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[Abstract]

As technologies from the 4th Industrial Revolution continue to emerge, the virtual reality (VR) game industry has experienced
steady growth. Continuous, multi-level research is essential for VR gaming to evolve into a next-generation media platform. This
study analyzed factors influencing perceived satisfaction and usage behavior among VR game users, using data from the annual
Game User Status Survey published by the Korea Creative Content Agency and the Ministry of Culture, Sports and Tourism. The
findings indicate that VR game usage time and the costs associated with VR content significantly impact user immersion, personal
innovativeness, continuous usage intention, and perceived cost. This study contributes to the expanding discourse on VR game user
behavior by examining trends in VR game usage over time and identifying key factors that affect perceived satisfaction.
AQIO| ; JhAIBIAL Q) S8 X|2tEl BE, 08X}

Keyword : Virtual Reality (VR), Gaming Trends, Perceived User Satisfaction, User Behavior, Immersion

http://dx.doi.org/10.9728/dcs.2024.25.9.2689 Received 31 July 2024; Revised 22 August 2024
@ @ This is an Open Access article distributed under Accepted 06 September 2024

the terms of the Creative Commons Attribution
S Non-CommercialLicense(http://creativecommons *Corresponding Author; Ji-Young Na

.org/licenses/by-nc/3.0/) which permits unrestricted non-commercial
use, distribution, and reproduction in any medium, provided the
original work is properly cited.
E-mail: njy@nsu.ac.kr

Copyright (© 2024 The Digital Contents Society 2689 http://www.dcs.or.kr  pISSN: 1598-2009  elSSN: 2287-738X


https://crossmark.crossref.org/dialog/?doi=10.9728/dcs.2024.25.9.2689&domain=http://journal.dcs.or.kr/&uri_scheme=http:&cm_version=v1.5

Virtual Reality (¢]3} VR)&= @47} FARE 73874 S
A= 7R, JATAT T 42 A9 EE 34 Ve %
=} A w2 A Ag7gstar dok APFEAR 9] International
Data Corporation (°]&} IDC)] & HauAo] w=w
Argument Reality (¢]3} AR) @ VR d|l=A1S 2023 7|
A giv] 14% S71eF 1,0109F g A 23 3k Ao o
). o2k FAlE 202613704 71EskE e, 51 &
3t oﬂﬂ' AFE(CAGR)2 32.6%°1 °]& Aoz ditect

1. @Al VR 71&9] 8 &8 Hok= Al AT 71946
Eﬂt’]'vﬂri‘:} =, VR E7te] Hold AlFS Al st Al
A 2 QIEEIJIHE oA d4l7|eR 2] it 9 .
AN VR Al Aol & 323 E 212 ofHth 71 VR
7171, "z, ZejEdl= 55 5 o] A2 o ARF A
HAAR Ao MER oL, FHE el o] E 5 WlEHA 7Y
o] it H4l VR 71718 EAIsHHA A1 e 7
AR AAL ek o]z 55l Il 7IHelX %= VR 7]7]
2L ADE NS, ofE, A 53 FAa vhket E2El
A1 VR AlJE Algs Alglolt}[3].

o] VR AIS) A2 73] AAdataL
o] A4 7)Eo|} ApAlY) v %im-——i e FHe
T AUAEST A &2 o]aL theket 2k 77} = oo} gk
t}. 3HARF VR AlYS AAE O]%*P* o] 8RR TH= VRA|
2 Aol TR AJ2~EL Z17]of At A7 X]ulAR]
AAdoltH4],[5]. Bk I A9 AR VR Al o] &=}
F7F Aof i AA ofef o] Bl

w2 AE S Eul=F5Uy) EelAS g
a7kl A o] 8AF AEjRAF ] HlolHE E3) VR
AlQ) o] &}l gt A7 o] & ] B o]-g-x}o] X|7tel vt
o] s F= 89S FAET o] F3E VR Al ol&-
b AT+ Ae] g g g2 Fhojstaral gy

