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Abstract

The purposes of this research are to study and test the factors which influence the
intention to watch ROV eSports game under the Theory Reasoned of Action. The research’s
sample includes 432 people who are familiar with ROV game and questionnaire is used as a
tool to collect the data. The statistics techniques for the analysis include descriptive
statistics, Exploratory Factor Analysis (EFA) and Structural Equation Model (SEM). The results
reveal that 1) Social Interactions, Aesthetics, Knowledge and Subjective Norms statistically
significantly affect the Attitude toward Watching ROV Game and 2) Attitude toward Watching
ROV Game and Subjective Norms statistically significantly influence Intention to Watch ROV

Game.
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Jagtuanamnssunisudsduimdidnnsetindeglugamasgiiule lneinainyarinaie
PRAIMNITUNUVDIANTFBLUINIEF1993181A1INNT1 900 drumeaastul 2018 (Newzoo, 2018)
$1uaulszrinsuInniiadmisvesansgeluinifiteny 18 VTululdFurmnunsutaduiug
dudnnsodndirunsinsiimindevugunsaifiidense (Statista Survey, 2017) Tunsudadufun

a

auinnsatindgSuruannin 35% ey 25-34 U NTUINN1IAENOAAANITARTINY waNITUUITY
Awdidnnseding (The Nielsen Company, 2017) Twitch 3flainuias Awdiannsefindansuinan
Wesuduaniuienuiififuuuniigaluansgewsn (Streamlabs, 2018) wn1simiilasuaruiienly

o oA = o a a4 o o A I3 A Yo
iSWUNQBWﬂWTBQaﬁiﬁaLmiﬂW A9 NWIUAUDAYNANIDYIINU New York Yankees L"LJuaIllaiVll@i‘U

D

Aulley war NUaIAUNAUDAYBIaNIFoLUSN1BE19WY England Patriots A&sai1eafiuAng
didnvnseindlussiuiiondniiievsegsiavesmanivuiigerundnsidnea (Badenhausen, 2017;
Huddleston, 2017) AmENI5UN1TleAaNTNTENINUTEMARAEIRaNTUN IRz iNN1 WY ufwn
dannsedndiduiuledudnlusuiam (Olympic 2018)

nswisduiindidnnsedndliiuanuadlanninmanaafiazitunamulugnamnssuns
wiatuRW B dnnsatind LLazﬁmsﬁﬂmmimu%%’ULﬁmﬁwﬁwﬁmﬁﬁﬂmaﬁﬂﬁ (James, Kolbe, &
Trail, 2002; Pritchard & Funk, 2006; Yoshida, Gordon, Nakazawa, &Biscaia, 2014) 3143491178
AsAnwLAEITUNISHYsTuRwBEnnseding tRerfunatan1sudsiuinididnnsednd (Wagner,
2006; Weiss & Schiele, 2013) mUiuaiimﬂiiuﬁﬁag'suaﬂmiLLﬁdﬁTuﬁmSLﬁﬂmaﬁﬂémiﬁﬂm@ﬂ
ﬂmmwuwiﬁawmmﬁu (Brock, 2017; Conway, 2010; Taylor, 2016) maﬁw%ﬁmﬁwﬁ%mﬁu
unanvosuanIvAng (Twitch) AfurunsidunawesariuiaFuuLwanWoSLarTIN NS AN
yiAnd (Twitch) wesinunanrlosuaniundu "adouanuiifian’ faniumes uazdSuvuuaniaey
ﬁa;daLﬁmf“’fuLﬂmmﬁﬂﬁaﬂﬁ’ﬂﬂﬁuauﬂmﬁLLﬁﬂﬂui’Ta;ﬂawNé’muﬁﬂé’wﬁu (Hamilton, Garretson,
&Kerne, 2014) N1331AT1ERAINAATIUINGYY StarCraft inuBanagnsuuuiealnidsenisan
Piduirtoyaiortunmduiidosnisaddunguiva StarCraft wae Saruadrondafuaudusius
iwdmmiﬁdauiwLﬁ'mﬁ’ummi arudilaiefuing (Cheung &Huang, 2011)

