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Abstract

Purpose: This study aims to investigate the consumption patterns of the MZ generation in relation to eSports and traditional
professional sports, focusing on the similarities and differences in spending behavior on game items and professional sports view-
ing. Research design, data, and methodology: The research utilizes a comparative analysis of eSports and professional sports
consumption trends within the MZ generation. Data was collected through surveys targeting MZ generation consumers and ana-
lyzed using statistical methods to assess the impact of consumption behaviors on spending. The study particularly focuses on the
expenditure behaviors in game items (eSports) versus traditional sports viewing expenses. Results: The analysis revealed that
the MZ generation displays distinct consumption behaviors between eSports and traditional sports. eSports consumption is char-
acterized by higher spending on in-game items, driven by personalization and competitive advantages, whereas spending on pro-
fessional sports viewing is influenced by fan loyalty and event participation. Conclusions: The findings underscore the growing
economic significance of eSports, driven by the unique consumption behaviors of the MZ generation. These insights suggest that
the eSports industry should continue to adapt its strategies to capitalize on this trend, while traditional sports organizations may
need to innovate in engagement strategies to maintain consumer interest and expenditure.

Keywords: eSports, Game item, MZ generation, participation, Comparative study

JEL Classification Code: D6, H53, H72, 131, L83

1. Introduction

4% LYol 452 W N e AEX AB2 FAT YYME 201D UCH S2Y NFY T 71HQ New
Zoo o B0 MW, 2024 e AEX A|RS OF 16 9] 1770 Bt 2{0f 0|22 HEHZ 1

o2 O|ZEIChWang, 2022). E3 2020 E 2L HY AR

t % CH(Korea Creative Content Agency, 2020; Korea Creative Content Agency, 2021). O|2{3t X| & &
ORM Zte ANE A HEE ASSIH, 0] Eofo| 1t 70| 2 ER8X|1 U2 S A|APSICE

AHOM e AZEXO| =E AHZL 10 T4 MZ M2, 0|S2 MEXO ZRAZX AHKSO| H[S| EC}
HIMOl A0E MSSICID YK QUL e ATALE A|ZHE, Z7HE K| 2F0| M 0f, Z2H0f| A £H0oj 29| T BH0|

0

o B |
70| QUCH(Park, Seo, & Hwang, 2023). AME MZMLHE FMOE ot e A X TSN 2H| AE2E

o

b
Q Ot

_>'L

L

2

o

~

w

X

ol

_\,1_

> ot

»

o

0

o)

wu

(9]

12

=t

oo 4% et = om
il
o
k1

(@)
@ =t
m
rir

* This study was supported by the research grant of the Hankuk University of Foreign Studies in 2024.
1 First Author, Researcher, Korea Research, Hankuk University of Foreign Studies, South Korea. E-mail: 010goodha@naver.com
2 Corresponding Author, Professor, Division of Global Sport Industry, Hankuk University of Foreign Studies. Email: sportmkt@gmail.com

(© Copyright: The Author(s)

This is an Open Access article distributed under the terms of the Creative Commons Attribution Non-Commercial License
(http://Creativecomons.org/licenses/by-nc/4.0/) which permits unrestricted noncommercial use, distribution, and reproduction in any medium, provided
the original works properly cited.

13


http://creativeco/

Koun KIM, Seong-Hee PARK / Journal of Sport and Applied Science 8(3), 13-19

Ral
b
13
|0
hu
ol

7tetan o, UM E 2HHY A Y AHEALe] FE T XEH0| H MAOM 7HE &2 &S 7|55t

=
2 A otolgel Tt AY M| FRI ABES 87| YEO|CHlee & Kim, 2019). S S
T2 AHAHS0| 2 Of0|HES HIHOR TG E U E AY T& HEO|Ct O
o

30

or- n
ie)
rir

w 90

[t}

5 X
<
3]
IS
A
N
<
[e)
0x
0
I

R
o
o
m
o rlo
o
[>
H
[
rx
y @
=2
>
ofy
fo
rot
b
o
Ral
M
fo
>
Hu
Pl
L]
e}
ki
39
|0
=
<
N
>
o
1o
x
oo
=)
©
o
b
=
~
M
=h=|
rm
i