A= o el A E%E} AR, VR Al A 2 5
doll thsl) Ak =4, o] 24 A& 7|VheE A5 A
2 A 7S AAF AlA =8 E o] Aot Fek A
T S getsith YA, ‘Al o8} HejzAF dolHE
ZA ZZ#Ql Statistical Package for the Social
Sciences (°]3} SPSS)S &3t FHaA, 7154, 3
F2 One-Way Analysis of Variance (¢} ANOVA)S
3l AT HAE A v e R BE ARE Rl
VR 7.”01 o]ﬁ.z]. E]-,] E;ﬂ 0 J,]_Ol-—o‘]_j"_!_ z]71—5 u}_,_oﬂ oﬂzsk
O =1 00

F 2918 soksla w.

v

Ao, 42k 4k

o, E
L 2
1&1

(¢

VR 7glelet A cluol 22 Fal A3} EALG 1

http://dx.doi.org/10.9728/dcs.2024.25.9.2689

HAS A3 sl= AlYelt). Personal Computer (©]3} PC),
&, Bl Fo] EHFol|A] AREALY] T4 Q1Aste] wE
s Aol o]#gt VR 7]&2 53] Aldel HEHH
AR B EE Fdigsta, AYe AvE ddshs b

Egs el

Al 8% VR 7]&2 Fojzte] EQlug o), A9
AA 0] AR E FFAIZITE o2fdt 5438 e d o] ‘VR |
A& VR 548 ARle] R FEshs o= Heofdt
T Utk VR A2 @A) wEle} ofE 5 22 BlE A5
FAES T NH 2725 Aol EA]5H, Head Mounted
Display (¢]3} HMD) AlgellA A4S Helar k. 7]17] =
Aol 5ol il 7HAS 7oL ofe] ore] Qa1 7h= A8
olX|¥E VR 7= ol Fe] VR A1l HAEATH= AR 2b
Jloll FEahs Bgolty T3 F=r2] Al 719 dAES}
elel g8 A= das, vebt 717) s war
AMEZL = Ul 2EoE /s 717] feat ~Eo] #e

T i o T 7|9de] g]le] o] F A Aol B o]
§AF50] VR HMDE ©]-83elH ZZnket Zel= Shnrt g
FAo]71el ofE] AlPAEEe] el HolEaL glow, sHeet
AEO] AR VR Al Aol tha]l 715 HaL ols
oltH71,[8].

2022 AAl A AL 24959 2ele] mjES AT
on, AHF 13.1%2] FFES HolaL Jtt olejgh FA7}
Al&Erha 203000 6,6579 9] FRE A4ge Aol

8 vt A A" f8 ZPFE 2~"H(Steam)
20234 559 g9 wjE&S AFSlom, o] A= AW
28.8% #3743l 20299 2649 gel= e AR d53
o} B v S A AR AP ] w3 e
o] Tt FA1E Holal gtk AY Edloloie} A
ZR= o ol HEAd PC 4 ~nlEE ZPE| 3E X

J

N

miru r& &,

om, dF Fyolo]EL VR 7]71E o]&3le] thekst v
S AYE S0 wEbA & AlY T ol A VR 7]

71
o AHge HH Fgugd Aoz wATH9],[10]. webd
20

=
225714 AlZke] BB

2017 35E o W VR AY) 3
S #48) & Boltt,
AFEA 1. A7H] o] W VR AlY B3RS ojdir)

2-2VR A|Y| A[ZHE HEE

S} Sk

1) A&7 o) ge)=
A% ol golwet 7| A BUAEL A&H 0



O]“‘lﬁ}?ﬂb A& ofu]ghtt A &4 o]-g-ol k= AH] o] ]
s HolFe Aot A 4 vk T AvRE AlFolu
A]z=o] sl A AA Rd 71
(expectation)¢} AHg § A
Performance)”} Z23tste] 7]1t]¢
ol ks mRItkal #4435
WO]"} A zel] &k T A&
e PRI Ao 13] ] ] AesAhd, VR A1
°ﬂ’\1L At 17 FRERE olug} 7]E 1
gk o] ARk, 9] ‘X|&HF] o] o
4 3tE 918l Rk=A] aEsfof 3 a4t
AT7HE 2-1. VR A9 o8] o] §&F0] H&75 A&
A o] gofmwe] A(+)e] FEFs 714 3o