A5urunisudstuimdidnnsefinddiulvg dudiawislony nsAinwidelddrsiamgingsu
N13LEUIALRINNIINNAEYNNBINNG Y] LU Nauin1sdndulanigauies (Przybylski, Rigby, &
Ryan, 2010) sUsuunseeusiuvaanalulagd (Hsu & Lu, 2004) wagngufnisldnu uagauianela
(Lucas & Sherry, 2004) wgfAnssun1siaudalony way Susnn1sudsduindidnnselinddaiiu
A fuussaetatefinanuuandieiy TnengAnssunisdudilonududneasnisnsssiuuud
wiawa Tuvagiin¥urumsudsiufmdidnnsedndifumssvruiluviedungfinssuuioadu
ns¥urusenistnsited msudeduinnitaly lunsudstufwdidnnsedndduiiannumiioutu
Snwagmsudedulunszuiumsilindenegratunadmsuinim viefiauiloordnifietnsusinus
YOI et URTLU (Brown, Billings, Murphy, &Puesan, 2017)

ROV tlutnuiiefioUszinyn MOBA Waiunlasuemimuldus (Tencent) lasuarnilouegia
wnaulud 2016 nuensletilvendidugsds 50 duausetu lud 2017 inniiduiivsravanudiga
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AuBBiedninfinunnguUszansuasnduiiegnaresnuideuialddidunisesnuuy
wagiiaNTornuYesLITY
3.2 fAdumsiauiaiedle
ndsniuvvasuamliiunsimunazudluFeuiosudimeisedalddniunist
wuauaignitamtuludiiiuntseasuanugniesesdonuazmnaaeuniudedio e
LUUARUAENUNTEUIUNSNAde UT AR iBUSaefiasuuvas U LpRnUanioY NS UTIU T
Toya

4. MIATIENTeYaN1ENA

Tumsiurunudeyaveauvasunniieirfeyailldiniinszvinaideatngeidoleldada
Beeysnulunisiingsinadnidaldudaduassuuudemsiinneiosdusznevlududadiimg
(Exploratory Factor Analysis: EFA) Lagn153LAT18%d@UN15LATI8519 (Structural Equation
Modeling: SEM) Tins1zsidoyasAsonaziinauenamsdnunimadnédldannsisesideada
wefusena wazasUnan1sAinwiareiusiernansiiuTiusiudeya

NA2Y

HA98UINATTUN IAINNNTIATIENIAUTENDULTIE1993 ( Exploratory Factor Analysis: EFA )

Y
I

uagdifunsouuuiauAnvesAdsuayivunausigiueddoifiedlulflunvmeaesunsey
WUIAUANENNITLTILATIASIN (Structure Equation Model: SEM) Lag n153tAT12ALdUN1S (Path
Analysis) Saiisreazideadioluil

aunAgnudl 1 (H1) Uadesuanudusa (Achievement) fawduiusrotiadusuiinuad
(Attitude)

auufgIuil 2 (H2) : Jadeduaud (Knowledge) fnnuduiudidevandetiadedu
VifiuAd (Attitude)

aunAgIudl 3 (H3) : Yadosnuguviomans (Aesthetics) Tanudusiudidsuinsotiadesiy
VirluAR (Attitude)

auuAgIuf 4 (He) : Jadedunisvauniaindeau Escapism) fanuduiusaotadod
ViriuAd (Attitude)

auuAgiud 5 (Hs) : Yadedudsau (Social interactions) finuduiudidsuanseiiades
ViruARse (Attitude)

auAgILA 6 (H6) : mnudaiiAnainngudnsds (Normative) danudusiusidsuindetade
muaonvesauludinu (Subjective norms)

auufgIudl 7 (H7) : dededruardouvesauludsnu (Subjective norms) finnuduiudid
uinseladesurinuasise (Attitude)

auudgiud 8 (H8) : tadusuiimua@de (Attitude) dauduiufidsuandedvinarneninu
Filaflazauivdidnnsetind (Behavioral intention)
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aunfgui 9 (HO) : Jadedrudrienvesnuludan (Subjective norms) Haruduiusid
wInAesvEwareruslaTiarsuididnnseting (Behavioral intention)

