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Abstract

Purpose — With the advance of information technology, live-streaming is becoming
more and more popular. Several types of live-streaming programs are broadcast on
multiple channels, such as Twitch, Youtube, and 17. With increased live-streaming, will
consumers continue to watching a specific live broadcasting? This study aims to explore

the influences of gamification on consumers’ continuance intention.

Design/methodology/approach — The research framework was developed based on
the Mechanics, Dynamics, Emotions (MDE) framework and the self-determination
theory. Online questionnaire survey was used. A total of 520 valid questionnaires were

collected in Taiwan. Partial-least squares was employed to test the research model.

Findings — The results show that the game mechanism has a positive effect on online
real-time interactivity and immersion. Online real-time interactivity has a positive impact
on immersion and sense of belonging. Besides, immersion positively impacts sense of

belonging, which further has a positive effect on the continuous intention. Finally,
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autonomy has a moderating effect on the relationship between sense of belonging and

continuance intention.

Research limitations/implications — This paper focuses on the impact of
gamification on customers’ continuance intention in the live-streaming context. However,
this study does not incorporate the characteristics of live-streaming into the research
model. Future search may take live-streaming specific factors into consideration.
Furthermore, different live-streaming channels can be characterized by different game
elements. This study explores gamification by using three game elements, in terms of
rewards, badge, and ranking. Hence, future studies are recommended to consider

differences between different live-streaming channels.

Practical implications — This paper provides several managerial implications with
managers of live-streaming channels for implementing marketing strategies. Managers
can provide different types of game elements on live-streaming channels, so that streamer
can select various element and utilize them flexibly to provide superior experiences for
customers. Also, online streamers can authorize customers to design program content or
rundown. When customer have high levels of perceived autonomy, the positive influences
of sense of belonging on continuance intention would be strengthened.

Originality/value — This paper is the first that applies the Mechanics, Dynamics,
Emotions (MDE) framework in the live-streaming context. It advances gamification
literature in explaining online customers’ behaviors. The paper concludes with
implications for managers and online streamers of live-streaming channels, and future

directions for gamification research are also discussed.

Keywords: gamification, live-streaming, Mechanics, Dynamics, Emotions (MDE)
framework, self-determination theory
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I T 34% 0 FRBPAE R ARA AW 1 A& L KR E] Twitch F & > 14818 200
PLEBEAR LTS - FF SR - £ & © YouTube > &4 m N H &
Yo RAEBAALY RS N A - BB HiE0 N 24 @ % 1wt (Chaetal. 2007; Hamari
& Sjoblom 2017 ) »

WX HE AR XL 0 K% FEAHME ® (Kaur & Sood 2017; Yang et al.
2017; Hu et al. 2017) ~ # #% 89 &4 (Recktenwald 2017; Sjoblom et al. 2017) ~ &,
A4 ERA2EEE (Payne et al. 2017) «---- TR BUBLR I B IR
AR TFEZHEAHABRIENTEITE - R [MEABTIHOEHER -
Il T AR S AR FEFTIRAmE  RIABBOLRERFEZENER » TEK
LEB/TFEEEGE TR RA -

WAL AEIRZ B R —BRAE - FHRRR A REBFANEER T
A SRAL I R B M TR B L 474 (Huotari & Hamari 2012) - A4§1F3%F » Bi§
FEFBREIEL T F A BEE EHH]  RITR ORI E R £
S B FREBMABRILLE  EABRFREFIAL  RIPARG SR
JEoo iR HA R AL BT K £ BB ER A B 092047 (Hunicke et al. 2004; Robson
et al. 2015) » # F s 5 (Fu et al. 2009; Seixas et al. 2016 ) + £ L p¥epde 42 B

(Wang et al. 2016) ~ # 51L& B (Hamari & Koivisto 2015) + B & %3t (Hsuetal.
2013) « VAR H % %8¢ Er (Harwood & Garry 2015) «----- % Y FIRGHERALEE
ooy #E R AL o A 4B E R AL T Ak R AR A28 X & 4 (Barata et al. 2013) > W

Lounis % (2013) %45 th s Itk 3 SHAR IR B & %A M - Bt - A9FJ4
SRR ERNIE Y e Ay VP ESL

