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ABSTRACT 
 

 
 

The existence of eSports represents a breakthrough sector among the gamers in 

Malaysia nowadays. However, current development of local eSports is not matured 

enough to support the growth of gamers’ desires. This had led to lack of 

understanding and negative perception of non-gaming community towards eSports. 

Thus, this created the need to conduct this research to investigate what are the factors 

that influence gamers’ intention to participate in eSports. The hypotheses were 

developed based on the Technology Acceptance Model (TAM). The Technology 

Acceptance Model (TAM) was extended by included the influence of gratification 

and service mechanisms.  In addition, pre-test and pilot test were conducted before 

proceeding to full analysis. The target respondents were the students who are 

currently joining the video game clubs and societies of universities in Malaysia.  A 

self-administered questionnaire using a quantitative method was distributed to the 

target respondents for data collection. The results obtained from the sample were 

analyse using Partial Least Square Structural Equation Modelling (PLS-SEM) for 

the measurement and structural model. Out of the survey questionnaires collected 

from the respondents, 453 sets of data were usable for the study. The results 

indicated that the relationship between gratification, perceived usefulness, perceived 

ease of use, attitude and intention were supported except the relationship between 

service mechanisms and perceived usefulness as well as ease of use were found 

unsupported. Gratification was positively associated with perceived usefulness and 

ease of use, which in turn affect the attitude and intention of gamers to participate 

in eSports. Attitude was positively mediated between perceived usefulness, ease of 
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use and intention. The finding of this study is able to provide valuable insights and   

scholars, policy makers, as well as social development to further improve the 

eSports sector by increasing the positive awareness about eSports activities.  

 

Keywords: Malaysia, eSports, competitive video game, video gamers, gratification, 

service mechanisms, Technology Acceptance Model (TAM) 
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CHAPTER ONE 

 

INTRODUCTION 

 

 

1.0 Introduction 

 

 This chapter includes the discussion on research background, problem 

statement, research questions, research objectives, significance of the study, 

scope of study, definition of terms and organisation of the research. 

 

1.1 Research Background 

 

 Over the last decade, eSports or also recognised as electronic 

sports, is a professional competitive gaming and entertainment sports either in 

the form of individuals or teams game playing that compete with each other for 

prize money. eSports began to gain prominence in the early 2000s and 

experienced an unexpected growth and turn out to be a world-renowned leisure 

activity (Bányai et al., 2019).  

 

 Based on the argument of Bányai et al. (2019), video game playing 

cannot be just recognised as the leisure or entertainment activities. Currently, 

there are small group of gamers play the game professionally and invest time 

and money to enhance their skills. Consequently, eSports can be defined as a 

physical activity in which gamers train and develop their mental and hand-eye 
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coordination skills while using game-based ICT (Bányai et al., 2019). Hence, 

what factors influence the gamers intention to participate eSports and their 

acceptance towards this sector is an important area of research. 

 

1.1.1 The History and Evolution of eSports 

 

 Before competitive video gaming became popular, computer games were 

mainly single-player and were known as stand-alone games. Stand-alone game 

is a game played without dependent on internet connectivity or is played offline 

such as ‘Tetris’ and ‘Solitaire’ (Knutson, 2020). Eventually, the competitive 

video gaming cultural have been evolved from stand-alone games in October 

1972. The first eSports event was organised at Stanford University by the 

students whose competed against each other on the game named ‘Spacewar’ 

(Gaming, 2018). Spacewar is a space combat video game that was first created 

in year 1962 (Gaming, 2018). It is recognised as the first digital computer game 

and was considered as one of the top 10 video game by the New York Times in 

year 2007 (Larch, 2019). In year 1980, the Space Invaders Championship which 

is the video game competition that attracted over 10,000 participants and gained 

great media attention (Consolazio, 2018). In year 1982, the amusement arcade 

operator Walter Day launched the ‘Twin Galaxies National Scoreboard’ which 

recognised as the first referee service for video games in USA (Larch, 2019).  

 

In 1990s, video gaming was rise because of the development of internet 

and the world wide web. The internet brought a greater impact towards the 

competitive gaming structure in which it enables the instant messaging and 
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internet connectivity to be available to improve the connection between the 

gamers (Gaming, 2018). Furthermore, in year 1997, the ‘Quake Game’ from the 

Red Annihilation tournament was held and attracted about 2000 participants. It 

is broadly recognised as the first eSports event in the world. The grand prize for 

this tournament is a Ferrari from the lead developer of Quake (Gaming, 2018).  

 

The next big step toward eSports comes in 2000s. video game and online 

game continued to increase in popularity. For instance, the Worldwide Web-

games Championship was held by FUN Technologies which consisted 71 

participants competed for a 1million dollar grand prize. However, there are just 

about dozen eSports events held internationally in 2000s; the number increased 

over 20 times by 2010 (Consolazio, 2018). 

 

The growth of eSports tournaments greatly impacts not only the gamers, 

but the viewers and fans as well. One of the examples of famous tournament 

‘League of Legend Championship’ had attracted over 43 million viewers in year 

2016 and 60 million viewers in year 2017 (Consolazio, 2018). The global 

eSports showed the massive growth up until today. This massive popularity of 

eSports around the world had increase the number of events and the amount of 

prize money (Larch, 2019). Most importantly, the growth of eSports sectors had 

emerging from a small market to multi-billion market and increase the 

investment globally (Larch, 2019). 

 

 With the huge number of enthusiasts and gamers, eSports is having a 

cultural breakout in which the collaboration exists between the gaming industry 
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and film industry. This collaboration aims to provide both the viewers and 

gamers a great gaming experience and to boost the industry’s revenue (Stewart, 

2018). For instance, the special ‘MX4D’ Motion and Special Effects eSports 

Theatres or ‘Hollywood eSports’, was created by MediaMation, Inc. 

MediaMation Inc. is an entertainment systems integrator that specialise in 

interactive attractions technology, enabling the eSports spectators and audiences 

to have a better 4D cinema experience based on the movie’s motion and special 

effects technology (Hollywood, 2019; MediaMation, n.d.). 

 

 Besides that, the coexistence between eSports industry and virtual reality 

(VR) device are emerging in burgeoning novel competitive sporting genre 

(Esports, 2020). The aims are to reduce the gap between traditional sports and 

video gaming and turn eSports into a more popular trend (Glitch, 2017). The 

most well-known example of eSports tournament in virtual reality is ‘The VR 

League’ which is part of the world largest eSports organisation, Electronic 

Sports League (ESL) (Khan, 2019). 

 

1.1.2 Global eSports 

 

eSports recognise as tournament level and interactive video games, their 

popularity is proved by the large amount of participants, audiences, media 

coverage, and organisers recognising eSports for considered as major sport 

competitions (Cunningham et al., 2018). Based on the report of Gough (2022), 

the growth of eSports market has attracted large amount of audiences in the 

recent years. Figure 1 resulted the number of global eSports audience has 
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increase from year 2020 to year 2022 with 435.7 million to 532 million 

respectively, and there are expected to achieve 640.8 million audiences in year 

2025.  

 

Figure 1: Global eSports Audience Growth. 

Source: Gough (2022) 

 

As traditional sports, eSports now have organised and recognised 

tournaments and can be played via Local Area Network (LAN) connection 

between technological devices, events that organised by sponsor, large amount 

of audience, and big prizes for the winners (Bányai et al., 2019). Moreover, due 

to the popularity of eSports, it is under consideration to the inclusion of Asia 

Olympic Council as a medal activitiy in the official program of China’s 2022 

Asian Games (Bányai et al., 2019).  

 

In year 2017, the amount and the size of eSports tournaments have 

growth significantly with 588 major eSports events and the professional leagues 
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have been formed internationally with particularly strong existence in Asia, 

Europe, and North America (Bonnar et al., 2019). In order to fasten up the 

growth and development of business, consumer, and professional, eSports is 

being legitimized as an actual form of sporting competition (Bonnar et al., 2019).  

 

Besides, in term of revenue generated from eSports, Figure 2 shows the 

global games market revenue per region in year 2022. According to McDonald 

(2023), the global games revenue per region had achieved total amount of 184.40 

billion U.S. dollars. The Asia-Pacific recorded the highest contribution, 

following by the North America, Europe, Latin America, and the lowest is 

Middle East and Africa with percentage of 48%, 26%, 18%, 5% and 4% 

respectively.  

 

 

Figure 2: Global Games Market Revenue Per Region.  

Source: McDonald (2023) 
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Meanwhile, based on Figure 3, the global eSports market revenue is 

increasing from year 2020 to year 2022, which recorded 996 million U.S dollars 

in year 2020 to 1384 million U.S. dollars in year 2022. Based on the estimates 

source,  the market revenue is estimated to achieve 1866.2 million U.S. dollars 

in year 2025 (Newzoo, 2022). 

 

Figure 3: Global eSports Market Revenue 

Source: Newzoo (2022) 

 

Consequently, the tremendous growth of eSports had increase the 

number of gamers who recognised video game playing as opportunity to make 

financial living instead of engaging in hedonic game activity, it potentially alter 

the motivation of gaming (Bányai et al., 2019). Based on self-report from eSports 

gamers, eSports is considered to be serious leisure, enjoyable, intrinsically 

motivated, personal and social motivated, and competitive and recreationally 

need gratification (Bányai et al., 2019; Martonc, 2015; Seo, 2016; Thomas, 

2015).  
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 Moreover, the emerging of eSports has also developed an appearance on 

college and university and to obtaining official institutional recognition and 

status (Funk et al., 2018). For instance, universities in South Korea are 

recognising the eSports gamers as traditional players (Sorokanich, 2014). While 

in United States, the academic and athletic scholarship are offered by the 

colleges and universities to eSports gamers (Weller, 2016). Robert Morris 

University was the first university in United States to offer scholarship to eSports 

gamers (Moore, 2017). As such, many educators, students and administers 

intended to establish eSports team and club for the purpose of gaining immediate 

and long-term benefits. 

 

 Furthermore, in terms of gamers types, eSports and recreational gamers 

may distinct with each other in their gaming behaviour and motivation (Ma et 

al., 2013). The results of previous study indicate that eSports gamers play games 

more intensely than recreational gamers especially in terms of game playing 

duration. Besides, the eSports gamers are more motivated by game 

competitiveness, social and skill-development (Bányai, Griffith, et al., 2019).  

 

1.1.3 Characteristics of eSports 

 

 All eSports competitions share numerous common important features 

which will motivate the gamers. These features consist of the needs for goal 

achievement, clear rules, environments that encourage creativity and strategic 

thinking, and systems of motivational feedback (Campbell et al., 2018). The 

structure of eSports has a competitive nature. It is all about distinct various teams 
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and individual gamers rivalling with each other and win the competition in a 

specific game. On the other hand, eSports can be regarded as a media form and 

it is a critical phenomenon to media consumption research. This is because its 

characteristics seem to contradict with the formed practices of media and sports 

consumption. The media consumption is largely accelerate by the media 

platforms such as Twitch and YouTube in order to form an attractive fan culture. 

(Sjöblom et al., 2019). 

 

 As an organised video game competitions, eSports consists of several 

genres (Pizzo et al., 2018). However, not all type of video games can be regarded 

as eSports games (Funk et al., 2018). There are some video game genres that are 

popular in eSports, such as Massive Multiplayer Online Role-Playing Games 

(MMORPG), Multiple Online Battle Arena (MOBA), First-Person Shooter 

games (FPS), Third-Person Shooter games (TPS), Real-Time Strategy games 

(RTS), Sport Simulation games, Fighting Action games, and the Battle Royale 

games (Jang & Byon, 2020). Table 1 shows the list of game genres and examples. 

 

Table 1: eSports Genres and Examples 

Games types Example of game 
Battle Royale games Player Unknown’s Battle Grounds (PUBG) and 

Fortnite. 
Fighting Action games Street Fighter. 
First-Person Shooter 
games (FPS) 

Counter-Strike: Global Offensive (CS: GO), 
Call of Duty, and Overwatch. 

Massive Multiplayer 
Online Role-Playing 
Games (MMORPG) 

World of Warcraft (WOW). 

Multiple Online Battle 
Arena (MOBA) 

League of Legend (LoL), Dota 2, SMITE, and 
Overwatch. 

Real-Time Strategy 
games (RTS) 

 StarCraft and WarCraft. 
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Sport Simulation games Madden NFL (football game), National 
Basketball Association (NBA 2K), International 
Federation of Association Football (FIFA), and 
Rocket League. 

Third-Person Shooter 
games (TPS) 

Player Unknown’s Battle Grounds (PUBG) and 
Fortnite. 

Source: Jang and Byon (2020) 

 

1.1.4 eSports in Malaysia 

 

With the popularity and development on eSports, it is undeniable that the 

global trend of eSports is going to surpass traditional sports, especially in the 

aspects of enthusiastic and revenue as the technology are growing rapidly. 

Similarly, these trends are also followed by Malaysia gaming community. The 

development of Malaysia eSports industry is experiencing a rapid growth with 

various eSports activities such as the ESL Genting, Selangor Cyber Games, 

Malaysia Cyber Games, and The Legends Circuit are well organised and 

structured as well as attractive incentives are offered.  

 

The attractive scene has increased the interest of eSports enthusiasts to 

engage more in eSports activities. For instance, there were more than ten 

thousand eSports lovers and enthusiast involved in Malaysia Digital Creativity 

Festival 2021 (MYDCF21) which was the tournaments that organised by 

Malaysia Digital Economy Corporation (MDEC). As a result, this will increase 

the revenue of country and it is expected that local eSports industry will be 

improved further as well as being recognised in the future.  
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Competitive gaming has swiftly institutionalised with the development 

of national and international government bodies (Funk et al., 2018). Fortunately, 

Malaysia eSports has drawn the formal recognition and interest of policy makers 

and are currently within the control of the eSports Malaysia. For instance, there 

is a governing body who registered under Malaysian Sports Commission known 

as eSports Malaysia (eSM) that formed to regulate and govern the conduct of 

eSports in Malaysia (MIDA, 2019). Generally, through the official 

acknowledgement of the government, the interest of gamers as well as gaming 

community are appropriately structured and protected. Besides, this is also the 

initial step directing to the worldwide eSports acceptance as being recognised as 

other traditional sports. In year 2018, eSports industry in Malaysia grows 

continuously as more and more firms and potential individuals are quickly 

exploring this potential sector which helps in developing the country. 

 

The growth of eSports has contributed economic advantages to Malaysia. 

For instance, video games segment had contributed 439.09 million U.S. dollars 

of revenue to Malaysia in year 2022 (Statista, 2023). Besides, Figure 4 indicate 

that video game revenue in Malaysia will continue to rise in the following year 

of 2023 and 2027 with the estimated amount of 486.16 million U.S. dollars and 

655.86 million U.S. dollars respectively (Statista, 2023). The dramatic growth 

of gaming industries leads to the increasing popularity of video game 

communities towards virtual world and start-up their careers as video game 

makers (MIDA, 2019). 
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Figure 4: Revenue of Video Game Segment in Malaysia 

Source: Statista (2023) 

 

With the attractive revenue gaining by local eSports sector, the 

government has showed its support by allocating funds to develop local eSports 

industry through Ministry of Youth and Sports (KBS) (Collective, 2021). For 

example, the budget allocation in year 2021 was RM 15 million, RM 20 million 

in year 2022, and in year 2023 was RM 13 million (Rajan, 2022; TheStar, 2022). 

Through these fundings, the development of local eSports industry is levelling 

up. For instance, the largest eSports development centre in Southeast Asia 

namely Selangor eSports City is expected to be launched in year 2022 in 

Malaysia in order to create international level and trendy tournament (Collective, 

2021). Several training programmes are to be featured by the Selangor eSports 

City such as academic, e-games, caster, virtual and entertainment-based 

programmes. As a results, local people can be more affordable to participate in 

these exclusive eSports events and more career opportunities will be provided 

(Lim, 2021).  
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 Moreover, the emergence of eSports as a commercial factor in youth 

culture is considerably often describe as a popular culture phenomenon of global 

importance (Marelić & Vukušić, 2019; Yue, 2018). eSports now is not just a 

game, as it has the potential to improve as the new economic subsector which 

provides good returns for the eSports gamers, organisers and trainees. For 

instance, the EPIC Perak, which is stand for eSports Professional Industry 

Conference. It is the first eSports conference in Malaysia organised by “Pusat 

Aspirasi Anak Perak” (PASAK), a government agency under the Perak State 

Government (Farhan, 2019). The EPIC 2019 is held for a meeting of industry 

participants, government agencies, institutions and eSports players to encourage 

the development of eSports and increase the interest of talents which could 

enhance economic growth in the future (Malaymail, 2019).  

  

 Furthermore, due to the popularity of eSports among the youngsters, the 

collegiate eSports clubs and societies also exist in universities and colleges in 

Malaysia. For instance, Universiti Teknikal Malaysia Melaka (UTeM) Gamers 

Society, Kelab E-sukan PMKU from Politeknik Metro Kuantan (PMKU), 

Monash eSports Club form University Monash Malaysia and so on (Jho, 2018). 

