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ABSTRACT

Duetotherisingpopularityofonlinestrategicvideogames,itiscrucialtoexaminetheacceptance
structureofthesegames.Thisstudyattemptstoperformanacceptanceevaluationofonlinestrategic
videogames,particularlymultiplayeronlinebattlearena(MOBA),usinganextendedtechnology
acceptance model (TAM) developed in the current literature and establish a predictive value in
determining the behavioral intention in playing online strategic video games. To carry out this
objective,acasestudyconsistingof439undergraduatestudentsasasamplewasconducted.After
the data filtering process which involves the removal of insincere responses and non-engaging
responsesandofthosewhohavenotplayedMOBAgames,278researchparticipantsbecamethe
finalsample.Thequestionnairewascreatedandunderwentreliabilityanalysis.Cronbach’salpha
coefficientwascomputedtoshowtherelatednessofeachfactoraswellastodetermineitsvalidityand
internalreliability.Ninefactorswereconsideredinthisworkthattestedforsignificantrelationships
andpredictivecapabilitiesusingstructuralequationmodelingwithAMOSsoftware.Thesefactors
include altruism, social interaction, use context, perceived easeof enjoyment, perceived easeof
use,perceivedusefulness,attitude,flow,andbehaviorintention.Resultsshowthatthesignificant
determinantsofuserbehaviorintentionaretheflow,attitude,andperceivedeaseofusewhilethe
perceivedenjoyment,socialinteractionsignificantlyinfluenceattitudesinplayingonlinestrategic
videogames,usecontext,andflow.Furthermore,thisworkalsodemonstratesthataltruism,social
interaction,usecontext,perceivedenjoyment,flow,andattitudearesignificantfactorsthatcanbe
addedtoextendTAM.Thesefindingswouldserveasguidelinesintheformulationofprinciplesfor
gamedesignanddevelopment.
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1. INTRodUCTIoN

Therapidavailabilityoftheinternetleadstothepresenceofavarietyofonlinevideogamesthat
attractedplayersworldwide.Recently,gamesthatareinteractivehasachievedsignificantdevelopment
in the areaofgamedevelopment.Videogameplayers come fromvarious ages, nationality, and
occupation.TheEntertainmentSoftwareAssociation(2017)foundoutthatvideogameplayersare
women,comprising35%to40%ofthepopulationandmorethan72%ofhouseholdsplayvideogames.
Amyriadofmotivationsexistswhytheyplayonlinevideogames(Mathews,2017).Theseinclude
thefollowing:(1)playersareconnectedtotheirinnerchild;(2)playershaveanoutlettoescapefrom
differentstressinlife;(3)playersdeveloptheircreativity,strategicskills,andimagination;(4)players
cangainfriendsbyplayinggames;(5)playersdeveloptheireye,andhandcoordination;and(6)players
havesomethingtolookforwardto.Yee(2006)examinedthesedifferentmotivations.WhileGranic
etal.(2014)comprehensivelyoutlinedthebenefitsofplayingvideogames,playingvideogamescan
leadtoaddiction(KussandGriffiths,2012).Thisphenomenoniswidelydocumentedandreported
inthecurrentliterature(AndersonandDill,2000;NgandWiemer-Hastings,2005;Lemmensetal.,
2009;Young,2009;KussandGriffiths,2012;Witteketal.,2016;Beanetal.,2017)andwillnotbe
discussedhereforbrevity.Despiteitsill-effects,recentworkshavedemonstrateditsbenefitsincluding
cognitive,motivational,emotional,andsocialones(Granicetal.,2014),improvedworkingmemory
(Colzatoetal.,2013),disasterlearning(Gampelletal.,2017),andprobabilisticlearning(Schenket
al.,2017),amongseveralothers.Thislistisnotintendedtobecomprehensive.Thisworkaimsnot
tocontributeinthisdebate,butinstead,itprovidesanevaluationoftheacceptabilityofthesevideo
gamestoleverageontheirbenefits.

Oneofthemostpopularstrategyvideogamesisthemultiplayeronlinebattlearena(MOBA),it
isalsoknownasactionreal-timestrategy(ARTS).Itisasub-genreofstrategicvideogamesinwhich
playeridentifyhis/hercharacterinateamtofightwiththeotherteam.Theprimaryobjectiveisto
destroytheopposingteamwiththehelpoftheskillsofthechosencharacter.MOBAhasattracted
peoplewhodesiretoputtogetherquickstrategiesandhaveagooddealoftimeforthegame.Given
thepopularityoftheseMOBAgames,itisoffullinteresttodetermineanin-depthevaluationofits
broadacceptanceinthegamesindustry.LinandLu(2011),proposedamodelthatexplainedtheuse
ofsocialnetworkingsitesinincorporatingexternalfactorsandmotivationtheory.Inthedomainof
informationandcommunicationstechnology(ICT),scholarsareinterestedindeterminingtherigorous
motivationsofacceptancebehindtheactualusageofinformationsystems.Thesearesomeofthe
modelsthatcanbeusedinexplainingsuchusage:theoryofreasonaction(Ajzen,1975),motivational
model(Davisetal,1992),modelofpersonalcomputerutilization(Thompsonetal.,1991),unified
theoryofacceptanceanduseoftechnology(Venkateshetal.,2003), theoryofplannedbehavior
(Ajzen,1991)andtechnologyacceptancemodel(Davis,1989).

Thetechnologyacceptancemodel(TAM)(Davis,1989)isoneoftheleadingtechniquesused
toanalyzethebehavioralpatterns.TAMhasbeenusedinthepastdecadeandhasprovenitsvalidity
inpredictingthebehavioralusageofvariousinformationsystems.Inthepast,multipleworkshave
successfully appliedTAMandextendedTAMmodelswhichwouldexplain theuser acceptance
inmanycomputerapplicationsystems(LinandLu,2000;MoonandKim,2001;Koufaris,2002).
AnextendedTAMwassuggestedbyShinandShin(2011)thatexaminedtheacceptancefactorsof
peopleinplayingsocialnetworkgames.HsuandLu(2004)alsomadeuseofanextendedTAM.Lee
andTsai(2010)investigatedpeoplewhytheycontinueplayingonlinegamesusingextendedTAM.
KwonandWen(2010)extendedtheTAMbyaddingsocial,identity,altruism,andtelepresence.Kim
etal.(2011)examinedculturaldifferenceasmotivationinusingdifferentsocialnetworkingsites.
RosenandSherman(2006)discussedtheacceptanceofpeople’sintentiontousesocialnetworksby
extendingtheTAM.Shinetal.(2011)proposedanextendedTAMtoinvestigatefactorsinfluencing
howuseracceptthesocialgames.Ontheotherhand,LiangandYeh(2011)studiedtheeffectof
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