Mg o
ng
e,
i
1%
Of
rir
>_I_
o
2]
fo
e,
inl

e jo

r

W]
Jm @
B oox

Ol & AlEf 9! 2123 ofo| &l
& Lee, 2007; Lee, Park, Park, & Hwang, 2020), O|& ¥T& FZ A AH
OHEXIE SAMoZ oF 2HA Aok 2™ TE1 QUCH d8{Lf e AZX

30 CH7t &H &7 BEXZE X2
Mg H
Htet +
0| & 7|t
ARE of
2 o379

0|2

rx
0%
e
4
ujn
rlo
M
tu
o
z b
i
1o
-
0o
=}
o
0z
B
=

OF

o g
k>

>
10
u
o
[H
[>
m
ne
=T}
41
=2
N
o
=]
0
2
>
I
41
el;
rir
N
>+
b MU
rz
08
el;
=

-}
=

|0
M og
o oo ro ofn

=2

fo

rot
Lo
10_l

o
|20l= MZ MICHO| AH| IHES BAMst T
A

mx AH|XFSO| AH|AB0) Tt

Hr
N
n
!
30
lo
i
v
=
S

1
@
o

3

N
o
N

, €

bl
=l
|—|r-0-—I'I:l

o d

bl

go mx X ofy
om
4
Ju
10
oy 1o
fo
0x

Eood

cth.

o

AW, MZ MICHS| e AZX AH|Y 2 =
X 47| HE AH|X|E HEHo| METAE

Xt BiCh Ol Sl e

| st

FO| A2l OfO|’l AH|X|E0 O3t &S O|X|=7}?

| ZEAZX A7| 2HE AH|X|E0]| ofiet ekS O|X|=71?

5
H
o0 % |
b
o 0
0x
o B
[E
Hu
5
i

Ab| 4ol

ofshst At Sk,

ST EH 1: MZ MCHS| e A
S EH 2: MZ M[THS| A X

2=

>

akad
Rk
Ho 2>t
2 o

rr ox
| E|'T‘5
B>
oy
my ok
S H

ox =

%
00k

b
=
0 0
o

2. Methodology

2.1. Participants

2 dF0M= AHgT A AHXE dsS M5H7| fIs F JHel REEE MESIACE A HW ZECH2 20-
30000 e 2m= HO{XtZA H Y Ofo|® FOf 0| Y AHKISR THEYOD, 015 5 107 Y (o= o
AY HBLE L Sot2| XSS Sti 2210l M2 MHSHYUCL & A YT TRAZX 27| 1D} B
2= So| 8F T0f ZH0| Y AHKER, S HO| XIS Chtmo| SHIS 100 BS CHA4CR 22t MEX|E
HiZSHRUCH O] & REEHO) O M FAHE YFY B0 SHE|QACH 2 h4RLe] PHIE 0l SH2 BTt ZThtable)
Table 1: Characteristics of E-sports Participants

0, inti 0,

Category Description sl Yo Category Description Result %

Male 83 77.6 Male 73 73.0

%Gender Gender

24 22.4 27 27.0
Female Female
20s 8 794 208 81 81.0
Age Age
305 22 20.6 305 19 19.0
College Student 67 62.6 College Student 50 50.0

Occupation Working Profession- 31 29.0 Occupation ~ Working Profession- 43 43.0

als als
Others o 84 Others ! 70
Less than 1hr 33 s08 Frequency Once a week 4 47.0

Average 1 to less than 2 hours 32 29.9 o watch 2-3 time in a week 15 15.0

daily gam-

ing duration 2 to less than 3 hours 23 215 sports games 4-5 times in a week 1 11.0