University and college eSports club provide young generation or adolescents a 

great opportunity for personal or professional development in eSports.  

  

Moving forward, as the gaming sectors in Malaysia have improved, there 

are more and more organisation and media are rapidly exploring on this creative 

industry. All of these parties are interested in aiding gamers to visit the websites 
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of video games more often, as well as how they can encourage the gamers to 

play more games.  

 

 Accordingly, in view of the growing attention for the games and the 

economic aspect of this situation, to comprehend the intention of the gamers to 

participate eSports and the attitude towards eSports has become a significant 

topic. Especially for marketers, game designers, organisations, policy makers 

and device developers. Intention to participate can be regarded as functions of 

confidence (Husain et al., 2021). The study of intention should be heavily 

emphasised as it provides implications for successful eSports development in 

future changing environment. For that reason, it is crucial to understand gamers’ 

attitude and intention as this would impacts their future action as well as 

perception towards eSports participation. 

 

 Further, for scholars who conduct this field research, the possible 

findings on the factors that influence the gamers' intentions to participate eSports, 

and the factors affecting their attitude and the degree to which these factors affect 

the intentions, is very important and valuable for study.  Currently, those relevant 

parties need to better understand the factors which inspire the intention of the 

gamers. 
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1.2 Problem Statements 

 

 There is no doubt that eSports itself contributes much to the wealth of 

Malaysia. Especially when government of Malaysia decided to allocate RM20 

million to Malaysian Economy Corporation (MDEC) to improve local 

champions in developing digital content during the announcement of Budget 

2022 (Ragu, 2021). However, Malaysia eSports is still in its immature state and 

government funding allocation is not evenly distributed. Muhammad “Flava” 

Farouq, the Head of Communications of eSports Malaysia, said that merely 

investing the money into the eSports industry probably difficult to make people 

treat eSports as respect as traditional sports, as eSports now in Malaysia is just 

started to grow without the appropriate amount of understanding and excitement 

about their attitude and intention to participate eSports (Zamri, 2019). In addition, 

the problems such as lack of understanding and improper focus of current 

eSports scene had also been acknowledged by one of the most recognised gamers 

in Malaysia, Mr Chai Yee Fung. He stated that eSports organisers and other 

relevant parties just emphasising solely on top tier tournaments, instead of 

having any appropriate service platform to train and perform their skills (Nair, 

2019). 

 

 In term of service and game related mechanisms, since online game is an 

activity that uses internet connectivity, the privacy issue, security threats, and 

identity theft have greatly raised the concern among the internet users 

(Gangadharan, 2017). For instance, one of the popular game among the world 

‘Fortnite’ with about 250 million registered gamers, the competitive nature of 
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Fortnite gamers become the main target for the inappropriate parties looking for 

profits by promise to help the players to win the game, but instead leads to deliver 

information and data loss (Winder, 2019). Meanwhile in Malaysia, based on 

Malaysia Computer Emergency Response Team (MyCERT) which is the 

analysts and specialists in the field of intrusion, malware and security research 

(CyberSecurity Malaysia, 2022). The MyCERT team served as a platform that 

provide information in handling and detecting information technology security 

threats in Malaysia (CyberSecurity Malaysia, 2022). Refer to Appendix A, B, C 

and D, the number of incidents based on online general incidents and botnet 

drones and malware infection in year 2020 and 2021 indicated large number of 

system security and malware issues in Malaysia. Consequently, many gamers 

have perceived unsatisfying about playing online game instead of getting to 

exciting and interesting due to the online cheating and security issues. 

 

 Furthermore, infrastructures in term of quality of internet connection also 

serve as the critical mechanism towards the gaming experience and intention 

(InMyArea, 2019). For instance, the internet speed in Malaysia is still not able 

to surpass those Asia Pacific regions such as Singapore, Taiwan, Hong Kong, 

Japan and New Zealand (Refer Figure 5). For that reason, it is pointed out that 

the online services and game mechanisms is a very important factors that 

requires encouraging to develop the intention and positive experience of the 

gamers when they play the games via online. 
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Figure 5: Rank of Countries with Fastest (and Slowest) Internet in The 

World 2019    

Source: Hananto (2019) 

 

 In addition, the local eSports sector is still in developing stage and 

requires much efforts to enhance its value in the future. It is obvious that there is 

a gap exist between the one who earns a large amount of money and the one who 

strive for surviving. Specifically, the challenges such as the insufficiency of 

synergistic ecosystem, lack of monetary incentive and prioritisation of local 

contents and services ahead the growth of eSports in Malaysia (Investor, 2019). 

Current immature stage of ecosystem causes many of the incentives still not 

sufficiently developed and thought through. In addition, lack of monetary value 

of eSports players or teams, parental support, and acceptance have caused to the 

slow glow rate, as well as inhibit the grow of interest of future generation from 

participating eSports (Investor, 2019). As a result, these factors caused the 

outflow of top eSports players to other countries as to sustain their careers. 
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 Furthermore, as eSports become more and more popular, there are many 

gamers tend to express extraordinary gaming habits with the purpose to further 

develop skills and abilities. One of the reason is to win the competition and fulfil 

their gratification needs (Murphy, 2009; Llorens, 2017). However, this has 

causes gaming addiction among the gamers, which was categorised as a disorder 

by World Health Organisation (WHO) (Augustin, 2019; Xiung, 2018). Likewise, 

there has also disagreement in providing eSports academic courses, mainly due 

to the gaming addiction, lack of time management and social skills among the 

gamers. Consequently, this gaming addiction lead to the negativity surrounding 

eSports in general and people perceived it negatively as not advantageous like 

other competitive sports (Xiung, 2018). 

 

 Currently, there is limited research on the eSports acceptance in Malaysia. 

In order to establish a study with sufficient information about eSports, it is 

crucial to conduct the study related to eSports that had yet to be explored or lack 

of understanding. Accordingly, the scarcity of relevant studies in Malaysia 

explains the need of this research to study the eSports participation intention of 

gamers. Hence, this study was carried out within the Malaysia eSports to 

empirically predict the relationship of the gamers’ intention with individual 

determinants such as beliefs and attitudes towards eSports participation. 
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1.3 Objectives of the Research 

1.3.1 General Objective 

 

 This study aims to examine the factors that affect perceived usefulness 

and ease of use of eSports, and to examine the relationship between perceived 

usefulness and ease of use and attitude towards eSports, and lastly evaluate the 

relationship between attitude and intention to participate in eSports. The 

mediation role of attitude between beliefs and intention towards eSports was 

evaluated as well. 

 

1.3.2 Specific Objectives 

 

1. To investigate the positive relationship between service mechanisms and 

gratification towards gamers’ perceived usefulness and perceived ease of use 

of eSports.  

2. To examine the positive relationship between gamer’s perceived usefulness 

and perceived ease of use towards gamers’ attitude in eSports. 

3. To examine the positive relationship between gamers’ attitude and intention 

to participate in eSports. 

4. To evaluate the mediating effect of gamers’ attitude on the relationship 

between perceived usefulness, perceived ease of use and intention to 

participate eSports. 
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1.4 Research Questions 

 

1. To what extent does service mechanisms and gratification effect on gamers’ 

perceived usefulness and perceived ease of use of eSports? 

2. To what extent does perceived usefulness and perceived ease of use effect 

on gamers’ attitude towards eSports participation? 

3. To what extent does gamers’ attitude affect their intention to participate 

eSports? 

4. How does gamers’ attitude mediate the relationship between perceived 

usefulness, perceived ease of use and intention to participate eSports? 

 

1.5 Research Scope 

 

 This study focuses on the attitude and behaviour of gamers towards their 

intention to participate eSports in Malaysia. Several past researches used User 

Acceptance Model to study the behavioural intention in adopting technology and 

medias. In this study, Technology Acceptance Model (TAM) was used, together 

with two external variables which were service mechanisms and gratification, to 

examine the intention of gamers towards eSports participation. The research 

sample was the students who are engaging with universities eSports club or 

society in Malaysia. This population was targeted because there are large portion 

of eSports enthusiast and gamer population are university and college students 

and at this age range. Further, the target respondents are those who have certain 

level of gaming experience prior to the survey questionnaire. 
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1.6 Significance of Study 

1.6.1 Contribution to Policies and Practices Recommendation 

 

 First and foremost, the findings of this study serve as an important 

criterion for the policy makers and other relevant parties that closely related and 

possess a strong influence in the field of eSports. The aim of this study is to 

provide an overview over the main parties in eSports industry and consider the 

need for regulation. In term of economic contribution, eSports industry had 

contributed large amount of revenue to the countries, the establishment and 

adaptation of new and proper rules and regulations is needed to keep in track 

with the rapid growth of eSports and to assure that eSports become a long-term 

sustainable business. Therefore, this is important for policy makers to understand 

the factors that drive gamers to participate eSports and thus enhance the degree 

of acceptance among them. 

 

1.6.2 Contribution to Future Scholars and Researchers Understanding 

  

 With the growth of eSports and continued appearance of professional 

eSports tournament, there is huge potential and demand for novel scientific 

research targeted toward understanding the impacts that influence the attitude 

and intention of gamers. As such, this study expects to contribute to the insight 

on what forms positive attitude and behaviour of gamers, and how the gamers 

gratify their needs in the world of eSports. Besides, the findings can also provide 

academical knowledge to future scholars and serve as a guideline in conducting 

research that related to eSports. The concepts and findings of the study can be 
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used as references on such novel studies, where the future scholars will be able 

to enhance the study and provide contribution to such research topic effectively. 

 

1.6.3 Contribution Management Thought 

 

 Contribution in eSports requiring management and marketing expertise 

linked to events, sponsorship, merchandise, affirmation, marketing, manpower, 

media and technology, governance, legal issues, and gamer well-being (Funk et 

al., 2018). Considering its massive growth, sports management and marketing 

agents are able to gain understanding on eSports development, apart from 

enhancing the attitude and acceptance of gamers toward eSports. Thus, current 

researcher expects that the findings could provide useful knowledge in term of 

leveraging and strengthening the positive perceptions of eSports gamers and 

engaging the gamers to participate eSports. 

 

1.6.4 Contribution to Local eSports Industry 

 

 Lastly, with the popularity and massive growth of eSports, it can attract 

more foreign direct investment by improving the image of Malaysia’s eSports 

and the international level talents. This is because the global eSports revenue has 

achieved the tremendous growth with the expectation in future growth. As such, 

the opportunities arise from eSports will directly bring much economic 

advantages to the respective parties to provide financial investment and support 

on eSports. 
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1.7 Definition of Terms 

 

Table 2: Definition of Terms 

eSports “A form of organised video 
game competition, has 
emerged as a global 
phenomenon” 

(Bonnar et al., 
2019). 
 

Perceived Usefulness 
 

“The degree to which a 
person believes that using a 
particular system would 
enhance his or her job 
performance” 

(Davis, 1989). 

Perceived Ease of Use  
 

“The degree to which a 
person believes that using a 
particular system would be 
free of effort” 

(Davis, 1989). 

Attitude 
 

“The degree to which a 
person has a favourable or 
unfavourable evaluation or 
appraisal of the behaviour in 
question” 

(Ajzen, 2002). 

Intention 
 

“The degree to which a 
person has formulated 
conscious plans to perform or 
not perform some specified 
future behaviour” 

(Warshaw & 
Davis, 1985). 

Service Mechanisms 
 

“Services that provided by 
game service provider to 
protect the online gamers’ 
accounts and maintain rules 
adherent in order to provide 
better gaming experience in 
online gaming” 

(Lee, 2012). 

Gratification 
 

“The fulfillment of a need 
through an activity such as 
media use” 

(Chiu & Huang, 
2015). 

Video Game 
 

“Interactive electronic games 
which aim primarily to 
entertain players by 
accessing virtual 
environment within specific 
rules and conditions that vary 
from game to game” 

(Quwaider et al., 
2019). 

Source: Developed for the research 
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1.8 Chapter Layout 

 

 Chapter 1 provides a general view of the research topic. A brief research 

background and problem statement was presented in this chapter. Key problems 

were being emphasised in the statement of problem. The objectives of study and 

a series of hypothesis to be empirically tested in this research were developed 

based on the problem statement. Besides, the significance of the research is 

underlined. 

 

 In Chapter 2, the underlying theories that are associated to the research 

topic will be explained. Meanwhile, this chapter will explain extensively on the 

dependent and independent variables. Relevant journal articles will also be 

reviewed and studied. A proposed research framework will also be developed 

based on the framework studied by previous researchers. 

 

 Process of data collection will be explained in Chapter 3. This chapter 

includes explaining research and sampling design, data collection approach, 

research and construct instruments, data processing and analysis. 

 

 In Chapter 4, the result of this research will be revealed to analyse on the 

validity of the research. The demographic information of the targeted 

respondents as well as the answers of the respondents will be interpreted. 
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 In Chapter 5, an overview of the research findings will be provided. 

Besides, the limitation found in the research and the recommendation for 

subsequent research will also be discussed. 

 

1.9 Chapter Summary 

 

 In conclusion, the importance of eSports towards the development of 

Malaysia has been examined. Throughout this chapter, the main issues that are 

related to eSports have been identified and the research objectives as well as the 

hypothesis based on the variable had been developed. 
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CHAPTER TWO  

 

LITERATURE REVIEW 

 

 

2.0 Introduction 

 

 This chapter includes the explanation of the underlying theory, the 

definition, the terminology as well as the dimensions of the dependent and 

independent variables. The relationship between the dependent and independent 

variables was evaluated and a conceptual framework between the independent 

variables and dependent variables was developed to provide a clearer image for 

further investigation of the research objectives. 

 

2.1 Review of literature 

2.1.1 Defining eSports 

 

 Most often, eSports is recognised as “professional gaming”, in which the 

computer games are played in a competitive way and within a rival setting 

(Wagner, 2006). Several literatures on eSports and definitions have been 

developed by various authors as shown in Table 3. 
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Table 3: Definition of eSports From Past Studies 

Author (s) Definition 
Bányai et al. (2019) A professional type of video gaming activity 

where a small proportion of gamers are playing 
professionally and spends hours every day in 
mastering their skills. 

Bonnar et al. (2019) A form of organised video game competition 
that has emerged as a global phenomenon. 

Pedraza-Ramirez et al. 
(2020) 

Casual or organized competitive activity of 
playing specific video games that provide 
professional and/or personal development to the 
player. 

Reitman et al. (2020) eSports are often defined as games, as sports, or 
as mass entertainment. 

Wattanapisit et al. (2020) eSports are sports facilitated by electronic 
systems and in which players and teams interact 
in eSports activities through human–computer 
interfaces. 

Cranmer et al. (2021) Electronic sports (esports) involves 
competitive, organised or technologically 
enabled activities encompassing varying 
degrees of physicality, virtuality and 
technological immersion. 

Zhang et al. (2022) eSports transcends mere gaming as it can be 
considered a type of merge between electronic 
games, sports, business, and media. 

Source: Developed for the research 

 

Based on Table 3, there is no general accepted definition for eSports. 

This is mainly due to the complex understanding of eSports industry as well as 

its combination of culture, business, technology, and sport (Cranmer et al., 2021). 

Initially, eSports is as “ an area of sports activities in which people develop and 

train mental and physical abilities in the use of information and communication 

technologies” (Wagner, 2006). Additionally, since eSports are organised and 

structured events, the term ‘organised’ and ‘professional’ must be included in its 

definition. For instance, Bányai et al. (2019), Bonnar et al. (2019), Pedraza-

Ramirez et al. (2020), Cranmer et al. (2021) were defined eSports as a form of 

organised video game that gamers play it in a professional way.  
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Furthermore, the main goal of eSports is not only the rivalry between the 

gamers, but it can be characterized as collaboration and entertainment activity 

(Cranmer et al., 2021). The casual gamers as well as the spectators are important 

as serious gamers in eSports industry (Cranmer et al., 2021). Reitman et al. (2020) 

and Zhang et al. (2022) described eSports as an mass entertainment and 

combination of business and media entertainment. 

  

Therefore, for the current study, the researcher had referred to the 

definition of the authors based on Table 3, defines eSports as “a form of 

organised video game competition in terms of skill and professionalisation and 

entertainment activities that has emerge as global phenomenon with the use of 

information and communication technology”. 

 

2.1.2 Review of Past Studies of eSports 

 

 With the rapid development of the eSports sector in the last few years, 

numerous researches have emerged in the field of eSports. Several researches 

which were carried out have been listed in Table 4. For instance, one of the topics 

discussed the issues concerned with complementarity and perception between 

playing sports video games and traditional sports. In addition, a majority of the 

past studies were focused on the factors affecting spectatorship and viewership 

of the eSports events rather than the motivational factors which drive them to 

participate in eSports activities. 
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 Although several past studies have concerned on the motivations and 

processes of eSports gameplay, but there are few researches that have integrated 

the external variables in a theoretical perspective to investigate and predict 

individual perceptions and intention toward an interactive eSports activity in 

Malaysia.  

