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Because Jimmy Kimmel Wants to Know: Motivations for
Watching Game Streaming as Predictors of Viewing Time and
Enjoyment

Jih-Hsuan Tammy Lin

Abstract

Game streaming that features professional and casual game play shared by players has
become a popular form of entertainment. This study explores the motivations for watching
game streaming through self-determination theory and the uses and gratification framework.
A sample of 383 Taiwanese university students revealed 10 factors: observational learning,
social interaction, stress avoidance, arousal avoidance, incompetence, trend following,
information seeking, time killing, fandom, and habit. These factors explained 47.5% of the
variance in viewer enjoyment. Some motivations of viewers differ from those of individuals
engaged in active game play or traditional sports viewing. Watching game streaming
is a tactic employed by audiences as a substitute for active game play and is a strategic
approach for engaging in entertainment. The shared experience and collaborative creation
of game content through interactions among streamers, spectators, and the community are
unique features of game streaming and an example of “tandem play.” This study proposes a
theoretically informed game streaming motivation scale, thereby contributing to the literature
and indicating directions for future research. The applicability and implications of this scale

are discussed.

© Keywords: enjoyment, game streaming, motivation, self-determination theory, Twitch, uses
and gratifications

® Corresponding author: Jih-Hsuan Tammy Lin is an Associate Professor in the College
of Communication and Taiwan Institute for Governance and Communication Research at

B EIZE 36 (2019) 39-74



®# Jimmy Kimmel 28508 : BRE RSB EEBARBEREIRE 41

National ChengChi University, Taiwan, e-mail: tammylin@nccu.edu.tw, address: No.64,
Sec 2, Zhinan Road, WenShan District, Taipei, Taiwan, 11605.

© Received: 2017/11/15 Accepted: 2018/03/19

BB 36 (2019) 39-74



42

= E=E e
Information Society Research

In late 2015, talk show host Jimmy Kimmel poked fun at those who watched game
streaming and suggested that they were idiots because he really did not understand the
appeal. “I don’t get it. To me, watching another person play video games is like going to a
restaurant and having someone eat your food for you. If you like them [games], play them.
When I was a kid, you only watched other kids playing video games when you ran out of
quarters, and then you’d stand there” (Kimmel, 2015). The joke backfired (i.e., GamerGaze),
angering many viewers in the large game streaming community, and left audiences to wonder
why more people spend time watching other people casually play video games instead of
playing the games themselves.

Game streaming featuring live eSport events and casual game play as well as pre-
recorded content shared by professional and recreational players has become a popular form
of entertainment. PewDiePie, a successful game-streaming celebrity, generated 15 million
US dollars by uploading videos of himself playing different games to YouTube (Berg, 2016).
In 2016, more than 100 million unique users visited Twitch every month; as of 2017, Twitch
has 9.7 million daily active users and more than 2 million monthly streamers (Smith, 2017).
More than half of Twitch users watch streaming videos for more than 20 hours per week
(Smith, 2017). According to Quantcast (2015), 25% of the viewing traffic came from the U.S.,
followed by Germany, Brazil, Russia, and Taiwan. South Korea and China have dominated,
with 612 million dollars of the global market. The market is growing rapidly: in 2015, aiming
to compete with Twitch, the largest game-streaming platform in this huge market, YouTube
launched YouTube Gaming, a video platform specifically dedicated to video game content.

Game streaming refers to a technology that transmits live and on-demand game content
(IHS, 2014) through online video platforms. The content not only offers game competitions
but also provides demonstrations of game-play strategies and related content from any game
player. In this paper, the term “game streaming” refers to both professional and casual game-
related competitions, content, demonstrations and creations. Few studies have discussed the
game-streaming phenomenon (Hamilton, Garretson, & Kerne, 2014; Pires & Simon, 2015).

Most studies that have analyzed related empirical data have focused on communication
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within the streaming community (Nascimento et al., 2014), such as building a model to
predict the number of messages sent during a chat session, or have exclusively examined
eSports (Seo & Jung, 2016).

With its rapidly growing market, much remains unknown about this popular form of
entertainment. Understanding user motivations is one common approach to understanding
a new phenomenon related to communication technology. The “uses and gratification”
framework has been employed to assess user motivations to explain time spent playing digital
games (Sherry, Lucas, Greenberg, & Lachlan, 2006) and enjoyment of MMORPG (massively
multiplayer online role-playing games) (Yee, 2006). Recently, self-determination theory has
emerged as a new approach to explain need satisfaction as enjoyment in entertainment (Peng,
Lin, Pfeiffer, & Winn, 2012; Tamborini et al., 2011). Game streaming contains a unique chat
feature for audiences and streamers to interact and experience the progress of a game together
(Smith, Obrist, & Wright, 2013). Do audiences have different motivations for watching game
streaming compared with active game play or sports viewing? This study employed both the
uses and gratifications (U&G) framework and self-determination theory to illuminate the
motivations of people who spend time watching game streaming. Theoretically, the results
from this study contribute to discussions of the concept of “play” (Huizinga, 1949) and

suggest that game streaming is a form of play (Cheung & Huang, 2011).