FitedaldinsounuimuAnvesuidonazaunigiuilinnminaeiosduszneuids
d1977 (Exploratory Factor Analysis: EFA) 113tAS18WATOULUIAIIUAAANNITLTILATIATS
(Structural Equation Modeling: SEM) iieBugunsaunuiaudnaunisidelassadnediauinie
wseviely Tnefinnsanansesuilsddyaindt pvalue ZerndenaanasiAisnit 0.05 uenanis
é’fﬂmiﬁmﬁmﬂﬂﬁmﬁuﬁ‘mmgm (Standardized Regression Weights) %o8n31 1.00 Haa1nn15Usu
ﬂia‘uLLmm’mﬁﬂimaiﬂil,lmumqaaa%ugﬂ (AMOS)anunsatuuansALduTusTEnImLUsla
AUATTI

ANSIANIAAUNUS AT UNUSTENINPUS

Hypothesis Parameter Standardized P-
Regression | Value
Weights
H1 Attitude <--- Achievement 0.054 .259
H2 Attitude <--- Knowledge 0.267 xHx
H3 Attitude <--- Aesthetics 0.360 oxx
Ha Attitude < Escapism -0.060 122
H5 Attitude <--- | Social interactions 0.103 .044
H6 Subjective Norms | <— Normative 0.703 oxx
H7 Attitude <---| Subjective_Norms 0.196 ox
H8 Behavioral Intention | <--- Attitude 1.116 oxx
H9 Behavioral Intention | <--- | Subjective Norms -0.262 o

f\ﬂﬂmﬁLﬂi’]%ﬁﬂi@ULLUimmﬁ(ﬂL”TN“LJizf\qfﬂ‘@ﬁmﬂiaﬂﬂaauammaﬁﬂﬂﬁﬁﬂﬁ@lﬂﬁ’

auufguil 1 (H1) : Jedesuainuduia (Achievement) Tanuduiufidsuindetados
ViriuAd (Attitude)

aunfgIuil 2 (H2) : Yadeduaaug (Knowledge) finudusiusidsuinseIadosu
ViruAR (Attitude)

auuAgIudl 3 (H3) : Yadusnuguviomans (Aesthetics) Tanudnsiudidsuinsotiadesiy
ViriuAd (Attitude)

auufguil 4 (H) : dadedrunmvauniaindsau (Escapism) fnuduiudidauindetiade
AuviAuAR (Attitude)
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aunAgiud 5 (H5) : Jadesnudsan (Sodal interactions) fimnuduiudidauandetiadosu
ViriuAdfe (Attitude)

auAgIuAl 6 (H6) : mnudaiiAnainngudnsds (Normative) fauduiusidsuindetade
puAfynuesauludsnn (Subjective norms)

aunRgnuil 7 (H7) : dededusrouvesauludsnu (Subjective norms) findnuduiusLds
uinseladesurinuas (Attitude)

auuRgiudl 8 (H8) : Jadudurimuad (Attitude) Tnrwduiudidsuandedvswasonudila
fagvufndinnsefind (Behavioral intention)

aunfgui 9 (H9) : Jadedrudrilonvesnuludan (Subjective norms) Haruduiusid
undedvisnaseruidlafiazauindiinuselind (Behavioral intention)

yumesfifivetadusnuiinunfise (Attitude)

dwsuyunowosinmaiitirededesuiirusdde (Attitude) Tnefidermgiiudiefuna
Ansgivinuiesiuszneuididluusznisusndadedudanu (Social interactions) Fananeda nns
fufduiussmruguusoiuudiud iy lnadfiouiunsuandasudeyatualndmvns fuv fe
Hulemanilunsidhdennivgdu

uuesfifidedvdnanonudilafivgsufwididnusedind (Behavioralintention)

dmiuyuuesrosfidervigifidedninadeniuislafiorsuindibnnsednd
(Behavioralintention) Tasifisawgylenudiuin arudslafiazvufnidiinnsednd Ussswud
aulamndidnnsedndduduiioanguau ngumils wwdsadunsiufmily Taenguaudiaulaim
Sidnnsedind Aenguaniiiinveuainuesnng Aamuiiniwn evnnldannusle aseuass ilou Ausey
H19g vi3e iWwnuiidu deeliiAnanuddlafiessufndiinnseting

v aa
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a = [y

faAMUAIASUBLAWIBLANNTINNE : nsdAN® 1NuUTsladtTeRelevinnIsUsENaNanIdl

U
a ! [ a

fdelduuamanislunsdaaiunistladefiddniwasoanuddlaiuruinididnnsedng -
nsdiAnunueilelnedsddunurud e Uil