 

Table 4: Summary of Related Studies in eSports 

Author(s) Published Title Focus 
Bányai et al. (2019) The mediating effect of 

motivations between 
psychiatric distress and 
gaming disorder among 
eSport gamers and 
recreational gamers 

Comparison between 
recreational gamers and 
eSports gamers based on 
severity of gaming 
disorder, game time, 
gaming motivations, and 
mental health. 

García and Murillo, 
(2019) 

Sports video games 
participation: what can 
we learn for esports? 

Investigation of three 
issues associated with 
playing sports video 
game including its 
intensity, 
complementarity, and 
perception of individuals 
from the Survey of 
Sporting Habits in Spain 
2015. 

Neus et al. (2019) Differences and 
similarities in 
motivation for offline 
and online eSports 
event consumption 

Investigation of the 
differences between 
offline and online 
consumption of eSports 
based on Motivation 
Scale for Sports 
Consumption. 

Sjöblom et al. (2019) Digital athletics in 
analogue stadiums 

Investigation of 
spectating behaviour 
differences between 
online spectating and live 
attendance of eSports 
events and gratification 
spectators obtain from 
eSports based on 
Motivation Scale for 
Sports Consumption. 
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(Pedraza-Ramirez et 
al., 2020) 

Setting the Scientific 
Stage for eSports 
Psychology: A 
Systematic Review 
Competitive 

Summarized the 
empirical evidence 
addressing the 
psychological 
characteristics of both 
cognitive and game 
performance in esports, 
and to integrate esports in 
the field of sport 
psychology. 

(Jang & Byon, 2020) Antecedents of Esports 
Gameplay Intention: 
Genre as a Moderator 

Examine the impact of 
eSports game genres 
have on the relationship 
that exists between 
antecedents and 
consumers’ esports 
gameplay intention. 

(Wattanapisit et al., 
2020) 

Public Health 
Perspectives on eSports 

Introduce about the 
eSports industry and 
explained eSports- 
related health concerns 
among the public health 
sector. 

(M. Wu et al., 2021) Understanding Tilt in 
eSports: A Study on 
Young League of 
Legends Players. 

Investigate the young 
players’ conceptions of 
tilt, its causes, and its 
consequences among 
youth eSports gamers. 

(Zhang et al., 2022) Influence mechanism of 
tourists' impulsive 
behavior in E-sports 
tourism: Mediating role 
of arousal. 

Examine the influence 
mechanism of e-sports 
tourists' impulsive 
behavior based on 
arousal theory and 
provides an in-depth 
theoretical basis for 
eSports tourism. 

Source: Developed for the research. 

 

 Currently, the growth of network and technology have provided 

numerous benefits to the gamers. However, the behavioural intention towards 

adoption does not naturally exist within gamers to participate in eSports directly. 

Besides, the internet is deliberately consumed, as users must make purposive 

selections about which service to use. (Silaban, 2018).  In term of raising a large 
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number of eSports activities, satisfaction and performance of game content 

considered as the utmost critical factors in all entertainment services and systems 

(Koivisto & Hamari, 2019). Moreover, the hardware and software also regarded 

as vital impacts toward the usage intention of new medias and devices (Jang & 

Byon, 2019). This phenomenon has created the needs for current researcher to 

examine gamers’ intention to participate in eSports. Hence, the perception and 

attitude of gamers towards eSports participation seems to be a significant topic 

to be conducted in this research. 

 

2.2 Theoretical Background  

2.2.1 User Acceptance Theory 

 

Acceptance often considered as a result variable in a process of 

psychology that the users go through when choosing something related to 

technology (Dillon & Morris, 1996). In this research, it is important to recognise 

the behaviour of gamers in the setting of technology acceptance. User 

Acceptance Models consists of three theoretical models, including the Theory of 

Reasoned Action (TRA), Theory of Planned Behaviour (TPB), and Technology 

Acceptance Model (TAM) which have been widely used to identify the factors 

that impacts the user acceptance of technology. Figure 6 shows the basic concept 

of user acceptance of information technology. 
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Figure 6: Basic Concept Underlying User Acceptance Models 

Source: Kocaleva et al. (2015) 

 

2.2.1.1 Theory of Reasoned Action (TRA) 

 

 In Theory of Reasoned Action (TRA), behaviour is determined by 

behavioural intentions instead of predictability of the model to situations in 

which behaviour and intention are highly correlated (Ajzen & Fishbein, 1977; 

Yousafzai et al., 2010). Besides, a further condition of the Theory of Reasoned 

Action is that behaviour should be under volitional control (Ajzen & Fishbein, 

1977). Therefore, Theory of Reasoned Action unsuccessful to predict situations 

in which individuals have lower volitional control level. 

 

 The Theory of Reasoned Action (TRA) is a famous theories that used to 

predict the behavioural intention and behaviour and it is useful for identifying 

strategies for changing behaviour (Madden et al., 1992). In other words, Theory 

of Reasoned Action is about identifying behavioural intention of attitudes of a 

person (Lai, 2017). Theory of Reasoned Action was established to have better 

understanding about the relationship between attitudes, intentions and 

behaviours (Madden et al., 1992). 
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Figure 7: Theory of Reasoned Action Model. 

Source: Madden et al. (1992) 

 

2.2.1.2 Theory of Planned Behaviour (TPB) 

 

 In order to overcome the limitation of Theory of Reasoned Action in 

dealing with behaviours over which individual have lower level of volitional 

control, the Theory of Planned Behaviour (TPB) is developed to extends the 

Theory of Reasoned Action model proposes that volitional behaviour of an 

individual is a function of the intention to fulfil the behaviour and perceived 

behavioural control (Ajzen, 1991). 

 

 

Figure 8: Theory of Planned Behaviour Model. 

Source: Ajzen (1991) 
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 Figure 8 indicate the Theory of Planned Behaviour model. Theory of 

Planned Behaviour model indicated that the people’s action is leaded by three 

types of considerations, which are behavioural beliefs, normative beliefs, and 

control beliefs. Collectively, behavioural beliefs provide a favourable or 

unfavourable attitude direct to the intention; normative beliefs show an outcome 

in perception of social pressure or subjective norm; and control beliefs focus on 

the perceived behavioural control (Ajzen, 2002). In short, attitude towards the 

behaviour, subjective norm, and perception of behavioural control guide to the 

establishment of a behavioural intention (Ajzen, 2002). 

 

 Nevertheless, this theory do has its limitation, in which the social norm 

scales consists of very poor psychometric standpoint and may not cause any 

impact on behavioural intention, specifically when information system 

adoptions are fairly personal and voluntarism of individual usage (Cheng, 2018). 

As a result, Technological Acceptance Model is invented to specify the general 

determinants of user technology acceptance and thus can be used to explain and 

predict user behaviours across a wide range of end user computing technology. 

 

2.2.1.3 The Unified Theory of Acceptance and Use of Technology (UTAUT) 

 

The Unified Theory of Acceptance and Use of Technology is an 

integrated model of the Theory of Planned Behaviour (TPB) and Technology 

Acceptance Model (TAM) (Nordhoff et al., 2020). This model is considered as 

the most comprehensive model that uses to predict and explain behavioural 

intention of an individual towards technology usage (Hassan et al., 2022). 
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UTAUT and UTAUT2 assume that the acceptance of technology is influenced 

by the effects of performance expectancy, effort expectancy, social influence, 

facilitating conditions, hedonic motivation, price value and habit (Nordhoff et 

al., 2020). The integrated models provided a greater improvement in the variance 

explained in technology usage and intention of an individual (Hassan et al., 

2022). 

 

However, UTAUT and UTAUT2 were found to be not suitable for this 

study. This is mainly due to the construct of attitude of an individual was omitted 

from the model, which served as a core variable in examining the motivation of 

an individual (Elkheshin & Saleeb, 2020). Hence, in this study, Technology 

Acceptance Model deems to be more appropriate to study gamers’ behaviour. 

 

2.2.1.4 Technology Acceptance Model (TAM) 

 

Over the past decade, Technological Acceptance Model has gained 

considerable attention from the researchers in the study of information system 

and technological field. Technology Acceptance Model is a modification of 

Theory of Reasoned Action (TRA) in which beliefs affect the attitude and 

ultimately shapes behavioural intention. Technological Acceptance Model is 

mainly use to predict and explain the users’ acceptance and adoption of 

information system, information technology, and innovations and this model has 

been the subject of many studies since its establishment (Davis, 1986).  
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Figure 9: Technology Acceptance Model . 

Source: (Davis, 1989) 

 

Based on Figure 9, Technological Acceptance Model illustrates user 

motivation with three primary factors, which are perceived ease of use, perceived 

usefulness, and attitude toward intention to use. The perceived ease of use is 

referred to as “the degree to which using the technology will be free of effort” 

(Davis, 1989). Moreover, the perceived usefulness is defined as “the degree to 

which an individual believes that using a particular system would improve his or 

her performance” (Davis, 1989). Besides that, attitude towards adoption is 

defined as “the degree to which a person has a favourable or unfavourable 

evaluation or appraisal of the behaviour in question” (Ajzen, 2002). Lastly, 

intention to use or participate is based on the definition of behavioural intention 

and is referred to “the degree to which a person has formulated conscious plans 

to perform or not perform some specified future behaviour” (Warshaw & Davis, 

1985). Both perceived ease of use and perceived usefulness affect the person’s 

attitude toward using a system (Davis, 1985).  
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 Furthermore, Technology Acceptance Model tends to be more predictive 

on the user acceptance behaviour towards particular technology and media. 

Generally, Technology Acceptance Model explains the issue about user’s 

acceptance and use of media and technology by the relationship of belief-

attitude-intention towards the technology. 

  

 Meanwhile, in term of parsimony capability, Technological Acceptance 

Model was found to be more favourable than Theory of Reasoned Action and 

Theory of Planned Behaviour (Cheng, 2018). In addition, Technological 

Acceptance Model was found to be more modest to apply than Theory of 

Planned Behaviour, and provides a more efficient way of collecting general data 

and information about a person’s perception of technology (Cheng, 2018). 

Hence, Technology Acceptance Model is applied as the theoretical base in this 

study and it is appropriate to examine the intention of gamers to participate in 

eSports. 

 

2.2.1.5 Extended Technology Acceptance Model  

 

 Given the changes and development of technology and media, it is 

necessary to keep track with the changing preferences by continuous update the 

research model. Besides, the exclusion of external factors from Technology 

Acceptance Model does not provides specific information that can effectively 

lead to system development (Mathieson, 1991). The Technology Acceptance 

Model with specified external factors provides better explanation in term of 
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prediction of technology usage and also the rejection of using particular system 

by the users (Abdullah & Ward, 2016).   

  

Based on the past findings, numerous researches have proven the validity 

of Technological Acceptance Model and extend the model across broad range of 

information technology as shown in Table 5, for instance e-learning (Baby & 

Kannammal, 2019), Telemedicine services (Kamal et al., 2020), teachers’ 

technology adoption (Scherer et al., 2019), mobile library application (Rafique 

et al., 2020), Green Information Technology (Yoon, 2018), and many other 

researches that are related to technological field. 

 

Table 5: Summary of Technology Acceptance Model Used in Past 

Studies 

Author Published Title Focus 
Baby and 
Kannammal 
(2019) 

Network Path Analysis 
for developing an 
enhanced TAM model: 
A user-centric e-
learning perspective 

Development of a user 
centric framework for e-
learning technologies, 
comprising the variables 
of security, privacy and 
trust with the proposal of 
Network Path Analysis 
(NPA) algorithm. An 
extended TAM for user 
centric framework design 
of e-learning solutions is 
also developed in the 
study. 

Kamal et al. 
(2020) 

Investigating acceptance 
of telemedicine services 
through an extended 
technology acceptance 
model (TAM) 

Investigation of the factors 
affecting the acceptance of 
telemedicine services 
among the rural 
population of Pakistan. 

Rafique et al. 
(2020) 

Investigating the 
Acceptance of Mobile 
Library Applications 
with an Extended 

Investigation of the factors 
behind low acceptance and 
intention to use mobile 
library application (MLA). 
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Technology Acceptance 
Model (TAM) 

Scherer et al. 
(2019) 

The technology 
acceptance model 
(TAM): A meta-analytic 
structural equation 
modeling approach to 
explaining teachers’ 
adoption of digital 
technology in education 

Investigation of the factors 
influencing teachers’ 
technology adoption with 
the combination of meta-
analysis with structural 
equation modelling 
approaches. 

Yoon (2018) Extending the TAM for 
Green IT: A normative 
perspective 

Investigation of the 
acceptance of green IT by 
adding normative 
variables including 
descriptive, injunctive, 
and personal norms. 

Source: Developed for the research. 

 

 Accordingly, it is necessary to identify the external factors which can be 

used to provide better explanation and prediction on gamers’ participation 

intention in eSports. Hence, the current research extended the basic Technology 

Acceptance Model through the inclusion of external factors that can affect both 

the critical beliefs such as perceived ease of use and perceived usefulness to 

explain and predict the gamers’ attitude and intention towards eSports 

participation. 

 

2.2.2 Elements of Technology Acceptance Model 

2.2.2.1 Intention to participate in eSports 

 

 According to Warshaw and Davis (1985), intention to behave refers to 

“the degree to which a person has formulated conscious plans to perform or not 

perform some specified future behaviour”. In other words, it can be regarded as 

real action. This study employs the definition of intention based on Warshaw 



40 
 

and Davis (1985), which defines intention as “The degree to which a gamer has 

formulated conscious plans to perform or not perform some specified future 

behaviour such as participating in eSports tournament”. The term intention in 

adopting certain media or technology has been extensively studied in previous 

researches in different fields such as tourism virtual reality (Ja Kim et al., 2020), 

mobile wallet technology (Singh & Sinha, 2020), blockchain-based technology 

(Yang, 2019), librarian’s e-skills (Izuagbe et al., 2019), and mobile app shopping 

(Vahdat et al., 2020).  

 

In the study of online gaming, the investigation of the intention and 

acceptance of gamers is important in order to have better understanding towards 

the gamers’ behaviour. The study of online games emphasises on the 

investigation of psychological factors that may affect gamers’ attitude and 

intention towards online games as this games have become tremendously famous 

in modern present society (Rafdinal & Qisthi, 2020). Besides, by responding to 

the trend of extensive online gaming activities and online gaming community 

interaction, Kim and Kim (2018) examined the online game engagement 

intention based on the perceived online justice and relational bonds. The study 

further discussed that part of an online gaming community regards as a platform 

for online member relationship development through game information and 

opinion sharing.  

 

Similarly, in eSports context, the intention of gamer to play video game 

is of great interest by the game developers, sponsor, and game operators. It is 

because they can gain benefit considerably from better understandings of the 
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motivating factors behind gamers’ intention (Ja Kim et al., 2020). Furthermore, 

it is also important for the industry merchants understand the gamers’ intention 

thus further engaging the gamers to visit game websites more frequently (Ja Kim 

et al., 2020).  

 

Moreover, based on Agag and El-Masry (2016), continuous participating 

in online community joint events assists the member in achieving common 

objectives and is an important element for community endurance. As a result, 

the participation of gamers in eSports is a critical factor that addresses the 

success of eSports sector in long term. Extensive participation indicates a higher 

degree of involvement in eSports, which may encourage better relationship 

between gamers, information sharing and instil conjoint behaviours. 

 

However, to measure the actual behaviour of gamers is difficult, this 

research thus emphasises on the gamers intention to participate in eSports. 

Intentions often use to measure user behaviour in the setting of acceptance of 

technology  (Alshurideh et al., 2019; Hu et al., 2019; Ifinedo, 2018; Saeed & Al-

emran, 2018; Tawafak et al., 2018; Vanduhe, 2020). Further, user behavioural 

intentions is regards as users willingness to behave in a particular way, and there 

are a high association between behavioural intention and real behaviour (Zeng 

& Li, 2021; Abayomi et al., 2020). Therefore, this study focuses on the intention 

of gamer to participate as a critical indicator of the level of the participation of 

gamer in eSports 
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2.2.2.2 Attitude Towards eSports 

 

In Technological Acceptance Model, attitude towards adoption is defined 

as “the degree to which a person has a favourable or unfavourable evaluation or 

appraisal of the behaviour in question” (Ajzen, 2002). Ajzen and colleagues 

shown that the attitude of users toward a particular behaviour is significantly 

determined by both their assessments and cognitive beliefs (Ajzen, 2006; Ajzen 

& Fishbein, 1977). This study employed the definition of attitude proposed by 

Ajzen (1991), where attitude is defined as “the degree of positive or negative 

feelings about participating eSports”.  