.E

5] ddE A emA TPEA ] FRE mekl Jﬁ%XVl ELH
woll o Zrlzel| =<)sh7] frk VRS Fall BHshe dd
IS 7 A= =
tH15],[16].

AT7Hd 2-2. VR A o] 848 o] 87
o Aol A(+)e] = 7138 Aol

3) 7191 414

R REER R E R R RS & N
of T}, oi7|H FEATE AR 71%E A
27 WolEel A7k AAE ol fol] Fad e v,
webA] 719) BAle] e ARRE o] 8 ol Al ol

FH o= 2aR PAIT17]. =7 AW A9 VR
7IRke] 2PdA AR 2EWE e AolE AE Als
7F itk @l Al A VR Al 71REe] 7157 Al Sl

FE Ahol A7) At SA% FAH Ak b
Epdeh HesA A9l Aol Ee ARFES VR 719
o8& KT 7FsHel B S AoE FYH

AT/ 2-3. VR A9 ol §449] o] §Fo] 5845 7))
04 el J(+)e] JFL 714 Aolch,

4) AZ4 ¥)-&
A ZHg B8 AFolu Mu)2o] 1A tiek F3A v
&g sk, TFAH R AF o)8e glof £8P A
SHe AEE vtk ol g4} mal A7kE v-S AE
olvf Au| 2z Ao AHAR1 JFIFS F Bk ol Al AL
& A4 d FE aQleleta @
o] &7t VR ARl o] &l ojw gt kS 1)

VRZI2 0|8 S& X X[ZtE 2HFol| o|x|= 2¢lof ghet A7

Aol wER VR A9e] A7t vlgo] 2 FEE vAE
Ao 2 eEbdtH6]. AelshAabd VR A9E o83 o A
2 Pl A= A2k vl8-2 F 88k ardie

A7 2-4. VR AIY 018412 o870 a5 A7)
H HS o ()] FE 713 Aelrk

A M
3-122 10| Bojet 2y

VR AlYe] o]&%S o &AM} AHH[Eo® 313
om, 5 7] AFA o8 Fe= vk VR AY ol&

AJZEE “VR AlYE o]-88h= ARke] AR"S ofn|
AAE T AIFFsHE Al S ke ARP 0% %@?‘&E}. ZaH]
HI-8-2 “VR Al o8-S flall 2nlsks 541491 Hl8
TUR Aolatn, “VR AlY ZRl=e] Hyt 7Y W oR =
i

A% o) 49w “VR AYE A%
=AM o)) AE"E ofulst], “o R VR A
7.-]]41: o]%sl 740]\:]_ EPE_OE ;-}HO}J_ A A= %L
o S0, EAE HID 289 A2 4 A4k
BN YEY A
Sfate], “VR A% SEAIE PR A4 alfo}sag
o, ‘QFe|x 3, ‘QFe s AXE, KT 77keeln TV
2.0', KT %3 VR, 716} A3 G55 olelshe] HMDE 7
ohole P /IS S 19l SAE ol g} o
2} AlEY B3 7]ee TP =2 AF
S A Sluls, A0 AYERHE A
A9l YA PR T, B} G ®
AL Y, fseigioy AAlE=E REY, ‘a5l A
it 37 HE== A3 A7 B8 “o] 847 VR
AYE ol&at7] fall A=dh 2421 vjga FAl42l 1)
89 3ekaL Agejst, “VR Al FEd A4 o8 744"
wHoz St