Game Streaming

Video games are often a social technology, ranging from co-playing in one’s living
room (i.e., tandem play; Consalvo, Begy, Ganzon, & Scully-Blaker, 2016) to watching others
play at a public arcade to participating in the current generation of streaming technology.
Before the introduction of popular streaming platforms such as Twitch and YouTube, players
would watch or share gameplay by playing games on public servers, thus allowing others
to watch (examples of such servers include Nethack and Dungone Crawl). In other words,
watching other people playing games online is nothing new. However, the emergence of

easy-to-use online live streaming platforms has led to the popularity of game-streaming
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phenomenon. The most popular game-streaming site is Twitch, which was formed in 2011 as

a game-tailored version of the general-interest streaming site Justine.tv.

Essentials of game streaming

In addition to professional gaming broadcasts, Twitch has become a platform for video
gamers to share their game play with friends or other players. Gamers who either broadcast
live games or upload recorded sessions are called streamers (Pires & Simon, 2015). Streamers
either play or demonstrate their attempts to play various games alone or with friends or
rivals. Notably, streamers often include their comments, faces, and/or body language as part
of their content to express their emotions during broadcasts. Various streamers have become
famous worldwide because of their distinctive personalities and “performance” styles (Lin,
Bowman, Lin, & Chen, 2017). For example, “Tung-sheng” has earned US $3000 a month
because of his infamous (but entertaining) cursing at teammates during League of Legends
competitions. Unlike streamers, viewers are spectators who “follow the in-game experience,

but are not direct participants in the game” (Cheung & Huang, 2011, p. 764).

Other ways to engage in game streaming

In addition to live streaming or recorded playback of game play, game-streaming
platforms provide other ways for audiences to participate. For example, most platforms
feature text-based chat rooms or channels in which viewers can comment on live broadcasts
and interact with streamers and/or other viewers in real time. This design provides a platform
for a rich game play experience in which viewers can interact with a) the streamer and b)
other viewers in the chatroom simultaneously through text-based chat channels. Therefore,
streamers can incorporate real-time feedback from spectators as part of their streaming
performance.

These unique features distinguish game streaming from YouTube videos and traditional
TV game shows. Game-streaming features provide audiences with several options to engage

in streaming content, including both watching live or recorded game play and actively
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participating in social interactions with both the streamers and other viewers (Seo & Jung,
2016). Accordingly, game streaming has been considered a participatory community
(Hamilton et al., 2014) characterized not only by its openness to everyone but also by the fact
that the platform enables users to engage in shared activities. Game play is no longer a solo
or small-group event but a collaborative event shared by streamers and spectators alike. Both
sociability and the “sheer pleasure of being together” (Simmel & Hughes, 1949) are attractive
motivations and experiences for social connections. These are distinctive phenomena from
game play or show watching. Therefore, understanding why people spend time and enjoy
game streaming is an important precursor to studying the culture and dynamics of these
communities.

RQI1: What are the motivations for watching game streaming?

Study 1

Following approaches similar to those used in previous studies (Sherry et al., 2006;
Yee, 2006), this study conducted both a qualitative exploration of factors to design scale
items (study 1) and a quantitative survey (study 2) to finalize the scale dimensions and items.
First, two research assistants explored qualitative feedback from a written course activity
for a MOOC (massive online open course) titled “Digital games and society,” hosted on
XueTang, the largest MOOC platform in China, with more than eight thousand students from
Taiwan and China. Course activities asked students to share their comments on the course
discussion board concerning why they like to watch game streaming and their thoughts about
game streaming. All course activities were voluntary, resulting in 58 items of feedback. All
participants were explicitly informed that this feedback would be examined in an initial
analysis designed to develop a game-streaming scale. All participants used their alias when
posting comments. Following the analysis approach of Krueger and Casey (2014), two
research assistants then analyzed the qualitative material and extracted dimensions that arose
as consistent themes. The author and these research assistants subsequently reviewed all the

dimensions and created scales by adapting scales from the previous literature. We structured
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their feedback using self-determination theory and the U&G framework.