 

Explaining and predicting users’ behaviours and attitudes is one of the 

utmost critical studies in the fields of information systems. In term of theoretical 

perspective, the Theory of Reasoned Action illustrates the significant association 

among specific behaviours and attitudes of a person. Since the development of 

Theory of Reasoned Action, the significant connection among individual’s 

behaviours and intention to use a particular services or systems have been 

confirmed (Ajzen, 1991; Ajzen & Fishbein, 1977; Park et al., 2014). 

Furthermore, Technology Acceptance Model researches also used this theory to 

define attitude.  

 

Moreover, the evolvement of digital games is appearing from solitary 

setting into a very popular, sociable and collaborative experience. The 

foundation of successful innovation execution is to address the issue about 

beliefs and attitude towards technology adoption. Bovermann et al. (2018) 
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asserted that survey regarding ‘attitude to gaming’ serves as an effective 

instrument to study and analyse gamer behaviour.  

 

 Attitude serves as an important factor that mediates the degree of people 

behaviour and intention by the effect of people beliefs and other external 

variables. In other words, when people perceived the usefulness and ease of use 

of certain technologies or medias will make positive attitude towards it so form 

the occurrence of attitude will mediate the intention or behaviour of an individual 

to adopt innovative technologies or medias. For instance, based on Bananuka et 

al. (2019), the mediation role of attitude is confirmed and successfully mediated 

the association between subjective norm and intention to use Islamic banking. 

Besides, Pahlevan et al. (2018) proved that money attitude significantly 

mediated the relationship between over-use of social networking sites on online 

buying intention. Additionally, Bouteraa and Banking (2020) also confirmed the 

effective mediation role of attitude in explaining the intention of user to adopt 

Islamic will.  

 

 As a result, when comes to the context of eSport, it can be assumed that 

the relationship of beliefs and intention to participate eSports will mediated by 

the effect of attitude by applying TAM model. Since attitude serves as a function 

of beliefs, gamers will only participate in eSports when they perceived the 

positivity of eSports and leads to positive outcome. Hence, the evaluation of 

gamers’ attitude serves as a significant factor that affect gamers’ intention to 

participate in eSports. 
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2.2.2.3 Perceived Usefulness 

 

Based on the Technological Acceptance Model, perceived usefulness is 

defined as “the degree to which an individual believes that using a particular 

technology or system will assist in improving his or her performance” (Davis, 

1989). Similarly, Davis et al. (1992) defined perceived usefulness as “a person’s 

expectation that using the computer will result in improved job performance”. 

By applying the definition of Davis (1989) to current study, the perceived 

usefulness is defines as “A gamer’s expectation that playing video games will 

result in achieving the purpose of playing game”. 

 

Based on technology acceptance studies, Huang (2018) discovered that 

perceived usefulness often serves as a reasonable determining factor of students’ 

intention to play educational games as the game can provide entertainment for 

students. Besides, Sánchez-mena et al. (2018) indicated that perceived 

usefulness is one of the important drivers or antecedents for the users to accept 

video game. In term of usefulness, they focused on the aspects of performance 

of an individual or personal productivity. Other than gaming field, Ayesha et al. 

(2020) indicated that perceived usefulness is an important factor that affects 

acceptance of telemedicine service when the service is able to lead to better 

outcomes. Furthermore, Sepasgozar et al. (2019) pointed out perceived 

usefulness of urban service technology (UST) is a critical determinant to the 

intention of citizens towards the technology. Based on the literatures of past 

researches, this study expects that the gamers will possess positive perception 

and be more intended to participate in eSports only when they perceive that 
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playing video game will provide better outcomes such as enjoyment, making 

friends, performance improvement and so on. 

 

2.2.2.4 Perceived Ease of Use 

 

The Technology Acceptance Model proposes perceived ease of use as 

one of the important constructs in the model. Originally, perceived ease of use 

is defined as “the degree that using a specific technology will be free from effort” 

(Davis, 1989). In current study, based on the definition of Davis (1989), which 

perceived ease of use as “The degree that playing video games will be free from 

effort”. 

 

Previous scholars revealed that perceived ease of use serves as a 

important factor to the motivations of students in playing educational game as 

the game is easy to play and the rules of the game can be easily understood 

(Huang, 2018). Ayesha et al. (2020) acknowledged that if the telemedicine 

service is to be perceived that it is easy to use and understand by the users, the 

people will be motivated to use the services. Moreover, it is believes that 

perceived ease of use of online learning environment (OLE) activities would 

significantly impacted students’ attitude toward using the system (Estriegana et 

al., 2019).  

 

Based on the past findings, it implies that the terms of ease of use can be 

a critical determinant of user behaviour. Hence, it is expected that an individual 
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who interested in eSports may be motivated to participate in eSports when the 

video game is easy to play and control. 

 

2.2.3 External Variables in Technology Acceptance Model 

 

 Technology Acceptance Model provide a fundamental way for outlining 

the influence of external factors on the two main beliefs, attitudes, and intentions. 

In view of the problem statements discussed in the previous chapter, the issues 

of game services such as internet connectivity and security issue, as well as the 

negativity surrounding of eSports have been highlighted. Hence, this study will 

focus on two external variables which are service mechanisms and gratification. 

It is expected that these two variables might bring greater impacts towards the 

perception and intention of gamers to participate in eSports. 

 

2.2.3.1 Service Mechanisms 

 

Service mechanisms refers to the services offered by game service 

providers to safeguard gamers' accounts and comply with the rules with the 

purpose of guarantee better video gaming experience (Lee, 2012). In the studies 

of information technology, media and technology access and quality act as 

significant factors that affect the perception and behaviour of users (Rita et al., 

2019; Wu et al., 2010). In the context of technological use, the use of technology 

by individual and their willingness are related to the technology condition and 

situation such as internet connection and the accessibility of digital devices (Kim 

et al., 2019). For instance, when gamer intends to play an online game, he or she 
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need a fast internet connection to access the game and connect with other gamers. 

As a result, the gamers need a proper and high quality of technological devices 

and mechanisms which enable them to have a good gaming experience and 

perception. 

 

Service mechanisms are recognised as the mechanisms that cannot be 

applied as ordinary method as the basic technological channel. Instead, it is more 

effective when applied as mechanisms that consists of resources, consumers, 

rules and regulations, safety assurance, and incentives Wu et al. (2010). 

Furthermore, according to Wu et al. (2010), service mechanisms can also be 

served as critical antecedent which included incentives, security, as well as 

impartiality which likely to enhance the problems of internet connectivity, 

customer experience, security and equality. 

 

Incentive can be recognised as effective motivational tool that used in 

video games in assisting to increase the interest and engagement of the video 

gamers in addition to maintain their continuance usage (Wu et al. 2018). The 

situation factors, for instance incentives and opportunities that offered by the 

service provider can be an influential factor that motivate people to achieve 

certain goals. (Wu et al., 2018). Furthermore, security concern is refer to the 

perception of technology user or the gamer towards the video games’ security, 

for instance the important personal data, integrity, applications, and software 

accessibility that required the preservation of security services that launched by 

game service provider (Chang et al., 2022). Finally, fairness can be represented 
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as the perceived quality that occurs through the social judgment stage, which is 

associated with justified behavior in a given situation (Rasooli et al., 2019). 

 

2.2.3.2 Gratification 

 

Gratification is defined as “the fulfilment of a need through an activity 

or technology and media use” (Athwal et al., 2019). The concept of gratification 

is relevant to a person’s reactions to experience of media use, which in turn can 

affect further motivation for media use. Gratification is defined as user 

acceptance of latest and innovative technology and is also refers to the degree of 

comfort when using that technology (Chen, 2018). In other words, gratification 

is the feeling of pleasure an individual have when one performs a desired action 

and go through a positive result (Chen, 2018). In eSports context, the needs for 

gratification can be linked to the motivation of a video gamer to participate in 

eSports and this relationship has been proved that there is a mutual relationship. 

 

The gratification factor is applicable for predicting the influence of 

gratification on intention of consumer to use certain technology devices or 

services (Ja Kim et al., 2020). In the current research, gratification can be defined 

as “the need derives from participating in eSports, such as the needs for 

enjoyment and social”. According to previous studies, Wu et al. (2010) further 

classified three type of gamer’s motivation, including social interaction, social 

presence and  enjoyment. Enjoyment can be defined based on the concept of 

entertainment as the degree to which the internet-based media is enjoyable to the 

users. Media entertainment served as an important factors to the users’ need for 
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enjoyable-seeking activities and visual satisfaction (Heravi et al., 2018). Thus, 

the current research expect that the enjoyment found in participating eSports will 

affect a gamers’ intention to involve it. Social interaction and social presence are 

defined as the psychological sense of physical interaction and establishment of 

personal connections with others through media or technology (Ulrike & Brooks, 

2019). With regard to eSports, the gamers are connected with their family, 

friends and others in the virtual world. Therefore, the current study expects that 

the higher the degree of gratification, intention of a person to participate eSports 

will increase. 

 

2.3 Hypothesis Development 

2.3.1 Relationship between service mechanisms and perceived usefulness 

and perceived ease of use of video games 

 

Previous study asserted that the game mechanism and game thinking 

which applied in gamification is provided by the service providers to the 

customers. In terms of usefulness of gaming mechanisms, It can help users solve 

problems, contribute to themselves, enhance their immersion and subjective 

acceptance, and ultimately, motivate users to participate virtual corporate social 

responsibility (CSR) games (Jun et al., 2020). In addition, the study suggested 

that game incentive mechanisms serve as the most critical factors to increase 

user’s intention to participate virtual CSR games. Moreover, internet 

mechanisms of electronic shopping are developed to reduce risk and uncertainty, 

improve understanding of seller and buyer, security and privacy assurance, 

provide customer feedback, and enhance the value of seller and buyer about the 
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products and services (Liu & Tang, 2018). From this finding, it can be assumed 

that when the user perceives the performance of the system and do not need much 

effort to understand it, the intention of the user to use the particular system will 

increase. Furthermore, Rafique et al. (2020) also hypothesised that the system 

quality has a significant influence on both perceived usefulness and ease of use 

in the study of mobile library application. 

 

Service mechanisms are served as a vital antecedent of the video gamers 

faithfulness (Li et al., 2018). Game service providers ought to offer better 

products or services for the purpose of gaining gamers loyalty. For example, they 

can remove the structures that majority gamers are not interested, such as the 

recognition of opportunity behaviour, deterrence of fraud and fake account. 

Whilst, eSports involving human-computer interaction which used to monitor 

the states of game of software or system (Hamari & Sjöblom, 2017), it is 

undeniable that service mechanisms serve as an important antecedent to drive 

the intention and behaviour of gamers. Thus, based on the argument above, the 

ideas of usefulness and ease of use in service mechanisms is important in 

construction the positive perception of eSports and engaging the gamers to take 

part in eSports. therefore, the below hypotheses were developed: 

 

H1: There is a positive relationship between service mechanisms and perceived 

usefulness of video games. 

 

H2: There is a positive relationship between service mechanisms and perceived 

ease of use of video games. 
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2.3.2 Relationship between gratification and perceived usefulness and 

perceived ease of use video games 

 

Gratifications approach assists in predicting how media can be used to 

satisfy the needs of consumers with different aims (Heravi et al., 2018). The 

convenience and accessibility of media are considered important between the 

relationship of technological structure and consumer. Nevertheless, the 

gratification and intention are considered as important factors of media use 

related to the mutual interaction between consumer (Ma, 2021).  

 

As a media and technology, eSports are ideal for this research where the 

gamers can play the game to satisfy their desires and purposes. For instance, Ja 

et al. (2019) indicated that there are multiple purposes for the customers to use 

mobile devices which the users feel it is useful, including information search, 

relationship maintenance, style, spending time, and playfulness. Besides, Bailey, 

et al. (2018) concluded that social influence and perceived enjoyment were 

positively and significantly related to perceived usefulness of social media. 

Similarly,  Alalwan et al. (2018) proved the significant association between 

perceived enjoyment and usefulness of purchase via mobile internet among 

customer in Saudi Arabia. Besides, Camilleri and Falzon (2021) combined the 

Uses and Gratification approach and Technology Acceptance Model in 

predicting users’ intention to adopt online streaming services. The result 

indicated that motivation for ritualized use and instrumental use are as well as 

perceived usefulness and perceived ease of use are positively related to the 

intention to use online streaming technologies as the technologies allowed them 
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to gain better streaming experience and satisfy the need for hedonic. Further, Li 

et al. (2018) stated that usage intention and continuance usage of mobile social 

applications are significantly influence by social and enjoyment motivation as 

well as perceived usefulness and perceived ease of use.  

 

In the context of eSports, when gamers gratified their desires of social 

and pleasure from participating eSports, the gamers will have a high tendency to 

forget the struggle related to real live and spend more time on video gaming. 

Hence, it can be predicted that gratification may positively influence perceived 

usefulness and ease of use. Hence, the following hypotheses were formed:  

 

H3: There is a positive relationship between gratification and perceived 

usefulness of video games. 

 

H4: There is a positive relationship between gratification and perceived ease of 

use of video games. 

 

2.3.3 Relationship between perceived usefulness and perceived ease of use 

and attitude towards eSports 

 

Perceived usefulness and ease of use served as critical constructs in 

Technology Acceptance Model. There are various studies associating attitude in 

the Technology Acceptance Model that have proved the significant association 

between perceived usefulness, perceived ease of use and attitude. For instance, 

Kasilingam (2020) indicated that the relationship between perceived usefulness 
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and ease of use and attitude is significantly supported in explaining the intention 

of users in using mobile social network chatbots shopping. Estriegana et al. 

(2019) also confirmed the significant relationship between perceived usefulness 

and ease of use, attitude toward using, and behavioural intention to use 

technology of online learning environment. Furthermore, Kang and Namkung 

(2019) mentioned  that perceived usefulness, perceived ease of use and attitude 

were important determinant in explaining predicting user’s technology usage 

behaviour and intention.  

 

 Based on the above discussion, the significant connection amongst 

beliefs and attitude can be applied in the context of eSports. Since eSports are 

competitive in nature, this study assumes the beliefs of an individual can 

positively impact the attitude of gamers towards eSports. In other words, when 

eSports games enable the improvement of gamers’ gaming performance and the 

games can be easily handled and understood, the gamers will have a positive 

attitude towards eSports. Therefore, according to the finding of previous studies, 

two hypotheses were constructed as following: 

 

H5: There is a positive relationship between perceived usefulness and attitude 

towards eSports. 

 

H6: There is a positive relationship between perceived ease of use and attitude 

towards eSports. 
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2.3.4 Relationship between attitude towards eSports and intention to 

participate eSports 

 

Technology Acceptance Model proposes that attitude is related to 

important beliefs which an individual has about the outcomes of a given 

behaviour and his or her assessment of those outcomes (Kang & Namkung, 

2019). Numerous researches have shown that attitude is significantly related to 

the intention of using media and technology. For instance, Chen et al. (2017) 

supported the positive relationship between attitude and intention of user in 

playing mobile social games in China. In addition, in the study of Lee (2009), 

the results revealed that both attitude and intention in playing online game were 

significantly affected by the feeling of fun and pleasurable. This result highlights 

that if the attitude of gamers is favourable towards online game playing, the 

gamers will be more intended to participate in it. Besides, it was also found that 

attitude have a significant influence towards behaviours of social media users 

(Bailey et al., 2018).  

 

Based on the past studies, the gamers’ intention to participate eSports can 

be predicted and explained by gamers’ attitude towards eSports. Therefore, in 

the context of eSports, when gamers form a positive attitude towards eSports, 

they will intend to participate eSports activity. Thus, the current study posited a 

hypothesis as below: 

 

H7: There is a positive relationship between attitude towards eSports and 

intention to participate eSports. 



55 
 

2.3.5 Attitude towards eSports mediates the relationship between 

perceived usefulness, perceived ease of use and intention to 

participate eSports 

 

 The role of attitude of a technology user serves as an important indicator 

in determining intention to adopt certain technology or media. Several studies 

have hypothesised and proved the indirect effect or mediating role of attitude in 

explaining the people behaviour and intention. For instance, Rehman and Shaikh 

(2020) revealed that attitude is significantly mediates the relationship between 

perceived usefulness and ease of use and intention to use Mobile Banking. 

Besides that, Koththagoda and Herath (2018) have also confirmed the significant 

relationship between perceived usefulness, ease of use and intention by the 

mediation of attitude in the setting of customer online purchase intention. 

Furthermore, Bervell et al. (2020) revealed that attitude becomes a major 

determinant and mediator in explaining the significant relationship between 

technological use factors and behavioural intention for Learning Management 

System (LMS) enabled blended learning. 

  

 Based on the above discussions, the significant association between 

beliefs, attitude and intention can be applied in eSports context. Also, in the study 

of behavioural intention, attitude is recognised as a common variable that 

impacts the willingness of people behaviour. As such, attitude is chosen as the 

mediator in this study. Hereafter, this study posited the hypothesis as below. 
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H8a: Attitude towards eSports mediates the relationship between perceived 

usefulness and intention to participate eSports. 

 

H8b: Attitude towards eSports mediates the relationship between perceived ease 

of use and intention to participate eSports. 