ﬁ
[ o
fru
-9,
oo
ol
ol
=
o 2L
ols
ol

_i

3-2 917wy
Q7 VA 0183 548 slelsp] A g
= AE o] FHAFARR} v Wrkshs A ol§A

MEj AP (2018~2022)F ©]83te] wAakGlth 20239
749 VR Al o] &2k= Al o] &4} A zA} tidellA] #1€]
o] o ¥x] Eck 2 HFE-S M3 7k 104~644 A
¢ o8 e dglon, HF A k= VR Al
¢ o]&x & 919%(2018\= 1714, 2019y= 1784,
2020= 16774, 20211= 1714, 2022= 263)o|t}.

W
_l?.:

ﬂ

http://www.dcs.or.kr



C|X|H 2El X &t5[=&X|(J. DCS) Vol. 25, No. 9, pp. 2689-2698, Sep. 2024

V. 93 Za 4-2 NZt SE0| 2 VR Y 0|8 S
4-1 T340 7|2 HE 7} Bate] dwd |&EAS Faste] VR A9 o144
TS ARt o, 54 AxddE AR H3l $del gl
SR ATEAGH EAL dotaly] 9jte] Miwry £ A=At Aol7k gl dg Awg wzkew Fu gy
& ANEAT o] Av= E 10 Aelste] Jehidch ek, AsAN VRALS ARAS W, A 2= 7a
E 1. MExAL| QITEA S BN
Table 1. General statistical analysis of the survey
Number (Ratio %)
Variables Sub Factors
2018 2019 2020 2021 2022
Gender Male 9 (52.19%) 93 (52.21%) 74 (44.48%) 86 (50.49%) 120 (45.69%)
Female 2 (47.81%) 85 (57.79%) 93 (55.52%) 5 (49.51%) 143 (54.31%)
10s 29 (16.68%) 14 (7.71%) 16 (9.4%) 15 (8.67%) 20 (7.65%)
20s 5 (26.18%) 44 (24.97%) 38 (22.98%) 43 (25.23%) 55 (20.98%)
Generation 30s (24.12%) 46 (25.92%) 40 (24%) 36 (21%) 59 (22.34%)
(age) 40s 39 (22.9%) 56 (31.31%) 48 (28.52%) 1 (29.63%) 81 (30.8%)
50s 7 (10.13%) 18 (10.1%) 3 (14.02%) 0 (11.66%) 1(15.63%)
over 60 0 (0%) 0 (0%) 2 (1.08%) 7 (3.81%) 7 (2.6%)
under 100 3 (1.98%) 1 (0.36%) 5 (3.06%) 3(1.78%) 6 (2.24%)
100 ~ 200 4 (2.61%) 5(2.8%) 4 (2.23%) 2 (7.09%) 5 (1.82%)
Income 200 ~ 300 26 (15.01%) 14 (7.89%) 8 (4.71%) (11.99%) 30 (11.53%)
(unit:10000) 300 ~ 400 25 (14.47%) 25 (14%) 32 (19.3%) 2 (12.73%) 39 (14.9%)
(Korean 400 ~ 500 42 (24.81%) 32 (17.89%) 38 (22.56%) 0 (17.75%) 41 (15.42%)
currency) 500 ~ 600 6 (15.02%) 0 (16.86%) 1(6.87%) 7 (16.04%) 7 (18%)
600 ~ 700 17 (9.69%) 2 (18.03%) 7 (16.05%) 10 (5.66%) 29 (11%)
over 700 26 (14.93%) 7 (20.88%) 39 (23.47%) 1 (23.93%) 56 (21.39%)
under
middle school 29 (16.96%) 14 (7.71%) 1(6.31%) 20 (11.91%) 2 (8.37%)
Education High school 32 (18.82%) 28 (16%) 31 (18.54%) 33 (19.07%) 36 (13.85%)
Bachelor's degree 99 (57.91%) 116 (65.09%) 111 (66.23%) 102 (59.68%) 159 (60.66%)
over Master's degree 11 (6.31%) 0 (11.21%) 15 (8.92%) 16 (9.34%) 459 (17.11%)
Agri-Forestry—Fishery 0 (0%) 0 (0%) 0 (0%) 2 (1.45%) 1(0.34%)
self-employment 9 (5.24%) 6 (3.34%) 10 (6.01%) 2 (6.94%) 2 (8.54%)
Retailer 2(1.16%) 6 (3.61%) 3 (1.86%) 19 (10.84%) 5 (5.82%)
Technitian 1(6.42%) 5(2.97%) 3 (2.02%) 12 (7.21%) 5(9.51%)
