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[Abstract]

This study tried to suggest implications for the activation of virtual reality sports by examining factors that affect satisfaction
with virtual reality sports. To this end, a survey was conducted to obtain data from 268 subjects who had experience using virtual
reality sports, and structural model analysis was conducted using the SPSS 21.0 program and the AMOS 21.0 program. The
results are presented as follows. First, interactivity had a positive effect on presence. Second, interactivity had a positive effect on
flow experience. Third, presence had a positive effect on flow experience. Fourth, interactivity had a positive effect on user
satisfaction. Fifth, presence did not have a significant effect on user satisfaction. Sixth, flow experience had a positive effect on
user satisfaction. In conclusion, in order for virtual reality sports to become more active, continuous technological improvement

and evolution are required so that users can perceive a high level of interactivity and flow experience.
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Table 1. Confirmatory Factor analysis

B S.E. t AVE Cronbach’s a
3) Virtual reality sports were interactive < Interactivity .76 - -
2) Whl|§ playing virtual regllty sports, | got the fgellng that | could have a 59 07 9,05+ 51 83
certain influence on the virtual world < Interactivity : :
1) | felt like | had .allot of control over the game while playing virtual reality 78 08 12 08w+
sports < Interactivity
6) | felt my heart was inside the sports arena < Presence .78 - -
5) | felt like | was in a sports arena < Presence .85 .08 13.44% %~ 62 75
4) | forgot my physical location for a moment while playing virtual reality
74 .08 11.88x*x

sports < Presence
14) Virtual reality sports stimulated my imagination < Flow Experience .69 - -
13) Virtual reality sports stimulated my curiosity < Flow Experience 77 .07 13.66***
12) | didn tlnotlce the passing of time while playing virtual reality sports < 84 09 10 86x#x
Flow Experience
11) I'm totally obsessed with virtual reality sports < Flow Experience 77 .09 11.92%**
10) | was able to focus on virtual reality sports without any problems « .53 -90

i 45 .08 7.03%x*
Flow Experience
9) Virtual reality sports were fun < Flow Experience .75 .08 11.35% %%
8) Virtual reality sports were exciting < Flow Experience .76 .08 11.78%**
7)1 felt optimal pleasure while playing virtual reality sports < Flow 77 09 11 68w+
Experience
17) It was fun to experience virtual reality sports < User Satisfaction .52 - -
16). Vlrtual reality sports were a satisfying experience for me < User 62 13 8 43w w+ 47 75
Satisfaction
15) | am generally satisfied with virtual reality sports < User Satisfaction .87 19 8.21 **x*

*%x p<.001

http://dx.doi.org/10.9728/dcs.2022.23.6.1095

1098



AR, T8 W] R ASE flste] 14 81wy
(confirmatory factor analysis)< 2AISIAL, &4, AF=
FX(reliability  analysis)®} %L%ﬁ]ﬂ (correlation
analysis)& F-a¥sIlom, AlA, 7HdS AS3] S8t +=
R EX(structural equation model analysis)<S A8
t}. o]ake] AFEA|E]E= )=k IBME] SPSS Statistics ver. 21.0
=233} [BM AMOS ver. 21.0 Z2138- o] 83}1%th

&1
(r=.56, p<.0D), &% AAr=.63, p<.0D), AREAPT=
(r=.44, p<OD3} B4 & veble SA2 29 48
(r=.65, p<.01), AFSAFRIE(r=.54, p<.0DZ G4 J4S 1
glov], 28] A A ALEANR(r=.66, p<.ODI A 4
S YT gl ekt
E 2. AaEA
Table 2. Correlation Analysis
1 2 3

1. Interactivity -
2. Presence .56+ * -
3. Flow Experience B3 65%* -
4. User Satisfaction A4xx 545x .66 *
*x p<.01
4-27H483

2 Ao S AFEY] sle] FRRPRAG NS
QFom, 71 A= <GE 3>oA AA }Oﬂﬂr A7 1) o

I AT ZAdol A JFHB=71,
p<.00DS 12 Ao et A77b 1& A=l A
ToH 200 chel AwiE st BEASHE BY AP 4
% J9HB=54, p<.O0DE W3 702 ek} @77be 2
A=Ak, ATF7H 3ol i) AR A, EAL B
ol A g3HB=.33, p<.00DE "X o= Yeht A
M 3% AgEIch. AF7H 4ol s Al Az, 4
SRS AR 4 GFP=34, p<.ODE IR
Aoz bt A7/ 4% AEEt A77H sol o)
A A}, A AR frold 9P vHA
28 Z(B=.01, p>.05) 0% Ueh} A7k 5 717459
o AF7H Goll TSl AR A, B A e ALEAUES
o A7 FHB=52, p<L.O0DE WA= Ao LER} A
714 6:& AEE ek

vy
ar

3. 7KES
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