 

2.4 Proposed Model of Study 

 

Figure 10 illustrates a conceptual framework using the concept of 

Technology Acceptance Model including two external factors, namely service 

mechanisms and gratification. The framework proposed that eSports 

participation intention is influence by two critical beliefs, perceived usefulness 

and perceived ease of use with the mediation role of attitude. In addition, 

perceived usefulness and perceived ease of use are affected by services 

mechanisms and gratification. Last but not least, the relationship between 

intention to participate eSports and perceived usefulness and ease of use is 

mediates by attitude towards eSports.  

 

 Figure 10: Proposed Model of Study 
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2.5 Chapter Summary 

 

Dependent and independent variables have been clearly explained in this 

chapter. Based on the literature review and several relevant theoretical 

frameworks, conceptual framework has been developed and proposed to further 

investigate the relationship between the variables. 
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CHAPTER THREE 

 

RESEARCH METHODOLOGY 

 

 

3.0 Introduction  

 

 This chapter discussed the research methodology which included the 

research design, data collection methods, sampling design, research instruments, 

construct instruments, data processing, and data analysis in order to collect 

appropriate and relevant data for this study. 

 

3.1 Research Design 

 

 The purpose of this study is to develop a feasible model for 

understanding how beliefs, attitude can influence the intention of gamers on 

eSports tournament. As the developed hypotheses identify important constructs 

and relationship between these variables, deductive reasoning is applied in this 

study for the aims at testing a set of hypotheses using a relevant methodology 

(Janiszewski & Osselaer, 2021). Quantitative method employs a descriptive 

research approach is considered as the most appropriate method for this study. 

The purposes is to validate the relationships and to establish generalisations that 

contribute to the theory (Villiers et al., 2019). Besides, it is reported that 

quantitative method allow researchers to measure the significance of the 

relationship between variables with statistical prove (Villiers et al., 2019). In 
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addition, the research design is categorised as cross-sectional research design  

(Jordan & Troth, 2019). It is applied to receive or collect information on a 

specific circumstances at a single point in time (Jordan & Troth, 2019). In this 

study, the data was collected from the respondents at one point in time and 

analysed with numerical data or statistical results by using SmartPLS software. 

Besides, the validity and reliability of the variables will be examined.  

 

3.2 Data Collection Methods 

 

 Primary data collection approach was applied in this study to collect 

useful information. This method allows the researcher to obtain the latest data or 

information from the target respondents and make sure that the data is up-to-date 

to current situation (Franzitta et al., 2020). This study proposes specific research 

questions and hypotheses concerning the relationship between service 

mechanisms, gratification and perception and intention of gamers toward 

eSports. Hence, primary data is critical as it generates specific information to 

this research with the purpose of verifying the developed hypotheses. 

 

 Primary data was collected using a self-administered questionnaire from 

the target respondents (Braun et al., 2021). By doing this, it is able to ensure that 

the study is free from interviewer bias (Braun et al., 2021). Besides, it is an 

effective and efficient method in reaching target respondents (Braun et al., 2021). 

In addition, adequate time was given to the respondents to complete the 

questionnaire. Furthermore, this method allows large sample size to be collected 

which make the results more dependable and reliable (Tran & Khuc, 2021). 
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3.3 Sampling Design 

3.3.1 Population of Study 

 

 The targeted population was the students who are in their tertiary 

education and they are now engaging to video game activities. This population 

was chosen because according to Pew Internet Research, there are 70 percent of 

college students are playing video games (Weaver, 2019). Furthermore, a huge 

number of eSports enthusiasts are university students (Zamri, 2019b). In addition, 

eSports are popular among adolescents and younger demographic especially 

individuals with college-age between 21 to 35 years old (Keiper et al., 2017). As 

a result, university students serve as a critical criterion in the field of eSports as 

they are mature in mind and able to provide reliable information regarding the 

eSports in Malaysia. 

 

3.3.2 Sampling Location  

  

 The sampling locations of this study included nine states of Malaysia, 

consisting of Pulau Pinang, Pahang, Perak, Kuala Lumpur, Selangor, Melaka, 

Johor, Sabah and Sarawak. This is because there are universities that offer video 

game club and society for students in the respective states. Table 6 shows the 

summary of number of universities (with video game clubs and societies) located 

in each state of Malaysia. 
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Table 6: Number of Universities in Each State of Malaysia 

States of Malaysia Number of University 
Johor 2 

Kuala Lumpur 5 
Melaka 4 
Pahang 2 
Perak 2 

Pulau Pinang 1 
Sabah 1 

Sarawak 2 
Selangor 13 

 

3.3.3 Sampling Frame 

 

 This study focused on the university students who are currently in their 

higher education in the university and are currently a member of video game 

clubs and societies. Table 7 shows the list of universities with video game clubs 

and societies and its locations. 

 

Table 7: List of Universities, Clubs and Societies, and Locations 

No. University Club and Society Location 
1. University of Southampton 

Malaysia Campus 
USMC Esports Club Johor 

2. Universiti Tun Hussein Onn 
(UTHM) 

UTHM Esports Club Johor 

3 Asia Pacific University (APU) APU Esports Club Kuala 
Lumpur 

4. INTI International College 
Kuala Lumpur 

INTI KL Esports 
Club 

Kuala 
Lumpur 

5. UCSI University Malaysia UCSI Reborn Esport 
Club 

Kuala 
Lumpur 

6. Universiti Kuala Lumpur 
(UniKL) 

UniKL Esports Club Kuala 
Lumpur 

7. Universiti Tun Abdul Razak Unirazak Esports 
Club 

Kuala 
Lumpur 

8. Multimedia University Melaka 
(MMU Melaka) 

E-Games Club Melaka 

9. Politeknik Merlimau Melaka Poly Merlimau 
Esports Club 

Melaka 
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10. UiTM Melaka UiTM Melaka 
Esports Club 

Melaka 

11. Universiti Teknikal Malaysia 
Melaka (UTeM) 

UTem Gamers 
Society 

Melaka 

12. Politeknik METrO Kuantan 
(PMKU) 

Kelab E-sukan 
PMKU 

Pahang 

13. Universiti Islam Antarabangsa 
Malaysia (IIUM) 

IIUM Esports Club Pahang 

14. Universiti Pendidikan Sultan 
Idris (UPSI) 

UPSI Esports Club Perak 

15. Universiti Tunku Abdul Rahman 
(Kampar) 

UTAR Kampar 
Esports & Game 
Development Club 
(UKEC) 

Perak 

16. KDU University College KDU Esports Club Pulau 
Pinang 

17. Universiti Malaysia Sabah UMS Esports Club Sabah 
18. Curtin University Malaysia 

(Curtin Malaysia) 
Curtin Esports Club Sarawak 

19. Universiti Malaysia Sarawak 
(Unimas) 

UNIMAS Esports Sarawak 

20. City University City University 
Esports Club 

Selangor 

21. Kolej Universiti Poly-Tech 
MARA 

KUPTM Esports 
Club 

Selangor 

22. INTI International University & 
Colleges 

INTI Esports Club Selangor 

23. Management and Science 
University (MSU) 

MSU Esports Club Selangor 

24. Monash University Malaysia Monash Esports 
Club 

Selangor 

25. Multimedia University 
Cyberjaya (MMU Cyberjaya) 

MMU Esports Club  Selangor 

26. Universiti Kebangsaan Malaysia 
(UKM) 

UKM Esports Club Selangor 

27. Universiti Selangor (UNISEL) UNISEL E-Sports 
Club – UEC 

Selangor 

28. Universiti Tenaga Nasional 
(UNITEN) 

UNITEN Esport 
Club 

Selangor 

29. Universiti Tunku Abdul Rahman 
(Sungai Long) 

UTAR Esports & 
Game Dev Club 
(Sungai Long 
Campus) 

Selangor 

30. SEGi University Gamers Alliance 
SEGi 

Selangor 

31. Sunway University and Sunway 
College 

Sunway Esports 
Club 

Selangor 

32. Taylor’s University (Lakeside 
Campus) 

Taylor’s University 
Esports Club 

Selangor 

Source: Jho (2018) 
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3.3.4 Sampling Element 

 

 The sampling elements of this research were the students who are 

currently have joined the university video game clubs and societies in Malaysia. 

The respondents were selected randomly from the target universities, and the 

respondents were targeted because majority of gamers are between 18 to 35 years 

old and their educational level is consistent with the relevant literature (Molinillo 

et al., 2018; Rudolf et al., 2020; Sjöblom et al., 2019). 

 

3.3.5 Sampling Technique 

 

 A probability sampling technique were considered an appropriate 

method for this study. This is due to the fact that university students who are 

currently participating in video game club and society have possess gaming 

knowledge which has an equal chance of being chosen in the sample. Further, a 

simple random sampling method was employed in this study. All the university 

with video game clubs and societies and its location were identified. Sample was 

selected randomly from these universities. After that, questionnaires were 

distributed to the target respondents using google form through online survey 

from social media platform such as the Facebook page of targeted university 

video game clubs and societies. The sample was selected using random number 

table or a computer program. Several screening questions were asked concerning 

eSports activity, for instance, membership in video game clubs and societies, 

gamers activity level and participation in eSports tournament. These 
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characteristics help to identify potential eSports gamers who may have the 

intention to participate in eSports tournaments.  

 

3.3.6 Sampling Size 

 

 The sample size of this study is calculated by using G-Power 3.1.9.2 

software presented by Faul et al. (2009). Based on Cohen (1992), the current 

study follows the suggestion of Cohen (1992) in fixing the power at 0.80 which 

is a convention proposed for general measurement. According to the past studies 

in the field of computer in human behaviour, (Brailovskaia et al., 2020; Kim & 

Jae, 2019; Tang & Zhang, 2018) who determine the sample size by using G-

Power software, the same Alpha level of 0.05 and the power of 0.80 was applied 

in their research, but with dissimilar effect size and number of predictors. 

 

 The effect size comprised of small, medium and large which are f2= 0.02, 

0.15, and 0.35 respectively. Cohen proposed that medium effect size which is 

f2=0.15 is appropriate as it would be able to roughly measure the average amount 

of observed effects in the variation of 122 fields. Cohen (1992) further argues 

that a medium effect size able to obtain the result that would likely be “visible 

to the naked eye of a careful observer” 

 

 Hence, by calculating the sample size based on the above suggestions, 

the current study used the effect size, d= 0.15, α = 0.05 and Power = 0.80, the 

minimum sample size is 92 (n=92). A total of 550 questionnaires were 

disseminated to the targeted respondents for this study. According to  Hill (1998), 
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a sample of 500 reassures that sample error will not be more than 10% of 

standard deviation, about 98% of the time.  

 

3.4 Research Instruments 

3.4.1 Pre-test 

 

 Pre-test was carried out in this study before the pilot study. The aim of 

carry out pre-test is to make sure that the surveys is well-designed and 

understandable by all the respondents. Pre-test involved four experts which 

consisted of professional eSports gamers who possess good gaming experience 

in eSports and academicians who are knowledgeable in the field of computer in 

human behaviour research. During pretest, questionnaires were distributed to the 

respondents and the respondents provided their answers and comments on the 

survey questionnaires. Overall, the feedback from the respondents was satisfied 

and the questionnaire was used for full data collection. The respondents’ 

information was kept private and not revealed to the public. 

 

3.4.2 Pilot Study 

 

 A pilot test was carried out after completion of pre-test. The 

questionnaire will be corrected and edited based on the results of pilot study. The 

reason of conducting pilot test is that it might give preliminary warning about 

which research questions could fail, whether the research instructions are 

followed, and to ensure that the survey methods or instruments are appropriate 

and simplified (Teijlingen & Hundley, 2014). A total number of 30 sets of 
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questionnaires were sufficient to conduct a pilot study (Jeanne et al., 2022;  

Shorey et al., 2021). After that, the data collected for pilot test were tested in 

terms of reliability and validity by using SmartPLS software and analysed further. 

 

 The survey questionnaire was distributed to 30 respondents for the 

purpose of pilot-test. Based on the results as illustrated in Table 8, the Cronbach’ 

Alpha analysis showed that all of the variables were considered good level of 

reliability. For the analysis of Composite Reliability, all the variables resulted an 

acceptable range in which the values were greater than 0.7. While for the analysis 

of Average Variance Extracted (AVE), all the variables showed good AVE 

which exceeded the value of 0.5. 

 

Table 8: Results of Pilot Test 

Construct  Cronbach’s Alpha Composite 
Reliability 

(CR) 

AVE 

Service mechanisms 0.796 0.844 0.644 
Gratification  0.871 0.884 0.718 
Perceived usefulness 0.910 0.936 0.787 
Perceived ease of use 0.826 0.877 0.588 
Attitude  0.790 0.856 0.545 
Intention  0.867 0.909 0.715 

 

 

3.5 Survey Administration 

 

The online survey form was sent to the video game clubs and societies 

members via email from July 2020 to April 2021. The first step of the data 

collection was to obtained a permission from the leader or chairperson of the 



67 
 

video game clubs and societies through sending mail to their Facebook page and 

email address. However, out of 32 universities or colleges, there were only 25 

universities or colleges replied. The data collection process was continued after 

the permission is obtained. The leader or chairperson of eSports clubs and 

societies were then distributed questionnaires to their group members who are 

also joining the respective clubs and societies. The next step was to updating the 

progress of completing the survey from time to time. After filtering process, 

there were only 453 responses were found to be usable for further data analysis.  

 

3.6 Construct Instrument 

3.6.1 Origin of Construct 

 

 A structural self-administered questionnaire was designed by adapting 

the items from past studies to ensure content validity. There are nine items each 

for service mechanisms and gratification. The items used to measure service 

mechanisms and gratification were adapted from Wu et al. (2010). Services 

mechanisms were measured in terms of incentives, security, and fairness. As for 

gratification, the construct will be measured in terms of social presence, 

enjoyment, and social interaction. 

 

 The constructs of perceived usefulness were adopted from Davis (1989) 

and Hsu and Lu (2004); perceived ease of use were adopted from Chen et al. 

(2017), Davis (1989) and San-martín et al. (2020); attitude from Chen et al. 

(2017) and Huang (2018); and intention from Lee (2009), Lima et al. (2017) and 

Pantouw and Aruan (2019). Table 9 to Table 14 shows the construct origin for 
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all variables that were consisted in this study and their corresponding items. A 

full set of questionnaires is attached in Appendix E. 

 

Table 9: The Origin Construct of Service Mechanisms and the 

Corresponding Items 

Factors  Corresponding items Item sources 
Incentive The game service provider 

offers incentives for 
continued play.  
I get rewarded for my 
continued participation. 

(Wu et al., 2010) 
 
 
(Wu et al., 2010) 
 

Security  I feel the game service 
provider can offer the 
security on data 
transformation. 
I feel the game service 
provider can protect the 
gamers’ privacy. 
When playing the video 
game, I feel the internet 
connection is of good 
quality and stable. 

(Wu et al., 2010) 
 
 
 
(Wu et al., 2010) 
 
 
(Wu et al., 2010) 

Fairness  If a vital problem occurs, 
the game service provider 
in charge will compensate 
the loss. 
While playing the video 
game, I assume the rewards 
given meet the efforts I put 
into. 
The game service provider 
will penalise the gamers 
who use cheating program. 

(Wu et al., 2010) 
 
 
 
(Wu et al., 2010) 
 
 
 
(Wu et al., 2010) 

Source: developed for the research 
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Table 10: The Origin Construct of Gratification and the Corresponding 

Items 

Factors  Corresponding items Item sources 
Social Presence When interact with other 

video gamers, I am able to 
show what kind of person I 
really am. 
I trust that other video 
gamers will assist me if I 
need help. 
When I see that other gamer 
are confused, I offer help. 

(Wu et al., 2010) 
 
 
 
(Wu et al., 2010) 
 
 
(Wu et al., 2010) 

Enjoyment  Playing the video game is 
exciting. 
Playing the video game 
gives me lots of pleasure. 
I enjoy playing the video 
game. 

(Wu et al., 2010) 
 
(Wu et al., 2010) 
 
(Wu et al., 2010) 

Social Interaction My video gaming friends 
understand me better than 
other people. 
I open up more to people 
involved in playing video 
game. 
Going for video game has 
make it easier for me to 
make friends. 