Office worker 78 (45.44%) 97 (54.34%) 82 (48.87%) 5 (26.08%) 107 (40.72%)
Job Management 4 (2.63%) 7 (3.72%) 13 (7.89%) 9 (5.03%) 9 (7.05%)
Specialist/Independent 7 (3.9%) 10 (5.43%) 7 (4.22%) 9 (5.48%) 20 (7.65%)
contractor
household 13 (7.39%) 12 (6.9%) 11 (6.54%) 8 (10.41%) 15 (5.78%)
student 41 (24%) 3 (18.44%) 7 (15.99%) 5 (14.69%) 2 (12.34%)
unemployment 7 (3.83%) (0.82%) 8 (4.96%) 0 (11.53%) 5 (1.89%)
etc 0 (0%) (0.42%) 1(0.47%) (0.35%) 1(0.37%)
none 36 (20.86%) 9 (33.08%) 34 (20.47%) 8 (10.43%) (15.44%)
under 30minute 31 (17.91%) 21 (11.56%) 35 (20.98%) 8 (10.56%) 1(7.81%)
Play game under 1 hour 33 (19.2%) 28 (16%) 36 (21.51%) 6 (20.91%) 4 (16.6%)
in atime under 2 hour 59 (34.66%) 2 (23.49%) 53 (31.58%) 2 (36.09%) 113 (43.03%)
under 3 hour 2 (6.92%) (11.67%) 6 (3.74%) 26 (14.9%) 5(9.67%)
over 3 hour 1 (0.45%) 7 (4.19%) 3 (1.72%) 12 (7.1%) 0 (7.46%)
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Table 2. VR average game usage time
Unit: time(A week, 1 game time)
mobile PC console standalone average number
2018 38.13 28.18 31.83 32.71 135
2019 38.55 36.37 32.12 35.68 121
2020 29.82 26.82 23.08 20.15 24.97 133
2021 38.66 41.95 33.47 30.78 36.22 113
2022 62.46 52.52 42.67 40.96 49.65 222
E 3. VR YT ez olEt
Table 3. Willingness to revisit VR game
large scale small scale amusement park game cafe pc room number
2018 63.29% 69.73% 53.32% 67.21% 85.18% 146
2019 41.59% 63.13% 60.17% 72.96% 57.79% 159
2020 70.44% 55.88% 71.43% 75.27% 55.37% 151
F 4. VR A7 Rz 5x| o= ol
Table 4. Reasons for not willing to revisit
not interesting price dizziness etc other number
2019 46.61% 30.99% 12.01% 3.42% 30
2020 43.76% 29.24% 23.21% 3.8% 50
5 o 2 M a2
Table 5. Safety and hygiene management
Unit: minute

staff management safety management

age standard Physical condition number of people

2020 2.84 2.89

2.96 2.91 2.90

2021 3.47 3.29

3.51 3.44 3.42
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E 6. dEIARLl AR

Table 6. Correlation of the survey

Continuous Use Immersion Perceived Cost Personal Innovation
game time 0.12™ 0.435™" 0.289 -
2018
contents consumption 0.014 0.340™" 0.072 -
0010 game time 0.182™" 0.584™" 0.381"" 0.263™"
contents consumption 0.149™ 0.342™" 0.390"" 0.193™
0020 game time 0.136™" 0.504™" 0.217 0.257""
contents consumption 0.107" 0.397"" 0.252"" 0.086
game time 0.093" 0.549"" - -
2021
contents consumption 0.116" 0.153"" - -
game time 0.012 0.433™" - -
2022 5
contents consumption 0.041 0.247" - -