3 hours or more 19 178 on media 5-6 times in a week 2 21.0

Frequency Once a week 19 17.8 Number None 10 10.0

of game
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parttilc():rl]pa- 2 0 3 days a week 22 20.6 Attending 1102 15 15.0
sports games
4 to 5 days a week 26 24.3 . 3to4 15 15.0
in the past
three years 5106 4 4.0

6 to 7 days a week 40 374

More than 7 56 56.0

2.2. Measures

2 AF0M ASE AN Et= 2020 A3t 2021 He| A|Y O| XL HEfZAL HA i
Chung and Lee(2007)2] MHHTE A13l0] JHLUE|QCE TE2ATX BEZHo| AH| HEJO| CHE 22 2020
Z2ARX AEH JOERAIRL 2019 H A X MHAMME J|Hto 2 XY E| AT} AH Z
Cho, and Kim (2020), Lim and Lee(2017)2| MAALE ELfE & AL SHO| XA
A= &H|, DAY 2H|, SSH aH|, 7K 2H S 5 o
7] fI8ll SPSS 28.0 2 0|8% BMH QQIZMZ HAISIRAL, Fd&

455t
FEOHALH
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O ZAL=TO| M2[H2 Cronbach’s a A5 0|83 2AQUGIAUCH, e AL X AH| H2H2 0.637(7HK|2H[)0 A
0.900(ZtA|H AH)C B, AF X AH|EYEE 0.614(7HK|2H])0A 0.874(THA|X AH|)E LIEIL} EFEEQL ME| 27t 2t E
Ao 2 HIte|QULt S 7Ho| H3atA 242 st Kaiser-Meyer-Olkin (KMO) A3 At e AZ X AH|EFO| KMO

T —
EL = 0784, AEX AH|MEES 0732 B LIEIL}, ZH2ZE Mgtst Z{o 2 mTtg|QiCt

My

2.3. Data analysis

2 A7 42 ZAL 7, O30 22 HHeE Xtz MI|E TSI AR, &ost AT axel L&A e
E48 24317| fI5to] B g4 8 J|eSA2M S HASIRUCEL 2/, AFSAEH 40| & AH| g9l XH0|E
LKA 242 A (one-way ANOVA)S S8l ISR AW, Ha= 7Ho| MEPA E mOojE AEEtA 24 (Pearson’s
correlation analysis)2 2 ZAISIQICt OX|HO 2 e AZX Ol AmX AH|YSH0| AH|X|E WSO 0|K= 2 CHE
2| HEM(multiple regression analysis)g &dl 243U, O|F ENE F FCHO|M LIEILHE AHE™O| E4S

3. Results

3.1. Correlation between Esports Consumption Tendencies and Spending Behavior on In-Game

T2 B 7Ho| MRS HIISH7| ol mof =2 4 EA 24 (Pearson's Correlation Analysis)2 A A|RUCH &4 Zqf,
e AHE AH|ESO|M A H AH[QF DA AH|, Z3H AH|QF MAIE AH|, J2|1 JHX|AH|2F S&F AH| AHO|0f
Fo0g HEEAZE EXSts A2 LIEFGCE Eoh PO dut & AHXE3H2 MAE aH|, 558 AH|
ZHX|aH|Qt 2 F SAXLE |5t HAE 2Lt OFO|H AH|X|E2 MHA|X AH[QF ZSH AH|QL Fo|ot A TEAE
LIEFLHQIQLL, OfO|| 10§ Jh=9t F0f FHE ZE 3L S0 Folot 4EEAI gle W22 &I&|RACHtable
2).
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Table 2: Correlation between Esports Consumption Tendencies and Spending Behavior on In-Game Items

1 2 3 4 5 6 7 8
1 1.000
2 .195* 1.000
3 -1.10 A410%* 1.000
4 -.063 .309** A423** 1.000
5 -.086 -435%* -357** -.244* 1.000
6 .028 .378** .399** .246* -.635%* 1.000
7 .028 .228* .359** .093 -459%* 521%* 1.000
8 -.128 -.153 -.103 -.103 .289** -.042 -.226* 1.000

Note. 1. Planned Consumption, 2. Conspicuous Consumption, 3. Impulsive Consumption, 4. Value Consumption, 5. Purchase, 6. Total Consumption Expenditure, 7.