(Wu et al., 2010) 
 
 
(Wu et al., 2010) 
 
 
(Wu et al., 2010) 

Source: Developed for the research 

 

Table 11: The Origin Construct of Perceived Usefulness and the 

Corresponding Items 

No  Corresponding items Item sources 
The purpose of playing video games include enjoyment, making friends, 
having fun and etc. In your opinion, video game is useful because: 
1 It enables me to accomplish the purpose of 

playing game more quickly. 
(Hsu & Lu, 2004) 

2 It enables me to fulfil the purpose of playing 
game effectively. 

(Hsu & Lu, 2004) 

3 It enables me to satisfy the purpose of playing 
game easier. 

(Hsu & Lu, 2004) 

4 It assists me when I feel stress and or have 
problem. 

(Davis, 1989) 

Source: Developed for the research 
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Table 12: The Origin Construct of Perceived Ease of Use and the 

Corresponding Items 

No  Corresponding items Item sources 
1 Learning to play video games is easy 

for me. 
(Davis, 1989) 

2 It is easy for me to become skilful in 
video games. 

(Davis, 1989) 

3 I know how to solve most of the 
gaming problems that arise during 
playing. 

(San-martín et al., 
2020) 

4 It is easy for me to master the video 
games. 

(Chen et al., 
2017) 

5 My interaction on video game is clear 
and understandable. 

(Davis, 1989) 

Source: Developed for the research 

 

Table 13: The Origin Construct of Attitude and the Corresponding Items 

No  Corresponding items Item sources 
1 I am interested in video game. (Huang, 2018) 
2 I feel good about video game. (Chen et al., 

2017) 
3 I feel pleasant when playing video 

games. 
(Lai & Li, 2005) 

4 Video game is a good leisure activity. (Chen et al., 
2017) 

5 Overall, my attitude towards video 
gaming is favourable. 

(Lai & Li, 2005) 

Source: Developed for the research 

 

Table 14: The Origin Construct of Intention to Participate eSports and the 

Corresponding Items 

No  Corresponding items Item sources 

1 I intend to take part in eSports for the 
near future. 

(Lima et al., 
2017) 

2 I plan to participate in eSports actively. (Lima et al., 
2017) 
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3 I believe I will participate in eSports 
with my team member. 

(Pantouw & 
Aruan, 2019) 

4 I am willing to recommend others to 
participate in eSports. 

(Lee, 2009) 

Source: Developed for the research 

 

3.6.2 Scale of Measurement 

 

 Based on Sekaran & Bougie (2010), scale of measurement is refer as a 

instrument or tool that use to measure the variable by classifying and quantifying 

the variables. Specifically, scale of measurement is divided into three types 

which are nominal scale, ordinal scale and interval scale. 

 

3.6.2.1 Nominal Scale 

 

 Nominal scale is a system of allocating number symbols to events for the 

purpose of labelling them. The allocation of number cannot be recognised with 

an ordered scale. Instead, it is just a convenient label for particular events and do 

not have quantitative value. Nominal scales offer convenient methods of 

identifying people, objects and events (Schreiber, 2021). The level of 

measurement of nominal scale is not strong as its result has no order or distance 

relationship and without the basis of arithmetic (Schreiber, 2021). In this study, 

nominal scale is used to identify the gender, races, profession, marital status, 

types of video game playing, places of playing video game, and network 

connection. An example of nominal scale in current study is shown in Figure 11: 
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1 Gender 

  Male 

  Female 

Figure 11: Example of Nominal Scale 

 

3.6.2.2 Ordinal Scale 

 

 Normally, ordinal scale is used when the level of ordered scale is the 

lowest (Arvidsson, 2019). It places the objects or events in order, but do not 

make the intervals of the scale identical based on some rule (Schreiber, 2021). 

Besides, ordinal scales involve rank orders and are often applied in study relating 

to qualitative nature (Anjana & Prasad, 2021). As such, the application of ordinal 

scale indicates a word of ‘more than’, ‘less than’, or ‘equal’ whereas the people 

are not able to know how much larger or smaller. In this study, ordinal scale was 

used to determine the educational level and age group. A sample of ordinal scale 

of this study is shown in Figure 12: 

 

 

 

Figure 12: Example of Ordinal Scale 
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3.6.2.3 Interval Scale 

 

 Interval scale includes both nominal and ordinal characteristics 

(Bhandari, 2022). Interval scales can possess an arbitrary zero, but do not have 

an exact confirmation or determination of what may be described an absolute 

zero or the unique origin (Anjana & Prasad, 2021). In this study, the interval 

scale of the instrument items was used and measured by using five-point Likert 

scale (Boone & Boone, 2012) with one representing strongly disagree (1=SD), 

two for disagree (2=D), three for neutral (3=N), four for agree (4=A), and 5 for 

strongly agree (5=SA). Bouranta & Chitiris (2009) suggested that using five-

point Likert scale seems to be less confusing and can improve response rate. 

Likewise, Verma & Sachdev (2004) acknowledged that a five-point Likert scale 

has been most suggested by the researchers as it would reduce the level of 

frustration of the respondents and thus enhance the response rate and quality. An 

example of interval scale is shown in Figure 13: 

 

 

Strongly 
Disagree (SD) 

Disagree (D) Neutral (N) Agree (A) Strongly 
Agree (SA) 

1 2 3 4 5 

No.  SD D N A SA 

1 The game service provider 
offers incentives for 
continued play.  

1 2 3 4 5 

Figure 13: Example of Interval Scale 
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3.7 Data Processing 

 

 First step of data processing is to structure and prepare of data for 

analysis (Lester et al., 2020). Specifically, data processing includes several 

procedures, involving data checking, editing, coding, and transcribing form 

collected data (Ismudianto & Haryanto, 2019). To overcome the issue of missing 

data, deletion approach were applied (Emmanuel et al., 2021). Data cleaning 

serve as an important part of pre-processing step which can be used to reduce 

inconsistencies, missing value and its problem (Mneimneh et al., 2021). Ignoring 

techniques are widely applied and tend to be default techniques for overcome 

the problem of missing data (Houari et al., 2014). 

 

3.7.1 Data Checking 

 

 Data checking is essential and it assure that the scholars to make 

adjustment and amendment on the questionnaire before it can be fully carried 

out. The blunder that identified were adjusted after carried out pilot test. 

 

3.7.2 Data Editing 

 

 Data editing is a critical procedure to ensure the information is accurate, 

complete, consistence and achieve the best level of quality before coding and 

assign to storage (Zikmund et al., 2010). Through editing the figures, survey 

questions with ambiguous responds or ignored by the respondents were removed. 
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The usable data were kept for further coding process in order to confirm the 

reliability of the research. 

 

3.7.3 Data Coding 

 

 Data coding defines as number allocation to responses of target 

respondents before proceeding into database (Sekaran & Bougie, 2010).  

 

3.7.4 Data Transcribing 

 

 Data transcribing will be the last procedure in processing the data. Under 

this stage, the usable data were coded and then transfer into SmartPLS software. 

SmartPLS software is employed to produce the results for analysis. The aim of 

employing SmartPLS software is to conduct data analysis and arithmetical test 

in order to generate more reliable outcomes concerning the objective of this 

study. 

 

3.8 Data Analysis 

 

 In this study, PLS-SEM (Partial Least Square – Structural Equation 

Modelling) was employed to analyse the data obtained and evaluate on 

measurement model and structural model. This method is applied because it can 

be used when the sample size is small and when the models are extremely 

complex (Sarstedt et al., 2017). Furthermore, PLS-SEM is broadly recognised 

for its remarkable advantages in behavioural research (Yazdi et al., 2017) as well 
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as assists in understanding the relationship among sets of observed variables 

(Yazdi et al., 2017). 

  

Furthermore, based on the prior researches of Coltman et al. (2008) and 

Burke et al. (2003) on the study of reflective and formative measurement models, 

the constructs in this study were regarded as reflective indicator model. This is 

because the direction of causality is pointed from the constructs to the measures. 

Besides, the changes in construct are subjected the alteration in the indicators 

which mean the indicators share a common meaning and are interchangeable. 

Thus, a reflective model was used in this study. 

 

 Moreover, the validity of measurement model was tested using 

bootstrapping method and the structural model was tested using PLS algorithm 

method (Anderson & Gerbing, 1988; Chin, 2010). For the purpose of validating 

the measurement model, the validity and reliability were examined. Moreover, 

for the assessment of structural model, the goodness of fit (R2), path coefficients 

and t-statistics were examined. 

 

3.8.1 Measurement Model Evaluation 

 

 Convergent and discriminant validity were tested in order to evaluate the 

measurement model. Convergent validity is defined as “the degree to which 

multiple items to measure the same concept is in agreement”(Amin et al., 2016). 
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 In assessing the convergent validity, factor loadings, average variances 

extracted (AVE) and composite reliability (CR) were examined (Sarstedt et al., 

2017). The minimum value of factor loadings must be 0.70, AVE must be 0.5, 

and CR must be 0.70 (Sarstedt et al., 2017). However, item with factor loadings 

within 0.400 to 0.707 will not be eliminated if the AVE value of specific 

construct is exceeding the minimum threshold value of 0.5 (Sarstedt et al., 2017). 

 

 Furthermore, discriminant validity was tested to assure that each 

underlying construct differed from each other within the identical measurement 

model (Sarstedt et al., 2017). discriminant validity was tested by contrasting the 

square root of the AVE and the correlations between constructs (Fornell & 

Larcker, 1981). The discriminant validity was achieved when the square root of 

AVE of each latent construct exceeds the correlation value in the same row and 

column.  

 

3.8.2 Structural Model Equation 

 

 The structural model explains the relationship between constructs or 

latent variables that are hypothesised in the research model (Sarstedt et al., 2017). 

The goodness of fit (R2), beta and t-statistic values were tested to investigate the 

structural model (Sarstedt et al., 2017). Both R2 and the path coefficients showed 

how well the hypothesised model is supported by the data (Sarstedt et al., 2017). 

in addition, the significance of each hypothesis was examined by using effect 

size (f2) (Sarstedt et al., 2017). Table 15 shows three levels of effect size (f2) 

(Cohen, 1988).  
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Table 15: Levels of Effect Size (f2) 

Levels of effect size f2 

Large 0.35 
Medium 0.15 

Small 0.02 
Source: Cohen (1988) 

 

3.9 Ethical Consideration 

 

 Before initiating the research, the application of ethical clearance from 

UTAR Scientific and Ethical Review Committee (SERC) was made to assure 

that the research is carried out in a responsible and ethically way to human or 

animal subjects. Moreover, before distributing questionnaire to the target 

respondents, the respondents was informed by the researcher about the purpose 

of this study and its contribution to eSports industry in Malaysia. During the 

process of data collection, the researcher was provided a clear explanation about 

the purpose of this research and obtain their agreement in participating this 

survey. Further, the personal information of the respondents was protected and 

the privacy and confidentiality of the questionnaire was informed to the 

respondents as well. 

 

3.10 Chapter Summary 

 

 In conclusion, primary data was used to obtain relevant information. 

Besides, sampling designed and construct of measurement were discussed in this 

chapter and the questionnaires will be distributed to the respondents. Before the 
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pilot test is conducted to test the reliability between variables, pre-test will be 

conducted in order to ensure that the questionnaires are well-designed. 
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CHAPTER FOUR 

 

DATA ANALYSIS 

 

4.0 Introduction 

 

This chapter shows the respondent profiles which included the gender, 

race, educational level, year of study, field of study, video game playing 

experience and frequency of video game playing time. Besides, the results based 

on the evaluation of measurement model and structural model were also 

presented in this chapter.  

 

4.1 Response Rate 

 

 A total of 550 questionnaires were distributed through mail and online 

messaging to the university or college eSports clubs and societies. Out of the 550 

questionnaires distributed to the clubs and societies, there were only 514 

collected. The response rate for the study was about 93.45%. The response rate 

is deemed to be sufficient for the study as it was more than minimum value of 

30% which suggested by Sekaran and Bougie (2016).  

 

The questionnaires were then filtered based on certain criteria, such as 

missing value and repeated answer. After the filtering process, there were only 

453 usable responses. This sample size deems to be appropriated as it exceeds 
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the minimum required sample size of 92 based on the calculation of G-Power 

3.1.9.2 software with the effect size f2=0.15, α = 0.05 and Power = 0.80. 

Furthermore, this study also fulfilled the general rules of thumb in determining 

the sample size proposed by Bujang et al. (2018), on which the appropriate 

sample size for most research is larger than 30 and less than 500. Hence, the 

sample size of 453 is appropriate. The results of the analysis were computed 

using SmartPLS software version 3.3.3. 

 

4.2 Demographic Profiles of the Respondents 

 

The demographic profiles of the respondents were analysed and 

summarised in the forms of tables and charts as shown in Table 16. Firstly, the 

gender information indicated 376 respondents or 83% of the total respondents 

were male while female recorded for the remaining 77 female respondents or 

17%. The respondents involved in this study indicated a gender unbalanced. This 

may be due to the underrepresented of female video gamers in video game 

industry which cause the disproportion between them (Xuejing et al., 2022). 

Besides, for the respondents’ ethnic group, majority of the respondents were 

Chinese which involved 208 or 45.91% respondents. The following was Malay 

which amounted 158 or 34.88%. The third category was Indian at 63 or 13.91% 

respondents. Lastly, other type of ethnic group was 24 or 5.30%. 

 

 In addition, in term of educational level, majority of the respondents were 

Undergraduate at 353 or 77.92%. The following was Foundation which records 

61 or 13.47%, Master degree at 24 or 5.30%, and Doctorate degree at 15 or 
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3.31%. While for the year of study, the largest portion of target respondents were 

Second Year with the number of 171 or 37.75%. The second was First Year 

student at 167 or 36.86%. The smallest was Third Year students which record 

115 or 25.39% of respondents. Additionally, most of the respondents were from 

the field of Computing and Information Technology (IT) with the number of 146 

or 32.23%. The second largest was Arts and Design at 108 or 23.84%. The third 

was Business and Finance at 97 or 21.41%. The follow was Other field of study 

at 58 or 12.80%, Engineering and Engineering Trades at 13 or 2.87%, Science 

(Life Science/Physical Science/Applied Science) at 10 or 2.21%, 

Communication and Broadcasting at 9 or 1.99%, Law at 8 or 1.77%, and the 

lesser was Agriculture, Forestry, Fishery, and Veterinary which amounted 4 or 

0.88%. 

 

 Based on video game playing experience of the respondents, the majority 

of respondents had over 7 years of video game playing experience which 

recorded 244 or 53.86% respondents. The second was 6-7 years at 137 or 30.24%. 

The third was 4-5 years at 72 or 15.89%. In term of frequency of video game 

playing time, most of the respondents play video game for more than 20 times a 

week which recorded 304 or 67.11% respondents. Second was 16-20 times a 

week at 124 or 27.37%. The third was 11-15 times a week at 25 or 5.52%. 

However, the target respondents or the gamers does possess a game habit that 

the frequency of their game playing time is not less than 10 times a week. 
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Table 16: Demographic Profiles of the Respondents 

Variable  Classification Frequency  Percentage 
Gender Male 376 83% 

 Female 77 17% 
Race Chinese 208 45.91% 
 Malay 158 34.88% 
 Indian 63 13.91% 
 Other 24 5.30% 
Educational 
Level Foundation 61 13.47% 
 Undergraduate 353 77.92% 
 Master's degree 24 5.30% 
 Doctorate degree 15 3.31% 
Year of 
Study First Year 167 36.86% 
 Second Year 171 37.75% 
 Third Year 115 25.39% 
Field of 
Study 

Agriculture, Forestry, Fishery, 
and Veterinary 4 0.88% 

 Arts and Design 108 23.84% 
 Business and Finance  97 21.41% 

 
Communication and 
Broadcasting 9 1.99% 

 
Computing and Information 
Technology (IT) 146 32.23% 

 
Engineering and Engineering 
Trades 13 2.87% 

 Law  8 1.77% 

 
Science (Life Science/Physical 
Science/Applied Science) 10 2.21% 

 Other 58 12.80% 
Video game 
playing 
experience 

4-5 years 72 15.89% 
6-7 years 137 30.24% 
More than 7 years 244 53.86% 

Frequency 
of video 
game 
playing time 

11-15 times a week 25 5.52% 
16-20 times a week  124 27.37% 

More than 20 times a week  304 67.11% 
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4.3 Data Analysis and Results 

 

 The data is analysed using the Partial Least Square Structural Equation 

Modelling (PLS-SEM). The reasons why PLS-SEM is chosen because the 

analysis is focused on investigating theoretical framework from a prediction 

perspective, the structural model is complicated and involves many constructs 

and variables, objective of the study is to clarify increasing complexity with the 

extension of existing theories, the path model involves reflectively examined 

constructs, the study is based on secondary data, and study requires latent 

variable scores for time-to-time analyses (Hair et al., 2019).  

 

4.3.1 Evaluation of Measurement Model 

 

 In evaluating the reliability of the constructs, convergent validity, 

discriminant validity, and reliability of multiple-item scales are to be analysed in 

this study.  

 

4.3.1.1 Convergent Validity 

 

 Convergent validity is the degree to which the construct converges to 

justify the items’ variance. The factor loadings of each item and average variance 

extracted (AVE) are used as the matrices for assessing the convergent validity 

of each construct. In term of factor loadings, the acceptable range is 0.70 and 

above. While an acceptable range for AVE is 0.50 or higher meaning that the 

construct illustrates at least 50 per cent of the variances. Based on Table 17, the 
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factor loadings of all items are larger than the minimum threshold which is 0.70 

and also reached the recommended threshold AVE value of 0.50. Hence, all the 

questions were still remained in this study. 