" © significance < 0.05
**  significance < 0.01
Blank — No measurement

4-3VR A 0| 82| Azt THE0) 0j2l= B

1 384 24

~u
@)
o
—
w
(@]
=
o
=)
=)
)
b
i)
tlo
>
>,

' op
201:4

k2]
G A7 §-9)8kan(p<.01), A2 H]e-S 2018, 2019,
20209 AL frodHp<.0D) B o et g
2|44 o] go|mo A e el == 2018, 20228 Al2lskaL
v AP el Zles Jeikth AREAIREel A=
2018, 2019, 2020, 202150l x|&4] o] 8- w9} Azt
A -9 THp<.01), 20223 ol frolahA] e Ao
2 Uebgth(p>.05) T3 AaaAlol A o8] g Axt
7} et 52 $£3 3RS B3 M 1SS 119

&HA] skt

fl

2) ATEA AT R T

B delAes FFEAE S8 ATEAE Atk
AR ke o)

[$177Hd 2-1. VR Al o] &AF9] o] &0 3

A ol 8o ell A(+)e] FFS 71 Aotk ] 3

o]
Lol MR g o] folgh 3S #Is = Uth(p<.05)
Tel= o] 88H(2021d) T3 A&7 o] g9 mef TAKHoR
ISt (p<.01) 2FEthd A=E=E VR AlY o]&&o] X
&4 o] g-ofmo] fofst Apo)7} =R Felstarzk ANOVA
A8 AlFEGith B A, foldEol
A

¢ 08) 442 1ol
ol w2l 247 o] ge)wg vl Azkea Y e,

http://dx.doi.org/10.9728/dcs.2024.25.9.2689

2 Uehgt) Ao s AuEm 201804 2021w
A|Zro] BEFE ytgho] 2080l A 34807 Hxp AA A
&4 o] & ofgo] oAl IS IT 5 QUrh E AL
A7l TurkeyE AHE Ay} 2021d0] v A%(2018,
2019, 20201} =Fo] 7} gl A o= vpEpt), B4 Avl=
3% 79l ARk

[A771d 2-2. VR AlQ) o] 8x}9] o] &fo] H&55
ol A(+)2] Gae 713 otk 3|ARA Ao, AFEAl
(2018, 2019, 2020, 2021, 2022 A& o]&
v 2)= o] fof et 21 F1E 4 AUrh(p<.01) ZHl
0]8-2K2018, 2019, 2020, 2021, 2022)) w3k &4

|

s
a

1o
U TR T N

S 5el] EAH o Folaitt(p<.0D) 1E
VR Al o] &%e] &l ol g zhol7k Sh=A] 8
ANOVA 45 A&ttt 24 A3, frolg-50]
FAE Ho] Ao wet =11 vEA Agskar gl
2 UERTE AFA 02 A E T ARAIRES]
oA 202210 0= A7to] SEFF Htgho] 294l A]
o2 Ak AA =dol AAAL dES AN

ro
o
o

A
5
1

(o)

ko)
A
@]

S
o 5 oW

[N
o,
fo
ot
fo
o
?10
[\
(@]
—
oo
rL
2
>
[\
(@]
[\
[\]
(L
o
PO
)
o
o
Gl
4 i

Hitgke] 670000014 97000% Az} #AA BYo] AX
5 AT 5 9l AN A TurkeyE A9E
AHEAIZEE] Z9- 2018, 2019, 202019k 2021 d0) 4 Apo]
7b dem, 202185} 202213904 Fojul g zpo|7t
Ao el Zdlx olge] 2 2018, 2019, 2020,
202233} 2021 d %A 2fol7} 9= Ao & vrETh 24
A= # 8ol Akt
[A77Hd 2-3. VR AlY o84k o8] =