Robson % (2015) 3% # ke =R 8] : &%) ~ & & Fe 548 (Mechanics,
Dynamics, Emotions; MDE ) 224k » A& #14X &k 25 ER T & AR » By AR IR 0 RARM
HWERALRFI T o975 » AR RIEENRIE - AR REKIFFA LS T 6+
AL R H AR Z %S 0 - MDE #2849 & 3t A #4245 (Werbach &
Hunter 2012; Ruhi 2015; Wang et al. 2016; Hofacker et al. 2016 ) » H 2 % 48 B Xk &
vA MDE i 47#F % (Hofacker et al. 2016; Shi et al. 2017; Dias 2017; Poncin et al. 2017;
Aldemir et al. 2018) o F . » K#F 2 VA MDE 224 5 5358 % » A% T4 T4
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MRS B £ o Bk RFF RN SDT T ey ZASMAATF REE T » KR
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RAE) EAE M@ 500 F NEBIRF (e 0 TR AHH Youtube) A AT LR »
R AR T B4 MR M ey Bras 2% (Hilvert-Bruce et al. 2018) - H &Ik
HRAMALBIEM TR - A48T 6 Loy N B E F ki&F £F (Scheibe et al.
2016) A EHRAEB E TG BEAMEL M AT > Ei8 LY HART]E
&% (Tang et al. 2016 ) - pboh » HIFIRBEIR G E > Flde @ Twitch & F L E
PRELRER  RBRRTAMALE > EHERERARGITLREEE (Cheung
& Huang 2011) ; H#& R4 Bk > SR B R EB ZHENR > €328A8 T
T2 HAZHESH (Hilvert-Bruce etal. 2018 ) » f]4m : HA M > L HIBEER TR E
RERF A EEEHSFTBRF e a AL R R e
(Hamilton et al. 2014; Oh & Choi 2017 ) - & JE#£ 3 Z S 6438 3 7T fe €05 B 4% 4L
LREONE » ALHAER T RIRRFEREM L RT » REBRR T KK E
#-F4S9h 3%+ (Brown & Basil 2010; Brown 2015; Frederick et al. 2012) o
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v # %4t ( Gamification )

5 AL R A 0 e A & o Charles Coonradt & 1973 = T # kP ey T4 | Frit
B B B #EE b g 2003 42 X 23t EF Nick Pelling A7 A 3 8 2k - & BF U EE &
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Robson % (2015) # & 7 =B # BT e9 R B @ &~ & Bt &
( Mechanics, Dynamics, Emotions; MDE ) » R4 A& % 4 & Hunicke % (2004 ) Fiig
thag#d] - By - £ (Mechanics, Dynamics, Aesthetics; MDA ) 224 - MDA #%
B R=MBHy 485 (DRA] -~ QA &% ~ AROQ)&EAR - 3t b ik 48 # 4%
FHE (DA > Q)F & ~ ()£ S o dyzh MDA £ 2 37 o471 L AR B2 4 BR 04
#3t o MDE 84 AR 52 8 B A7 35 B4 A 2 B B - AN R BT AR B G
M3 e 3R AL g 0 M JFEE R3St 0 B L ARBF R4 MDE & 53R - £ MDE
oo Mk G 2 P 09 LA e At B AR U R S B AR Z B BT B BRI AT &
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et al. 2015 ) o fE4T M H 0y LI CHIT R B Ao 22 F & B % - Goddard %
(2016) 48 MDE @4 Ti#E R epf Al p oA - Xt EEZM L8R
BT PA B & B R ET o AT 4T3 = AR 8 B AR R EATIR A ¢
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ASHEERIN » BRI G o)A SRR EMBARS B TRARENY
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& ¥ MDE - #5 R At % H & % &4 F & a9 5 4 (Robson et al. 2015 ) o
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Deci #2 Ryan (2000) & ABAAETHY » BRABRZHIFE TSR T4
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SDT JRZAJAAIRZHEARE 6 A B » flde @ FRANMEFE - 88 LA F 1]
B\ BRI ITS » L H 2T LM S AR - e 0 KA ERY ~
HmAELNITE  HBEZ 0 RERIIEGRE CHEMAITSEKRHR (Wan et al.
2017) - Deci #2 Ryan (1985) 45t A Kk € HmAELT THEAMNZAXRE LR : Ko
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FEEy % T 45 5 4E (Deci & Ryan 2000) « Jto » 4o ) TR EMBEARKREF AT
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(Bandura 1986 ) ; mA @AM MEGAHEARLETRREE &G EARET LR
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HEAMMEE RFEERERORT - ERRIIOAGRER - B UREZ
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% (2007) HEARMAREF > NEFTARARBIALLERBREZ Mo HA -
Fornerino % (2008) 2.4 SRR AN TRET T ZHRE » HEASRCIRIGFE
B Mt AR —ETFHELS BRAFRIERTZTERILFBR - ERAFR
W EABMRAEEBHER T FEREACT) > TRLZLZELETFE FRR
CHHALEKTFEHEHBR - i AR BEATRRA

HS @ Uiz B RHRAEEGTE

g ~ #44¢ B & B (Continuance intention )

AR R & B AR A5 R R 4B A4 R IR R & = (Davis 1989; Venkatesh et al.
2003; Lee et al. 2005) » #4466 A S B L4535 A A 1 B 94 5 #R RS A5 E &
M EN P MR R FR A %2475 (Ahmad et al. 2010 ) - R AF1%
GO ME RS BENEERARSE B EE RE4% M EE (Bhattacherjee
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AMEFEFXAKAELF LB EER K TEFTFRAE, 3 TEFRAE, b
B gL R FIEEL > MABAF W —PT c AR RIITHELABTE LY
¥t o #4%# Landers ¥ (2017) HR B WA RELALELRE >
WA RFFR S Hsu % (2013) # R BvwaRE ; BR e ks A% ST
875 B IE B ARG HB) 0 ABF RS Hsu 5 (2013) £k A AME - FPAFE§) T
RBEBIFERS AR TEFESHNAZE 0 £ %%+ Etemad-Sajadi (2016) #J&
v R IR o