 

 Additionally, reliability of the constructs was evaluated based on 

Composite Reliability (CR). Composite Reliability (CR) is defined as “the 

degree to which items are free from random error and hence generate consistent 

result”. Generally, high value of CR indicates higher level of reliability. Based 

on Table 17, the CR of all items are larger than the recommended cut-off value 

of 0.70. Therefore, convergent validity is acceptable in this study.  

 

Table 17: Assessment of Convergent Validity 

Constructs Item 
Factor 

Loading 

Average 
Variance 
Extracted 

(AVE) 

Composite 
Reliability 

(CR) 

Incentives INC1 0.897 0.802 0.890 
 INC2 0.894   
Security  SEC1 0.836 0.681 0.865 
 SEC2 0.863   
 SEC3 0.775   
Fairness  FRS1 0.752 0.611 0.825 
 FRS2 0.812   
 FRS3 0.779   
Social Presence SOP1 0.814 0.652 0.849 
 SOP2 0.790   
 SOP3 0.818   
Enjoyment  ENJ1 0.879 0.758 0.904 
 ENJ2 0.846   
 ENJ3 0.887   
Social Interaction SOI1 0.831 0.739 0.895 
 SOI2 0.876   
 SOI3 0.871   
Perceived Usefulness PUS1 0.878 0.769 0.930 
 PUS2 0.893   
 PUS3 0.890   
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 PUS4 0.846   
Perceived Ease of Use PEU1 0.813 0.668 0.909 
 PEU2 0.761   
 PEU3 0.815   
 PEU4 0.861   
 PEU5 0.833   
Attitude ATT1 0.795 0.619 0.890 
 ATT2 0.807   
 ATT3 0.794   
 ATT4 0.747   
 ATT5 0.789   
Intention to Participate INT1 0.864 0.738 0.918 
 INT2 0.860   
 INT3 0.875   
 INT4 0.837   

Note: INC = Incentives; SEC = Security; FRS = Fairness; SOP = Social 
Presence; ENJ = Enjoyment; SOI = Social Interaction; PUS = Perceived 
Usefulness; PEU = Perceived Ease of Use; ATT = Attitude; INT = Intention 
to Participate 

 

4.3.1.2 Discriminant Validity 

 

 In term of discriminant validity, it is defined as “the extent to which a 

construct is empirically distinct from other constructs in the structural model”. 

As a metric for the discriminant validity, Heterotrait-Monotrait (HTMT) ratio 

which proposed by Henseler et al. (2015) defined as “the mean value of the item 

correlations across constructs relative to the mean of the average correlations for 

the items measuring the same construct”. Henseler et al. (2015) suggested a 

threshold value above 0.90 is considered high and discriminant validity is not 

present. Based on Table 18, the HTMT ratio resulted none of the constructs are 

higher than 0.90. Hence, the discriminant validity is present in this study.  
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Table 18: Discriminant Validity - Heterotrait-Monotrait Ratio (HTMT) 

Constructs SM GRA PUS PEU ATT INT 
SM       
GRA 0.737      
PUS 0.557 0.768     
PEU 0.397 0.535 0.572    
ATT 0.449 0.466 0.470 0.722   
INT 0.387 0.484 0.465 0.624 0.699  

Note: SM = Service Mechanisms; GRA = Gratification; PUS = Perceived 
Usefulness; PEU = Perceived Ease of Use; ATT = Attitude; INT = Intention 
to Participate 
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Figure 14: Structural Model of The Research  
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4.3.2 Evaluation of Structural Model 

 

 The association among constructs and latent variables were analysed by the 

assessment of structural model (Work et al., 2014). Bootstrapping analysis with 

5000 resamples is used to explain the structural model. Figure 14 indicates the 

structural model of this research. 

 

4.3.2.1 Multicollinearity Analysis 

 

In this study, a full collinearity assessment was carried out to investigate the 

existence of common method bias (CMB). A VIF that larger than the threshold value 

of 3.3 indicated that the model was affected by common method bias (Kock, 2015). 

Table 19 shows that the VIF for each construct are less than the minimum threshold 

value of 3.3 which range from 1.000 to 1.660. Hence, the latent constructs were free 

from common method bias.   

 

Table 19: Collinearity for Latent Constructs 

 VIF INC VIF ATT VIF PUS VIF PEU 
PUS  1.348   
PEU  1.348   
ATT 1.000    
GRA   1.660 1.660 
SM   1.660 1.660 

Note: PUS = Perceived Usefulness; PEU = Perceived Ease of Use; ATT = 
Attitude; INT = Intention to Participate 
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4.3.2.2 Result of Direct Hypotheses 

 

PLS-SEM was applied in this research to evaluate the direct hypotheses. 

Based on the results from Table 20, gratification have a positive impact on both 

perceived usefulness (β = 0.625; p < 0.01) and perceived ease of use (β = 0.425; p 

< 0.01). Perceived usefulness (β = 0.123; p < 0.01) and perceived ease of use (β = 

0.565; p < 0.01) are significantly related to attitude. Attitude also have positive 

impact on intention to participate (β = 0.410; p < 0.01). However, service 

mechanisms are not significantly associated to perceived usefulness (β = 0.094; p > 

0.05) and perceived ease of use (β = 0.074; p > 0.05). 

 

Table 20: Structural Model Analysis Results 
H Path Beta Standard Error t p Results R2 f2 Q2 

H1 SM > PUS 0.094 0.073 1.293 0.098 NS 0.474 0.010 0.360 

H2 SM > PEU 0.074 0.059 1.252 0.105 NS 0.226 0.004 0.149 

H3 GRA > PUS 0.625 0.060 10.345 0.000 S 0.474 0.449 0.360 

H4 GRA>PEU  0.425 0.066 6.466 0.000 S 0.226 0.141 0.149 

H5 PUS> ATT 0.123 0.047 2.615 0.004 S 
0.406 

0.019 
0.248 

H6 PEU > ATT 0.565 0.046 12.220 0.000 S 0.399 

H7 ATT>INT 0.410 0.044 13.804 0.000 S 0.366 0.577 0.267 

 
Notes:  
SM= Service Mechanisms; GRA= Gratification; PUS= Perceived Usefulness; 
PEU= Perceived Ease of Use; ATT= Attitude; INT= Intention; S= Supported; NS= 
Not Supported 
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4.3.2.3 Mediating Effect 

 

 The mediating effects is also been evaluated by using PLS-SEM analysis. 

There are two indirect effect paths in this study, which are attitude mediates the 

relationship between perceived usefulness and perceived ease of use and intention 

to participate. The results of this indirect effects were indicated in Table 21.  

 

 Based on the result, perceived usefulness and intention is significantly 

mediated by attitude (β = 0.074; p < 0.01). Meanwhile, perceived ease of use and 

intention is also significantly mediated by the mediating role of attitude (β = 0.342; 

p < 0.01). Therefore, the statistical results are supporting H3, H4, H5, H6, H7, H8a, 

and H8b but rejected H1 and H2. 

 

 In addition, in term of Variance Accounted For (VAF), this study has 

calculated the VAF to explain the degree of mediation. Based on Table 21, the VAF 

value between the relationship of perceived usefulness, attitude and intention is 

0.277. For the relationship between perceived ease of use, attitude and intention, the 

VAF value is 0.508. The rule of thumb for VAF indicated that VAF <20% 

considered no mediation effect, VAF between 20% to 80% considered partial 

mediation, and VAF>80% considered fully mediation (Putra, 2022). Hence, the 

result revealed that attitude partially mediated the relationship between perceived 

usefulness, perceived ease of use, attitude and intention.  
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Table 21: Structural Model Analysis Results of Mediators 

H Path Beta Standard Error t p Results R2 Q2 VAF 

H8a PUS> ATT> INT 0.074 0.030 2.480 0.007 S 
0.366 0.267 

0.277 

H8b PEU>ATT>INT 0.342 0.038 8.924 0.000 S 0.508 

 

 

4.4 Chapter Summary 

 

 In summary, the profile of the target respondents has been analysed and 

summarised in the form of table and graph. Besides, the results were analysed Partial 

Least Square Structural Equation Modelling (PLS-SEM). Measurement model and 

structural model were evaluated in order to make sure that the results are reliable 

and analysed the relationship between constructs and latent variables.  
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CHAPTER FIVE 

 

DISCUSSION AND CONCLUSION 

 

5.0 Introduction 

 

This chapter provided the depth discussion, implications, limitations and 

conclusion based on the statistical results in the previous chapter. Firstly, the 

explanations of major findings on the hypotheses will be provided to meet research 

objectives and questions. Secondly, the theoretical and managerial implications will 

also be provided. Last but not least, the research limitation and conclusion as well 

as recommendation will be presented in this chapter. 

 

5.1 Discussion on Findings 

5.1.1 To what extent does service mechanisms effect on gamer perceived 

usefulness and perceived ease of use of eSports. 

 

 Based on the findings, it is discovered that service mechanisms were not 

positively influence the perception of usefulness and ease of use. Surprisingly, the 

outcomes were contradict with previous literatures which suggested that 

technological mechanisms possess significant effects on the perceived usefulness 

and easiness of technology usage (Jun, Jiao, & Lin, 2020; Liu & Tang, 2018; 
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Rafique et al., 2020; Li et al., 2018; Hamari & Sjöblom, 2017). This may be due to 

the competitive nature of eSports that most of the gamers emphasised more on their 

gaming skills or people-computer interaction ability rather than the software and 

hardware which can support them during gaming activities.  

 

 In the domain of competitive video gaming, service mechanisms do not have 

very strong effect on the attitude and intention of a gamer to participate in eSports 

which distinct from other technology acceptance studies. This may be due to the 

experienced gamer respondents are already familiar with the gaming devices and 

know how to control and play the game without any difficulties.  For that reason, 

the security and internet connectivity issues may not be the biggest concern for them 

to play video game as they have solved the problems and continued to improve 

themselves in video gaming or eSports activity. This findings were similar to the 

study of Mei and Aun (2019) indicated that the confidentiality of system was not 

positively related to users’ beliefs of using technology. Besides, as there are more 

and more advanced devices invented and high internet speed offered by the service 

provider, security and internet connectivity may not be the biggest concern for them 

when participating in video game activities or eSports. In another point of view, the 

development of social media creates the convenience for the video gamers to 

improve their gaming skills by watching live eSports stream or gaming tutorial 

without any charges of money. As such, the difficulties which exists in video gaming 

does not appear to be the primary issue for the experienced gamers in controlling 

and understand the video games.  
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5.1.2 To what extent does gratification effect on gamer perceived usefulness 

and perceived ease of use of eSports?  

 

 Based on the results, the gratification has a positive influence towards both 

the perceived usefulness and perceived ease of use of eSports. This result is 

consistent with previous researches which conducted by Matute-vallejo and Llull 

(2019); Bailey et al.  (2018);Magsamen-Conrad et al. (2015) and Agrebi and Jallais 

(2015). This is because since eSports is group-based activity, gamers will be more 

intended to participate in it together with their peers or friends. In other words, 

playing with friends can be more enjoyable than playing alone.  

 

 Matute-vallejo and Llull (2019) asserted that when a gamer plays the game 

with entertainment purpose, the perception of usefulness and easiness may exist and 

should be considered in attitude of an individual. The authors further explained that 

the vital role of perceived usefulness and ease of use in improving user’ attitude and 

intention of eSports which also been highly emphasised in this study. Besides, 

Magsamen-Conrad et al. (2015) discovered that users are more likely to adopt new 

technology when it can gratify the needs of maintaining relationship, information 

searching, keeping up with trend, and keeping their documents or works well-

organised and easy to find and use. Moreover, Estriegana et al. (2019) mentioned 

that playfulness and enjoyment are vital to attract user and increase their motivation 

and acceptance towards certain technologies. 
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 In the perspectives of eSports, the gamers are more intended to participate 

in video gaming activities when it is able to gratify their needs for enjoyment, social, 

and interactivity in a more effective way. Additionally, the difficulties that appears 

in video gaming will be less when the gamers are entertained and enjoy the process 

of social interaction. Thus, the perception of usefulness and ease of use of video 

games will depend heavily on the attributes of gratification, as gamers prefer video 

games to be enjoyable and sociable.  

 

5.1.3 To what extent does perceived usefulness and perceived ease of use 

effect on gamers’ attitude towards eSports participation? 

 

 The outcomes of this research indicated that the relationship between both 

perceived usefulness, ease of use, and attitude was positively related. The findings 

were consistent with the studies of Park et al. (2014); Indarsin and Ali (2017);  

Bendary and Al-sahouly (2018) and Estriegana et al. (2019). This is due to when the 

gamers gain benefits form playing video games in an easy way, their perception 

towards eSports will be favourable which in turn increase their intention towards 

eSports participation. 

 

 The results confirmed the Technology acceptance model (TAM) assumption 

that it specifies general determinants of gamer acceptance and thus can be used to 

explain and predict gamer behaviours. The results of this study is in line with the 

research conducted by Indarsin and Ali (2017) who indicated that productivity 

created by as well as easiness to use and learn the online transaction application able 
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to create better business creativity and positive attitude towards it. Besides, Bendary 

and Al-sahouly (2018) stated that social influence, recreational motivation, and 

convenience serve as significant factors for the perceived usefulness and ease of use 

of mobile commerce which will affect the attitude of an individual. 

 

 Gratification serves as a critical predictor of gamers attitude and intention 

towards eSports participation. The association between perceived usefulness and 

ease of use and attitude worked well in examining and explaining student’s intention 

towards the latest educational technologies. In the context of eSports, increased 

gratification will lead to positive perception of usefulness and ease of use and 

consequently they will have favorable attitude and intention towards eSports 

participation. Hence, the findings suggest that game developers should emphasise 

on more enjoyable and user-friendly game features so that the gamers could gain 

high level of gratification.  

 

5.1.4 To what extent does gamers’ attitude affect their intention to participate 

eSports? 

 

 The data shows that Attitude a positive impact towards the gamers’ intention 

to participate in eSports. This suggests that when a gamer have a positive perception 

about eSports, the intention to participate in it will be increased as well. This result 

is corresponding to the findings of Baptista and Oliveira (2019); Kim et al.  (2019) 

and  Sharma et al.  (2021). Generally, the gamers share a common characteristic that 
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the positive attitude leads to the high intention in participating eSports. The results 

explained that the interest exist in the mind of gamers increases their willingness 

and intention to take part in competitive gaming activities.   

 

 In gamification field, a meta-analysis which conducted by Baptista and 

Oliveira (2019) found that attitude have a positive influence on the intention to use 

gamified technology. The authors further mentioned that the relationship between 

attitude and intention is considered as the most promising predictor of gamification 

and serious game acceptance. This result is in line with the earlier studies that the 

attitude-intention relationship was also been used to examine and predict the 

acceptance of technology and media (Ajzen, 1991; Davis et al., 1989). 

 

 In eSports context, positive attitude of a gamer towards competitive video 

gaming will lead to increased intention to participate eSports. Comprehensively, 

when a gamer feels participating in eSports tournament is valuable and beneficial, 

they tend to have high intention to participate in it in the future. Besides, favourable 

attitude of a gamers towards eSports will also lead to positive word of mouth 

generation between their team members and friends in eSports participation. 

Therefore, it is vital that the attitude or perception of a gamer should be heavily 

emphasised in order to increase their awareness and interest towards eSports. 
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5.1.5 How does gamers’ attitude mediate the relationship between perceived 

usefulness, perceived ease of use intention to participate eSports?  

 

 This study confirmed the significant mediation effects of attitude between 

the relationship between perceived usefulness and ease of use on intention to 

participate in eSports. Gratification has a positive and significant effect on the 

gamers’ intention to participate in eSports except service mechanisms. The results 

indicated that gamers’ perception about the usefulness and ease of use of video 

games may affect attitude towards eSports, and that attitude will further impact 

gamers’ intentions to participate in eSports.  

 

 The reliability of attitude as an important and significant mediation factor is 

confirmed. This result is consistent with Krishanan et al. (2016), Altawallbeh et al. 

(2015), and Bervell et al.  (2020) that focus on the crucial part of attitude as a 

mediator among the critical beliefs of an individual and their intention to use 

technology. The significant role of gratification towards beliefs and positive attitude 

of a gamer means that the usefulness of video game to fulfil gamers’ certain desires 

such as enjoyment and social have important roles in defining the positive attitude 

of a gamer which would lead to more intention to participate in eSports. In other 

words, gamers perceived eSports is a valuable, beneficial and favourable activity 

when video gaming able to fulfil the purposes of enjoyment, making friends, having 

fun, and required less effort to control it. This favourable and positive perception 

will eventually increase gamers’ intention and recommend others on eSports 

tournaments participation in the near future. 
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5.2 Implications of Study 

 

 Previous Technology Acceptance Model based researches worked to 

identified different technology adoption motivation. As there are increasing number 

of innovative products launched and evolve, the motivation behind the consumer 

behaviour and intention serves as a critical study for several parties. It is to improve 

the knowledge of users and most importantly is to increase their intention towards 

technology usage. Therefore, the outcomes of this study are able to provide several 

implications and contributions for future researchers, policy makers, service 

providers, game developers, and other relevant parties.  