Q1 Ao A(+)e] FFE 71- Zlelrk] FARA A
AREAIZH2019, 20200)L 7191 Al MR o
frolgh 2 1 5 AUrh(p<.01) Fel= o]-88K2019,
2020 B=7E 7HQ1 S gl BAIA o= f-2skith(p<.01)
a2l AmE VR A o8] 71l Haddl folt

=
Koo g Mool fo
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Ao]7} g7 SR1S1IAL ANOVA 8418 Alaaliet. AHg
ARI} R o] §3 B £9| 8] p>.059) X wol

ol we} djolzk Qi Ao Vehdtk, B4 Avk=E9 Gl folak Aolv} A eldtaat ANOVA B4 A
o g3t SkGlTh A Ad, AREAIREY ZHl= o] 87 frolghs
[A77Hd 2-4. VR AS] o] &A9] o] &&Fo] H&55 A o] p>.05¢] FX|& Hol Ao wa} x|zt S 0=
71 H8ell A(+)e] FFS 712 Aolrt] FHEA A, A SR YA e B o& VrERsiTE A A & 109
AREAIZH2018, 2019, 20208)- 711 S4lAdel mx]= o At =, AFEA 29 A9E Jehd a3y 13
o] folgk A& FRIE & Urh(p<.01) FTE= o] &% 2t
B 7. AT & - X[H0|E
Table 7. Result of the survey - persistent intention
B T P result mean S.D F P Turkey
2018 0.133 2.964 0.003 Accept 19.54 39.736
. 2019 0.174 4.833 0.000 Accept 22.84 51.025 38] 8’
game fime 2020 | 0.146 3.361 0.001 Accept 24.23 41.891 19.448 0 2020
< 2021
2021 0.097 2.307 0.021 Accept 33.72 48.245
2019 0.157 3.938 0.000 Accept 80426 112813
Co%‘;ﬂﬁgfon 2020 | 0.099 2.627 0.009 Accept 107590 18539 1.007 0.403 Reject
2021 0.136 2.894 0.004 Accept 91810 134035
E 8 o7 21 - =2¢
Table 8. Result of the survey - immersion
B T P result mean S.D F P Turkey
2018 0.398 7.446 0 Accept 29.09 46.06
2019 0.544 12.221 0 Accept 38.38 61.61 3811 g:
game time 2020 0.468 9.495 0 Accept 33.40 46.16 9.637 0 2020,
2021 0.542 13.357 0 Accept 39.51 50.24 <22002212
2022 0.369 11.84 0 Accept 52.67 81.04
2018 0.404 7.472 0 Accept 67227 118593
2019 0.3 5.482 0 Accept 81912 113855
. O%Z[‘frﬁgt“son 2020 | 0.375 8.769 0 Accept 107590 185309 1.002 0.406 Reject
2021 0.116 2.193 0.029 Accept 91936 134580
2022 0.192 5.827 0 Accept 94704 123687
9. o7 A - JHel HAIM
Table 9. Result of the survey - personal innovation
B T P result mean S.D F P Turkey
qame time 2019 0.250 7.133 0 Accept 22.84 51.02 0.196 0.658 Pt
2020 0.264 6.487 0 Accept 2417 41.88
contents 2019 0.202 5.125 0 Accept 80426 112813 1 254 0.964 B
consumption 2020 0.076 2.093 0.037 Accept 108257 185846
F 10. A7 Zn - X|ZU= d][g
Table 10. Result of the survey - perceived cost
B T P result mean S.D F p Turkey
2018 0.310 6.900 0 Accept 19.65 40.30
game time 2019 0.371 10.226 0 Accept 23.07 51.20 1.756 0.173 Reject
2020 0.223 5.186 0 Accept 25.57 43.31
contents 2019 0.418 10.486 0 Accept 81573 115822 . 0184 B
consumption 2020 0.222 6.075 0 Accept 112702 190439
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