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Abstract. In view of the consumption potential of young online game players in China, this study
collected 385 valid samples through questionnaire survey to explore the influencing factors of their
consumption intention. The results show that the player's achievement experience and immersion
experience have a significant positive impact on the trust at the same time, and the trust and social
experience have a significant positive effect on the game consumption intention. This study also
confirms the importance of the motivation theory for the consumption intention of online games.
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Internal reliability Convergent validity
Construct & Item - -
Cronbach’ s a Item-total correlation Factor loading CR AVE
Achievement
ACHI. #kfikE & 928 785 785 944 739
ACH2. HIEE .868 875
ACH3. Hki 2 .899 901
ACH4. SEILEHRME .900 .895
ACHS. A EREC .836 .829
ACH6. #1355 ik .863 .866
Social
SOC1. ReFIAhLLZ 48 .909 .863 .863 933 735
SOC2. fe# Eﬂﬁfm‘aﬁw}%lrﬂ .881 885
SOC3. figla HAhEL K f it 869 872
SOC4. B HAhIT R ATk r .837 831
SOCS5. fief3 B HAh E 5 ¥ 52 836 834
Immers1on
IMM1. A]ARTEZ)AE .864 851 .850 917 786
IMM2. T\ DARLS 5N A 911 915
IMM3. ] L SR m 4 f 5 -896 .894
Trust
TRUL. B8] DUEH .870 .804 197 913 723
TRU2. A PASGHERATHIH 852 .840
TRU3. A L3R B HT 75 e i 855 867
TRU4. W] LR R RS 887 .895
Consumption Intention
CONI. 25 HAw b i b 872 813 .802 913 725
CON2. &i#ATHiZ AL 555 .865 872
CON3. £ F 4w AHRAE B .898 904
CON4. 28 I AR BL AR R i 827 825
R2 XHIME
Constructs 1 2 3 4 5
1. ACH 859
2.S0C 331" 857
3. IMM .688™ 281 .887
4. TRU 332" 200" 359" 851
5. CON 337" 465" 324 413" 852

Note: The square roots of average variance extracted (AVEs) are shown in bold on the diagonal of the matrix;
off diagonal elements are the correlations between constructs.
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