 

5.2.1 Theoretical Implication 

 

 In term of theoretical contribution, the Technology Acceptance Model was 

applied in this study and had successfully predicted and explained how a gamer is 

affected and motivated to participate eSports. Similarly, previous researches have 

applied Technological Acceptance Model across broad range of information 

technology to predict and explain technology adoption and usage. Including the 

studies of e-learning (Baby & Kannammal, 2019), Telemedicine services (Kamal et 

al., 2020), teachers’ technology adoption (Scherer et al., 2019), mobile library 

application (Rafique et al., 2020), and Green Information Technology (Yoon, 2018). 

Similarly, this study adapts the Technological Acceptance Model developed by 
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(Davis, 1989) with the important external factors which were service mechanisms 

and gratification.  

 

 The results illustrate that a Technology Acceptance Model can effectively 

explain gamer intention towards eSports participation with acceptable variance. 

Critically, the proposed constructs were theoretically and empirically tested. The 

findings of this study indicated that gamers will be more intended to participate in 

eSports greatly depends on their positive attitudes and perceptions. Besides, it is 

confirmed that gamers’ favourable attitudes are depend on their perception of 

usefulness and ease of use along with gratification of video game. Additionally, the 

mediation effects of attitude on perceived usefulness, perceived ease of use and 

intention were well explained in this study. Hence, this research contributes a vital 

theoretical implication in explaining gamers motivation in eSports. In addition, the 

findings also provide a basis for future scholars to conduct further investigation and 

evaluate gamers behaviour in the eSports industry.  

 

5.2.2 Managerial Implication 

 

 Through the understanding of motivation behind a gamer towards eSports 

participation intention, effective marketing strategies based on the factors of 

gratification and entertainment are to be focused and considered extensively by 

relevant parties such as policy makers, game developer, eSports organisers, and so 

on. With the understanding of gamer’s motivation, effective marketing strategy will 
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be created by game developers, eSports organisers, policy makers and others which 

will eventually achieve large market share in gaming industry. Additionally, the role 

of eSports team manager and practitioner is important in encouraging and bring 

more potential professional gamers as well as eSports enthusiasts. This can be done 

by setting up more eSports facilities and recreational hubs which gamer can fully 

focus play the games and interact with professional gamers.  

  

 One way or another, examining the acceptance of eSports is hence 

practically important as it may enable game developer or eSports organisers to carry 

out gaming activities which are more focused on social interaction and hedonic 

purpose. Besides, it could provide useful information for policy makers and eSports 

organisers in the formation and determination of effective game rules and regulation, 

training facilities, and rewards. By doing so, the interest of gamers will increase and 

the integrity of eSports sector can maintain to a high standard. Consequently, 

significant opportunities will be provided in enhancing the productivity as well as 

positive perception of gaming community towards eSports industry. 

 

5.2.3 Social Implication 

 

 With the understanding of gamers’ attitude and intention towards eSports 

participation, it is believed that video gaming community or eSports gamers will 

gain benefits on social development in Malaysia. The importance of eSports has 

been explained in the review of literature in this study. In addition, the results 
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demonstrated that gamers are more intended to participate eSports because by 

playing video game they can gratified their needs for enjoyment and social 

interaction. This can be explained that the rapid grow of eSports sector has create 

opportunities for the gamers in developing their personal connection, social 

interaction as well as interpersonal skills. Which can be served as important 

concerns towards health and wellbeing of gaming community.  

 

 In addition, the results of this study have indicated that eSports gamers could 

gain benefits on cognitive and personal development. The nature of eSports games 

especially strategy game involves extensive level of teamworking, communication, 

strategic thinking, sportsmanship, confident as well as personal gaming skills. With 

these gaming traits, gamers’ proficiency in gaming world will be improved, as well 

as their physical conditions, problem solving and strategy skills, confident and 

perceptions. As a result, more and more professional gamers and game service 

providers will gain attention professionally, and the wellbeing of gamers will always 

be emphasised by policy makers and other relevant parties.  

 

5.3 Limitations of the Study and Future Directions 

 

 The identification of eSports participation intention among young gamers in 

Malaysia assists in extending the knowledge of researcher about the existing and 

potential phenomenon about local competitive gaming industry. In addition, the 

findings of this study also underline the importance of the Technology Acceptance 
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Model in further explaining and predicting gamer’s behaviour towards eSports. 

However, there are several limitations to the current study.  

 

 Firstly, the findings may be difficult to generalise. the targeted respondent 

of this study was primarily the university students who are currently joining video 

gaming or eSports related clubs and societies in Malaysia. The results were thus 

cannot be generalised and represented to all groups of gamers as a whole. Besides, 

since the targeted respondents were all located in Malaysia, the knowledge and 

information about gamers behaviour and preferences in other countries may be 

different. Hence, it is suggested that cross-boundary data collection and cross-

cultural research are necessary in order to make the results become more 

generalisable and representable among all the gamers internationally.  

 

 Secondly, some other important motivational factors may be missed in this 

study. As this study focused on the current behaviour and intention of the gamers 

based on current issues that have been highlighted in problem statements. The 

behaviour and intention may be changed based on the changing environment such 

as the economic, social and culture changes. Additionally, consumer behaviour is 

also characterised by enormous flexibility and sensitivity to changes which forces 

the relevant parties to act accordingly (Makarewicz, 2013). Therefore, future 

researcher can conduct other eSports related studies or carry out longitudinal 

research in order to keep in track with gamers changing preferences based on future 

changing situation.  
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5.4 Conclusion 

 

 The eSports industry, it is often recognised as beneficial activity as other 

traditional sports. They shared the same traits such as leadership, competition, 

sportsmanship, teamwork and skill-set improvement. The rapid development of 

eSports has contributed large economic advantages to the world. With that reason, 

it has attracted the interest of marketers, academicians, policy makers, game 

developers, content creators and other relevant parties. Hence, this study is 

conducted to know what elements can effectively increase the intention of a gaming 

community towards eSports participation. 

 

Based on the findings, gamers are attracted towards competitive video 

gaming by its hedonic and sociable features rather than advanced technological 

devices and software. In addition, the intention towards eSports participation is 

mainly determined by the perceived usefulness and perceived ease of use of a gamer. 

In other words, when gamers able to achieve their goals and purposes in an easier 

way from gaming activity, they tend to have positive perception towards eSports 

and eventually participate in it.  

 

Lastly, the policy maker, government, marketers, game creator, and other 

relevant parties play an important role in this booming industry. They should always 

emphasize on their changing desires and needs in order to increase the number of 

eSports lovers as well as professional gamers and developers. As a result, country’s 
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revenue will be boosted with the increasing number of big-brand sponsorships and 

foreign investments.  
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APPENDICES 

 

Appendix A 

Reported Incidents based on General Incident Classification Statistics 2020 

Source: CyberSecurity Malaysia (2022) 

 
 Appendix B 

Reported Incidents based on General Incident Classification Statistics 2021 

Source: CyberSecurity Malaysia (2022) 
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Appendix C 

Malaysia Botnet Drones and Malware Infection in 2020 

Source: CyberSecurity Malaysia (2022) 

 

Appendix D 

Malaysia Botnet Drones and Malware Infection in 2021 

Source: CyberSecurity Malaysia (2022) 
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Appendix E 

 

 
 
 
 

UNIVERSITY TUNKU ABDUL RAHMAN 
FACULTY OF BUSINESS AND FINANCE 

DISSERTATION FOR 
MASTER OF PHILOSOPHY 

 
SURVEY QUESTIONNAIRE 

 
Dear Respondent,  
 
eSports is a professional competitive gaming and entertainment sports in which a 
group of professional gamers compete with each other for the purpose of winning 
prizes. eSports is a relatively new industry and has contributed much to the country 
economy. Currently, I am conducting a research to gain more understanding on 
gamers’ intention to participate in eSports tournament. 
 
I hereby humbly request for your cooperation to answer the questionnaire attached 
to this letter. The instructions for completing the questionnaire are indicated below. 
You will take approximately 10 – 15 minutes to complete this questionnaire.  
 
All the data collected will be kept confidential and solely use for academic purpose. 
Your participation in this survey is on a voluntary basis. If you have any questions 
or concerns, please do not hesitate to contact me at +6018- 4625711 or email at 
lohhowzheng@1utar.my. 
 
Thank you in advance for your time and willingness to participate in this survey. 
 
 
Yours sincerely,  
 
 
 
_____________ 
Loh How Zheng 
20ABM00784    
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Personal Data Protection Statement 
Please be informed that in accordance with Personal Data Protection Act 2010 
(PDPA) which came into force on 15 November 2013, Universiti Tunku Abdul 
Rahman (UTAR) is hereby bound to make notice and require consent in relation to 
collection, recording, storage, usage and retention of personal information. 
 
Notice: 

1. The purposes for which your personal data may be used are inclusive but not 
limited to:- 

 For assessment of any application to UTAR 

 For processing any benefits and services  

 For communication purposes 

 For advertorial and news 

 For general administration and record purposes 

 For enhancing the value of education  

 For educational and related purposes consequential to UTAR 

 For the purpose of our corporate governance 

 For consideration as a guarantor for UTAR staff/ student applying 
for his/her scholarship/ study loan 

 
2. Your personal data may be transferred and/or disclosed to third party and/or 

UTAR collaborative partners including but not limited to the respective and 
appointed outsourcing agents for purpose of fulfilling our obligations to you 
in respect of the purposes and all such other purposes that are related to the 
purposes and also in providing integrated services, maintaining and storing 
records. Your data may be shared when required by laws and when 
disclosure is necessary to comply with applicable laws. 

 
3. Any personal information retained by UTAR shall be destroyed and/or 

deleted in accordance with our retention policy applicable for us in the event 
such information is no longer required. 
 

4. UTAR is committed in ensuring the confidentiality, protection, security and 
accuracy of your personal information made available to us and it has been 
our ongoing strict policy to ensure that your personal information is accurate, 
complete, not misleading and updated. UTAR would also ensure that your 
personal data shall not be used for political and commercial purposes. 
 

Consent:  
1. By submitting this form you hereby authorise and consent to us processing 

(including disclosing) your personal data and any updates of your 
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information, for the purposes and/or for any other purposes related to the 
purpose. 

2. If you do not consent or subsequently withdraw your consent to the 
processing and disclosure of your personal data, UTAR will not be able to 
fulfil our obligations or to contact you or to assist you in respect of the 
purposes and/or for any other purposes related to the purpose.  

3. You may access and update your personal data by writing to us at 
lohhowzheng@1utar.my. 

 
Acknowledgement of Notice (Please tick (√) on the appropriate box.)  
[  ] I have been notified by you and I hereby understood, consented and agreed per 
UTAR notice.  
[  ] I disagree, my personal data will not be processed.  
 

 

Section A: Filter Questions 
Please tick (√) on the appropriate box. 

1 Are you a member of video game clubs and societies? 
  Yes (Please continue) 
  No (End of questionnaire, thank you) 
  

2 Are you considering yourself an active gamer? 
  Yes (If yes, please continue) 
  No (End of questionnaire, thank you) 
  

3 Have you joined any eSports tournament before? 
  Yes (Please continue to the next section) 
  No (End of questionnaire, thank you) 
  

 

Section B: Demographics profile 
Please tick (√) on the appropriate box. 

1 Gender 
  Male 
  Female 
  

2 Race 
  Malay  Indian 
  Chinese  Other (please specify): ________ 
   

3 Educational level 
  Foundation  Master’s Degree 
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  Undergraduate  Doctorate Degree  
   

4 Year of study  
  First year  Third year 
  Second year  Other (please specify): ________ 
   

5 Academic Faculty  
  Faculty of Medicine and Health Sciences 
  Faculty of Accountancy and Management 
  Faculty of Arts and Social Science 
  Faculty of Business and Finance  
  Faculty of Creative Industries 
  Faculty of Engineering and Science 
  Faculty of Engineering and Green Technology 
  Faculty of Information and Communication Technology 
  Faculty of Science 
  Other (please specify): ___________________________________ 
 

6 Video game playing experience 
  Less than 1 year 
  1-3 years  
  4-5 years  
  6-7 years  
  More than 7 years  
  

7 Frequency of playing video game 
  1-5 times a week 
  6-10 times a week 
  11-15 times a week 
  16-20 times a week  
  More than 20 times a week  
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Section C:  
Please circle only ONE appropriate number that BEST represents your agreement 
with the statement on the scale 1 to 5 below. 

Strongly 
Disagree 

(SD) 

Disagree (D) Neutral (N) Agree (A) Strongly 
Agree (SA) 

1 2 3 4 5 

 

Part 1: Service Mechanisms 

No. Code  SD D N A SA 

1 INC 1 
The game service provider offers 
incentives for continued play.  

1 2 3 4 5 

2 INC 2 
I get rewarded for my continued 
participation. 

1 2 3 4 5 

3 SEC 1 
I feel the game service provider 
can offer the security on data 
transformation. 

1 2 3 4 5 

4 SEC 2 
I feel the game service provider 
can protect the gamers’ privacy. 

1 2 3 4 5 

5 SEC 3 
When playing the video game, I 
feel the internet connection is of 
good quality and stable. 

1 2 3 4 5 

6 FRS 1 
If a vital problem occurs, the 
game service provider in charge 
will compensate the loss. 

1 2 3 4 5 

7 FRS 2 
While playing the video game, I 
assume the rewards given meet 
the efforts I put into. 

1 2 3 4 5 

8 FRS 3 
The game service provider will 
penalise the gamers who use 
cheating program. 

1 2 3 4 5 

 

Part 2：Gratifications  

No. Code  SD D N A SA 

1 SOP 1 
When interact with other video 
gamers, I am able to show what 
kind of person I really am. 

1 2 3 4 5 

2 SOP 2 
I trust that other video gamers 
will assist me if I need help. 

1 2 3 4 5 

3 SOP 3 
When I see that other gamer are 
confused, I offer help. 

1 2 3 4 5 
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4 ENJ 1 
Playing the video game is 
exciting 

1 2 3 4 5 

5 ENJ 2 
Playing the video game gives me 
lots of pleasure. 

1 2 3 4 5 

6 ENJ 3 I enjoy playing the video game. 1 2 3 4 5 

7 SOI 1 
My video gaming friends 
understand me better than other 
people. 

1 2 3 4 5 

8 SOI 2 
I open up more to people 
involved in playing video game. 

1 2 3 4 5 

9 SOI 3 
Going for video game has make 
it easier for me to make friends. 

1 2 3 4 5 

 

Part 3: Perceived Usefulness 

No. Code  SD D N A SA 
The purpose of playing video games include enjoyment, making friends, having 
fun and etc. In your opinion, video game is useful because: 

1 PUS 1 
It enables me to accomplish the 
purpose of playing game more 
quickly. 

1 2 3 4 5 

2 PUS 2 
It enables me to fulfil the purpose 
of playing game effectively. 

1 2 3 4 5 

3 PUS 3 
It enables me to satisfy the 
purpose of playing game easier. 

1 2 3 4 5 

4 PUS 4 
It assists me when I feel stress and 
or have problem. 

1 2 3 4 5 

 

Part 4: Perceive Ease of Use 

No. Code  SD D N A SA 

1 PEU 1 
Learning to play video games is 
easy for me. 

1 2 3 4 5 

2 PEU 2 
It is easy for me to become skilful 
in video games. 

1 2 3 4 5 

3 PEU 3 
I know how to solve most of the 
gaming problems that arise 
during playing. 

1 2 3 4 5 

4 PEU 4 
It is easy for me to master the 
video games. 

1 2 3 4 5 

5 PEU 5 
My interaction on video game is 
clear and understandable. 

1 2 3 4 5 
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Part 5: Attitude 

No. Code  SD D N A SA 
1 ATT 1 I am interested in video game. 1 2 3 4 5 
2 ATT 2 I feel good about video game. 1 2 3 4 5 

3 ATT 3 
I feel pleasant when playing 
video games. 

1 2 3 4 5 

4 ATT 4 
Video game is a good leisure 
activity. 

1 2 3 4 5 

5 ATT 5 
Overall, my attitude towards 
video gaming is favourable. 

1 2 3 4 5 

 

Part 6: Intention to Participate eSports 

No. Code  SD D N A SA 

1 INT 1 
I intend to take part in eSports 
tournaments for the near future. 

1 2 3 4 5 

2 INT 2 
I plan to participate in eSports 
tournaments actively. 

1 2 3 4 5 

3 INT 3 
I believe I will participate in 
eSports tournaments with my 
team member. 

1 2 3 4 5 

4 INT 4 
I am willing to recommend 
others to participate in eSports 
tournaments. 

1 2 3 4 5 

 

 

 


