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ABSTRACT

This study analyzed factors affecting the perceived fun of VR contents’ reuse intention
through use of the technology acceptance mode. The factors associated with perceived fun
were identified by setting the content quality, VR characteristics, emotional character and
flow. The results demonstrate that perceived fun exercises a positive effect on VR
characteristics, emotional character and flow, but that high content quality does not have
an affect on perceived fun. Also perceived fun, perceived usefulness and perceived ease of
use are all influenced by the intention to reintegrate.
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[Table 3] Convergent validity
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of EF & ZleR dyehgernz £ AN
WEE 7ol ASahs Aok EAleke] WaEEA
o] et A 4 4]
[Table 4] Discriminant validity
AV
1 2 3 4 5 6 7 8 \/E
1 1 0.769
0.208
2|5 1 0.777
0.331]0.215
3| o | wwx | 0.748
0.210]0.218|0.365
4 k%K% *kkxk *kkk 1 0780
0.245|0,254(0.355|0.334
5 k% koK% ok % %%k 1 0792
0.084/0,260({0.129|0.167|0.243
6 * Kok ok *% *kok Kok ok 1 0.827
0.187/0.089(0.116]0.110
710.002] o |7 n | i | e 0,068 1 0.807
0.223|0.198|0.282|0.255|0.279|0.179
8 0053 *kkk *kk k%% k% kkk k%% 1 0779

Standard
Factor [Subfactor| ization = . C.R.|AVE
e value |value
load

Image

Quality | 0818 B B
Content |Graphics| 0,854 [17.206| ***

Quality | Sound 0.641 [12.465| *** 0870591

Sto;‘ge”' 0.746 |14.946| ***

Presence| 0.728 — —

60" | o685 [12.684| ***

VR | Head o 7gr |1g517| e

Tracking : : 0,909/0.603]
Character vigation 0.812 |15.110 | ***

Interaction| 0.801 [14,907| ***

Autonomy| 0.840 |13,532| ***

Curiosity| 0.832 - -
Emotional(Challenge]  0.824  |12.206| ***
Character|Relativity| 0.682 [16.675| *** 0.8340.559

Fantasy | 0.631 |13,369| ***

immersion| 0,811 - -

loss of | gsp | 17,511 | ***

Flow time 0.872/0.609

Expected| 0,765 |15512| ***

existence| 0.684 [13,532| ***

PET1 0.836 - -
Perceived PE2 0.847 [18,250| *** 08560 677
Enjoyment| PE3 0.754 |(15.777| *** | ’
PE4 0.723 |14,931| ***
PUI 0.793 - -
Perceived P2 0778 |16.178| ***
Uscfiress PU3 0.835 [17.735| *** |0.912(0.634
P 0.857 |18.332| ***
PUB 0.869 [18.665| ***
Perceived PEU1 0.790 - *;

Ease of PEU2 0,778 |15,535 08780652
Use PEU3 0.873 |[17.569| *** |~ ’
PEU4 0.785 |[15.714| ***

RI1 0.794 - -

Reuse | RI2 | 0690 |13.296] ***
Intention| RI3 0.818 |15.870| *** 0.8090,607
RI4 0.807 |16.091| ***

T+ p<0.1, = p<0.05, =+ p<0.01

1+ p<0.05, = p<0.01, == p<0.001

(1: Content Quality, 2: VR Character, 3: Emotional Character,
4: Flow, 5: Perceived Enjoyment, 6: Perceived Usefulness,
7: Perceived Ease of Use, 8 Reuse Intention)

aela BAdE fEehy] flske] 2]l
Ao 2y Ak AeE AR 2Yl
A AR Azl A& geA 9] oFE Yehfol T
A= s oy 7HAZE o, 2 gl
X°, CMIN/DF#, GFI, AGFIL, NFI, CFI, SRMR,
RMSEA &9 @& o83t Fristsitt. [Table
5] A¥E Adwwd, x* 1286207, CMIN/DFgk:
2696, GFIL: 0.819, AGFL: 0.760, SRMR: 0.084,
RMSEA: 0.068, NFI: 0.859, CFI: 0.905% #3+4|