Item Consumption Expenditure, 8. Number of Items Purchased,

3.2. Correlation Between Sports Consumption Preferences and Spending Behavior

Table 3: Correlation Between Sports Consumption Preferences and Consumer Spending Behavior on Professional Sports
Game Attendance

1 2 3 4 5 6 7 8
1 1.000
2 130 1.000
3 .346** .326%* 1.000
4 -.069 .366** .293** 1.000
5 -.109 =327 -279% -.389** 1.000
6 144 .282%* .255* .300** - 495%* 1.000
7 152 .260** .283** .333** -.503** 659** 1.000
8 -.321%* -251% =251 -.151 287** -.325%* =297 1.000
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Note. 1. Planned Consumption, 2. Conspicuous Consumption, 3. Impulsive Consumption, 4. Value Consumption, 5. Purchase, 6. Total Consumption Expenditure, 7.

Item Consumption Expenditure, 8. Number of Items Purchased,

3.3. Impact of Esports Consumption Preferences on Game Item Purchases and Consumption
Expenditure

o] SHBAE HIY2Z, MZ MTH2| e 2 X AH|'JTH0[ A/ OHO|E AH|Of OjX|= F&
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Table 4: Impact of Esports Consumption Preferences on the Frequency of Game Item Purchases and Consumption Expendi-
ture

Unstandardized Coefficient Standardized Coefficient t TOL VIF
Variable
B SE B
(Constant) 5.729 .333 17.220
Conspicuous Consumption  -.100 0.27 -.347 -3.669* .832 1.202
Impulsive Consumption -.135 .060 -.215 -2.272%* 832 1.202

R?(.213), F(15.302), Durbin-Watson(1.808)

Note. * p<.05, **p<.01
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Table 5: Impact of Esports Consumption Preferences on the Consumption Expenditure of Game Item Purchases

Unstandardized Coefficient Standardized Coefficient t TOL VIF
Variable
B SE B
(Constant) 411 AT2 871
Conspicuous Consumption  .260 .085 294 3.081** .832 1.202
Impulsive Consumption .105 .039 .258 2.705** .832 1.202

R?(.20), F(14.207), Durbin-Watson(1.719)

Note. * p<.05, **p<.01

3.4. Impact of Sports Consumption Preferences on Game Item Purchases and Consumption Ex-
penditure

>

MZ Mthel AZX AH|ES0] Z247| 2 X|=0| 0jXl=
DO B2 OF 174%0|0, TEATX AH| HE2 EEH AH|Q}

=2 o =
A2 & LIE}RECH(table 6).

Table 6: Impact of Sports Consumption Preferences on the Frequency of Sporting Item Purchase

Unstandardized Coefficient Standardized Coefficient t(p) TOL VIF
Variable

B SE B
(Constant) 7.073 .509 13.892
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Conspicuous Consumption  -.176 .056 -.311 -3.164** 866 1.154

Impulsive Consumption -.158 .072 -.214 -2.178** 866 1.154

R%(.17), F(11.426), Durbin-Watson(1.696)

Note. * p<.05, **p<.01

Bt FHHLRE, AHEY0| 22X 7| #E & LHXESY0 0iX= LS 24 21, $3H 2H|T0|

P<01 +=EM SAHLE F(+)2 S&E F= A2Z LIEIH2D, °f 8.1%2 @HHS LIEfHChtale 7).

Table 7: Impact of Sports Consumption Preferences on Total Consumption Expenditure Related to Sports Event Attendance

Unstandardized Coefficient Standardized Coefficient t(p) TOL VIF
Variable
B SE B
(Constant) 1.291 406 3.180
Conspicuous Consumption  .207 .067 .300 3.116**  1.000 1.000
Impulsive Consumption ~ 1.291 406 3.180**

R(.17), F(11.426), Durbin-Watson(1.696)

Note. * p<.05, **p<.01

4. Conclusion
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