1. Uaduanudaau (Social interactions)

2. Yaduinuguvisuaans (Aesthetics)

3. Yadeaua1u3 (Knowledge)

BNUTIYNALATHAIY

mideluadsiifunsfine arnmafudeyauuuasuauosulatiunduiegieiidnuly
nuATewuhiigreuLuUasUnLdReuLuasuamesulaBus Ut LA 450 9n Faslorun
ATvdeUANLgNABsesTayaneuh U TEimIaiAnyUI IdedurunuuasunLansatihn
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AATEAlaaNn 432 4n lagdtunouniingiaauaugndedvastayanauiluiaTesinants

[

annnail

13709 ANANYAENNAUTEYINTANENTVRINGUAI0E1

wesurniwdiannseiindinuensleivseld
bAE 252 58.3
laiiae 180 41.7
334 432 100

LN
98 324 75.0
o 108 25.0
52 432 100

918

#nn 20 149 34.5
21-25¢ 120 27.8
26 — 30U 104 24.1
31 - 35V 45 10.4

36 — 40U 8 1.9
41 - 459 6 1.4

1711731 50 Y 0 0
57 432 100

3. sveldladunofiou

$p8n31 15,000 UM 237 57.8
15,001 — 25,000 U 92 19.9
25,001 - 35,000 U 51 11.0
35,001 UTly 52 113
57 432 100
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91N
uniew/dinAnm 217 50.2
9151%M5/573a MmN 32 7.4
WHNIUUIENLENY/BIANTDATY 87 20.1
33N9EUAY/AA1VRIRANT 60 13.9
fufravld 36 8.3
33U 432 100

Vaa a

HAN1TIATIEYBYaUTEYINTMansUeEnouLUUaDUnNBlTITN15atMTanTIUUIRIN

[

AMBULUUABUNINTIUIY 432 AU nesuruiimddnnselindinuensled d1uau 252 Anlusesas
a [

57.6 wu3 drulngiluneyie §1uau 624 au Andudosay 75 91891031200 Andudeuay 34.5
97w iniSeu Andudeway 50.2

MIANITIANGUTRIIRUTBaTEv0UsarUITuAUiAUAR (Attitude)

29AUsENDUY
A0 AM AC S| NM EC KL

AM_1: winfindwididnnsedindinuensled | 0.846

ATousrauamnudifaannsldsudevue

nnswadu inuddnuszauanudusaly
el

AM_4: mnilufiwndidnnselindinuensled | 0.821

fatfuayuvinanuldd iuddnaanile

AM_2: winfiufwndidnnsetindinuensled | 0.818
MfosUszauanudiiaanmslasuduyuy
NIt iuidnnagiila

AC_2: udaniwididnnsedindinuensle 0.811
7 azflienanuel uaziiauianusssuys
RN PRGN
AC_3: vnufininanuaunaununaanaul 0.760

naranIsSuTLAWIBEannsatindinueisle?

AC_1: MiudAnianuduendnuaiuaz 0.653
553u7A i bivinuidndsevivlanasSuy
Armdidnnselindinuensle?
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29AUsENDU
oele) AM AC S| NM EC
SI_2: inugudnandeudeyaiuaulng 0.799
FvrSUsLANIBANNIatndINLa1sLed
SI_1: viufadnnsiiufduiussiuiu 0.738

Fuuseiiu JWudmdAglunssus
Andidnnseindinuesle?