124 | Journal of Korea Game Society 2019 Oct; 19(5): 115-132




— A Study on the Reuse Intention of Virtual Reality(VR) Content Using Technology Acceptance Model —

o wAY W AFE W= FAL g Ao

[Table 6] Research model's goodness of fit index

2 YeEhytoh . model's|excellence| good
index . Result
index | standard |standard
[Table 5] Confirmatory Factor Analysis model’s X* 913442 p-value<0.05 -
goodness of fit index CMIN/DF| 2.482 3~1 5~1 | acceptable
Model’s|Excellence| Good GFI 0.851 >0.90 >0.80 | acceptable
Index Index | Standard | Standard Result j
= AGFI 0.800 >0.90 >0.80 | acceptable
X 1286207 p-value<0.05 - NFI | 0886 | >090 | >0.80 | acceptable
CMIN/DF| 2.696 3~1 5~1 acceptable 1 9 -
GFT | 0819 | >090 | >080 | acceptable CFT | 0928 | 090 | =10 | acceptable
AGFI 0.760 >0.90 >0.80 [unacceptabld SRMR | 0.086 <0.05 <0.08 (unacceptablé
NFI 0.859 | >0.90 >0.80 | acceptable RMSEA | 0.064 <0.05 <0.1 | acceptable
CFI 0.905 >0.90 =1.0 acceptable
SRMR | 0.084 | <0.05 <0.08 unacceptance Aulbg oz wEol AL A5l 2 2
RMSEA | 0.068 | <0.05 <0.1 acceptable AHA, & BFo| g dAsA HEsiota
9E u AMSEE FREA, XPHe] AESE
4.4 A72Y HS p-value7} 0.05RTF 2 AFE7 & Ao= 3t
Ho oot = o = = w3t
oA e oy s Fads F =ZH= e AuhA o g g Ao R
= B4 VR4, 94 B4, B9, Adw A, T ORI T 7}"’;”7;*1%} M
= % T - p-
= = Ay = o <5
= AT e T Amos 258 g3t T LT PR
3 = o 9ol o = =
238 AILE  =o]7] Y3 Modification ) iﬂ:]ﬂoi FrEAT A Aet ;]:e _;;}
Il’ldiCCS% 01%6‘]—0:] _/’:233651% fl:‘g‘é‘]'gi]jr @% = _i_ [<} T = =1 H T= o
e a7 akiek CMIN/DEF g2 1~3Aojold uk
= =

o] A= FrHAF Azlstd [Table 619
o] x% 913.442, CMIN/DFk: 2.482, GFIL: 0.851,
AGFL 0.800, SRMR: 0.086, RMSEA: 0.064,
NFL 0.886, CFL: 09282 #ubxoz s wj

AYPE J)FL BEHE AR ehg

Content
Quality

VR
characters

Perceived
enjoyment

Emotional

Character 0.264*x

Perceived
Usefulness

Reuse
Intention

0.294%**

Perceived
Ease of Use

T A2 "lmES A
* p<0.05, » p<0.01, *»p<0.001
[Fig. 7] The results of research model

o= AR £ gdvka M, AT Ade
CMIN/DF#ko] 248202 TZH9onz AHukd o
2 A% 4 Advka B@riekdt. GFI, AGFI, CFI,
NFI52 0.8~0.90]dold Jad Aoz dAdsal,
B odqtol A vebd GFI, AGFL CFI, NFI= 25
Z FeEn SRMRE 00l 7Mhe #dss Ho
Agtety, 0.05013tY A9 AFEE =T F 9l
. SRR AL 008608 AFE] 7}
S, BRABE(201D)[42], WRMAEE£(2011)[43] 5 B
252 0.08018tol Al & ZFEssitka sal Hu
and Bentler(1999)= 0.08¢]|38}oll A = Fgtdva
Adatdri44]. meka B A= 0.086 A
T AAFEE ZAom Hash=dl 0.080 wlmH
4 9tk RMSEA+ 0o 717t
o, 0.1o]stollA Fgstrin
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B AJoME T 2 mdg ¥
7F VRE"I=9] Ao]§ 9= #HH AF7MEE A
Z3an 7 AES
A= AZAS, CR., 181 #3249 f5FL
[Table 713 2t}

[Table 7] Research model's path coefficient

Paths |9 or [ ation factor | SE- [CR |\ B
1—5 0.059 0.060 0.061 [0.985|0.325
2—5 0.255 0.308 0.07 4.385| =
3—5 0.241 0.237 0.071 |3.316| ==
4—5 0.283 0.300 0.072 |4.198| =
5—>6 0.374 0.423 0.066 |6.422 | sk
7 — 6 0.060 0.064 0.06 {1.071]0.284
5—8 0.270 0.257 0.056 |4.576 | =
6 — 8 0.308 0.259 0.048 |5.352 | =
77— 8 0.238 0.214 0.049 |4.399 | sk

1+ p<0.1, * p<0.05, =+ p<0.01

(1: Content Quality, 2: VR Character, 3: Emotional Character,
4: Flow, 5: Perceived Enjoyment, 6: Perceived Usefulness,
7: Perceived Ease of Use, 8: Reuse Intention)
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