand what triggers people engage 
in playing eSports game, which further positively influences eSports game players’ media consumption behavior 
toward eSports events. Future directions to extend the current research will be discussed in the presentation. 
 