SI_3: YIUANIINI5FUINAN 0.724

a & A € AN & Ao

ddnnsafindnuaistodnerdulanana
Tunsiindenuiiugdu

NM_3: vuagusuindiannsedndin 0.811
915107 N syAraivadustnyiu

NM_2: Muagsusuiudianvsedndin 0.804
915107 WISIEATBUASINIBAUTDUTN
InYIU

NM_1: usgiusuindianvsedngdin 0.665
915597 LNSIZNDUTNIU

EC_2: yNUAnIInN155uTuAn 0.836
Siannselindinueislettoduns
Waguwlasandevinuiegdudsea

EC_3: yufniin1ssuaunu 0.716
Siannseafindinuaisle? Wunanssun
LANFANINNTAVINULABYIN

EC_1: ¥ufAniin1ssuaunn 0.714
Sannsatindinuaisle’ Wunsvaunil
INYNAINTIUUTLI1IU
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29AUsENBU
A7 AM | AC S| NM EC KL

KL_2: invinulgsueiinfn 0.877
diannselindinuenslel inuazfiaanu
atANALYUE YDA

KL 1: mnvihuldsuruiwdidnnselind 0.820
NU13Le7 YIuAERAmUNANINERRVR
)y

wamnmﬁmwﬁmﬁﬂizﬂauL%ﬂﬁ'ﬁwmmsa%’mﬂ&ju%’aﬁmmﬁmmzaﬂmmmﬂaamﬁu 6
p9AUTENaUiTaAInNNEY 91UIU 17 Tomiaiu Usznaulusis AM 1 ,AM 4 AM 2 AC 2 AC 3
AC 1,51 2,5 1,51 3,NM 3 ,NM 2 ,NM 1,EC 2,EC 3 EC 1 KL 2 KL 1 daglagdamiaiuiil

A1 Factor Loading as#ian A A1a1s KL_2 uag AM_1 anuasiy

vswaserualafivsafndidnnselind (Behavioral intention)

Yaduauiiaund (Attitude) wag Jaduauarflonvssauludsan (Subjective norms) 591U
danasiadnnaremusidlafiageuividinusedind (Behavioral intention) & 53.5% (R%=0.535)
Tnedasosuarfonvesnuludny (Subjective norms)iiAduUszansansnaniainduil 1.116
sevasuderiaunaf (Attitude) TaduUseAnsansnauiifu 19.6 lnsfosddsznausianuna 2
penUsenaulaun Jaduauiirund (Attitude) wag Jadearuarfonvosauludeny (Subjective
norms)

Padpihasunandifuinmsessufimnaidnmsetind (Behavioralintention) Tne{iduamayly
At amnuilafiezaufndidnnseind Ussvvuitadlafiudidnnsednddadufssnduay
naunils WuFerunsiuivihll lnenguauiaulafindidnmseiind Aenguaufitnveunimesin
¥ fannutindin senldauilvi aseunts ey auseutrag vie Wunuiidu FadeliAnam
flaflagvufindidnnsefind dandnusfiawiiunaulawasanusonevaussionnusdioinsvesy
Surlaiduegned

Uaduimuiinuai (Attitude)

nNanIsAnwInuIUadeniunitng (Knowledge) Jadesuaunsomans (Aesthetics)
Yadumudsnn (Social interactions) waztadeaumlonvespuludiau (Subjective norms) Saufu
dawasio Haduduriauad (Attitude) Fa 47% (R?=0.47) Ineiidadedudanu (Social interactions)
fAnduUszAnsaminananseiigsiianagil 0.103 sesasunfe Jadofuguniomans (Aesthetics)
wazdadednuaiug (Knowledge) FuiiAndudszansavinaminfu 0.360 way 0.267 s93a9unfe
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Padusurdouvesauludenu (Subjective norms) Feiiaduuszavaananawindu 0.196 Jadusu
nMsviaunilandanu (Escapism) Bsdiinduszavsavswamansafudnuegi -0.60

Jadududsay (Social interactions) Fevsneda nsiiufauiussmiviausotududy
ddny Tniisuiunisuanidsudeyatuailndivazfusy foidulonmaiilunsaddsauiugby
sumsmAddmiuiiau nsdhdsenveaiiou nie aseuniraulndiiazdanaliiusninm
ddnwselindiguiieaiu

A3UNANTITIATILINTOURNIANMUANAUNITTILATIAT

PNNMTBATIENNTBATIENY FI3ulafnwnToukiANAnauNSTalATaT19INTs
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