5 B RAR R R BIRF AR BAZ A6 0 £ %4+ Koh i1 Kim (2003)
Fo Lin (2008) & hva 78 ; R REBRF S MABATTI LG HERE O L
RZ  AFRERES A Fus (2009) R BN Rl 2 REBER
S TR AW RTALES 0 £%4+ Skaalvik 2 Skaalvik (2014) # & &
WA R R F R e AR e TR SIS I ERTARE R
710 2% %% Goudas % (1994) # R L wAAR A #FHE LA S E BRI B RS
MAR ZHFAIENITSE 0 £ 25F Ismail 5 (2012) 4% h =R)8 -

= HAREH

A RETE ARG A 107 F1 A28 8% 10743 A28 B > Bliw
W 546 4y 0 MR 23 AR A 0 A R L 520 4y o A AR AR RS ZAIE R
Wl B AAE 72.3% © SFdssctir a0 LFd# o Ed £ 20-29 R0 4B A S &
683% - XAERERBERMEHEAXREAFRITNELLE AR T AL
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68.7%)% % o B ¥ @ » A 4h 60.4% @ AR 123% M IRAG LA £ A E 105
RZoe fR3BAR E 0 68% 2Rl E Rk w R R ey & & Twitch » B34 Youtube
(24% )~ &8l (8%) & 17 A& (5%) A BRARAELE T 6 24200 > mIkik
FRUEEY Eeh AAEE B A EE S B AT S AREAMZAERTRAL
WERF o ERAE—0E BT R FIRAABE 5% TRFIEERFTRAMLE
a5 hE (5%) #k& (4%) ZMskad (3% ) RERR (3%) &%
(3%)~ %7k (2%) I (2%) & LNG (2%); £f B8R E - ZHBREWH
BfaAl e st ARMASE (42%) #EEF (26%) FEER (18%) A kiR
(11%) - MEZRG KA LB S LFF5 2 F7% 313%; 2HERKAL
HBEIEFHE  EAFHFRKFEABTFRI-2 1 35.6%5% % 5 FRFHYLELAT
& v L ALgsAE 68.3%k % 0 SLBIRIE K R § 2017 L F 547 AAEAT B AT S P ATIR
ey 31.1%e9 A IRA1E I H A A LN BH LT R B HmE -

JE #2 R_J& 1R £ (non-response bias ) i8] 5 &7 © AHF % ARIE Armstrong ¥
Overton (1977) #43Ek » VAR B B IF B B BER » AT 2 5 F R
B E R A 0 3R HOAR 7 o Bl R B R E R AR E A 0 h T MR b
2R REABEERL BERBATTERAWEDRRFFIRARAELEREH LR EH
AEF AR o i AARKXER T ATHE ZAFRMKE (common method
bias) » AFFRFEEAT =47 ETMAR 0 F— > KFFRASHKEE SPSS 4T
IR B E 5 47 Harman’s ¥ — [ & :83X (Podsakoff et al. 2003 ) » 4 R &
EHERE FHBMAAN 1 REERGEZ —BEETRBEXFE>NEE R
= KHFRFH A Ronkko #2 Ylitalo (2011) Ff#% 6y partial-least squares (PLS)
marker variable analysis RARR] F] RARBRE - AR PE =80 R B BR8P KL
A8 B K 6L 8 42 AFF 52 W 649 B FAVE & marker 4 - marker % B AE & AT AL 09
S BB RAEH X T B 09 & /2w N marketer S EE - R IRAZ IR F ML
A B 7% » H marker % BARRE P A G B8 RAREH A 1% 5 % = 0 ARE Ragin
# Davey (2014) > #F 4L X AR A M 6448 B2 B8 5 0.9 0 B e h Bl R1B £ 3
AHAFRERERXBRE °

AN R Rl
— > BARK

KA R R ERAH L — 8 BT RMEARARE S 0 A EREMEIEIR T
B HHTE SRR E c AW RMEEE L OASRZIMEZRAE LY 0 T
e e E E AR 0 B ARFF 4 A VIF 47340 58T o FF 52 4 45 AL
Mk b HEATAE -SSR E X VIF /E 5 5] % 1.369 ~ 1.334 2 1.417 » RE&METH#



BE T EIE B BRCHERRBEREBTE 253

AWM LA KRG PA ok | BT REBAH LEBOTEN R
(0.570) - WHEITH 0 E AR (0277) -

R RSB ZAZ E AT

A & AR A E/MHE T 1& CR | AVE
— PR 52 5 %%
L1 0.721 21.929
PeATHE L2 0792 36640 0.813 | 0.592
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