Motivations for Watching Game Streaming

Self-determination theory (Ryan & Deci, 2000) identifies three intrinsic motivations
that predict psychological well-being and players’ game play enjoyment (Ryan, Rigby,
& Przybylski, 2006). First, the need for competence refers to the need to feel capable of
fulfilling a game challenge. Second, the need for relatedness refers to the need to feel
connected with other social beings. Finally, the need for autonomy refers to the need for
players to feel that they can have control over media choices and can exercise free will to
make decisions. Researchers have found that game features effectively satisfy these three
needs, thus increasing enjoyment of game play (Peng et al., 2012; Tamborini et al., 2011).

Active game play and watching game streaming are different mechanisms; the previous
factor demands a more complex cognitive process than merely watching so that users
can actively make decisions and control the characters (Lin, 2013a; Peng, 2008). Most
motivations identified during the qualitative exploration also fit into the self-determination

framework, which is discussed next.

Autonomy

Autonomy concerns whether an individual can control his/her free will to initiate
behavior without external influences. For game-streaming viewers, both choosing to watch
highlights of game content and watching other people play the game without personally
engaging provide more control over one’s time. Game streaming becomes a substitute for
active game play to save time while having fun (Cheung & Huang, 2011). As opposed
to playing the game personally, game streaming can provide a more flexible approach
for spectators to control their time and tasks. For example, several participants indicated
that when they do not have time to personally play the game, they choose to watch game
streaming to vicariously experience the game. Specifically, on-demand content permits a

time-shifting option for these spectators, enabling them to continue to enjoy game content
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without having to surmount the game’s obstacles personally. In addition, spectators do not
have to worry about “getting hooked” by the game because game play is time-consuming
and comes with the risk of losing and having to start over. For those with limited time to play
a game—or those with limited skill sets for certain difficult games—game viewing allows
them to customize their game-consuming experience according to their own preferences. For
example, one participant stated, “I always get lost in the game map and spend lots of time
playing the game. If I watch the experienced streamers who have precise hunch playing the
game, I can save a lot of time.” Therefore, in this study, this motivation for watching game
streaming is known as “autonomous time saving.”

In addition, watching others play games increases the distance between audiences
and game characters (Klimmt, Hefner, & Vorderer, 2009). Game streamers thus became a
mediated agent between the game character and audiences. Audiences choose to watch game
play so that they will not become frightened or stressed from playing the game themselves
through decreased emotional attachment, particularly with certain horror games (e.g., The
Last of Us, Outlast, etc.). Participant Li (female) shared, “I was careful and stressed most of
the time when I played the game; however, I felt so relaxed when watching game streaming
and even felt that it was funny at times.” Watching game play permits spectators to use their
free will to decide how they want to consume game content, thus satisfying their need for
autonomy. They will not be forced to spend too much time or become scared simply because
they want to understand the game content. It can be argued that these approaches enable
engagement in game streaming to obtain the satisfaction of autonomy while being able to
experience the game through streamers’ demonstrations. Therefore, the “stress avoidance”
motivation (i.e., reducing stress by watching others play the game rather than playing the

game oneself) is derived from qualitative feedback.

Competence

Competence refers to the perception of one’ s ability to complete tasks or achieve

goals. Game-streaming viewers can vicariously gain the satisfaction of competence by
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watching a skillful streamer conquer a difficult battle. The competence of playing the game
can be separated into two dimensions—one that refers to players’ own skills in conquering
games and the other that refers to players’ inability to process the gore or horror elements in
games (Lynch & Martins, 2015). Therefore, streaming horror-game play is very popular in
the streaming community (Smith et al., 2013). From the qualitative analyses, horror games
topped the choice of game streaming content.

Audiences feel incapable of coping with a horror atmosphere to continue (or even to try)
a game, preferring to watch other people playing these games as a buffered way to experience
the storyline. By watching others play the game, audiences feel as though they are with the
streamer and gain the satisfaction of competence. Based on the two dimensions of game-
playing competence, two motivations are derived: “incompetence” (i.e., lacking the skills
or self-efficacy to play the game) and “arousal avoidance” (i.e., choosing to watch game
streaming because the game is too exciting or gory). For example, regarding incompetence,
participant O (female) stated that “especially for those games requiring high playing skills, T
prefer watching game streaming because my game skills are dull and I respond slowly to all
the challenges. I often get stuck playing this kind of game.” Regarding arousal avoidance,
participant L (female) indicated that the horror puzzle-solving games frightened her and she
failed repeatedly. Therefore, she chose to start watching horror game streaming instead of
actively playing the game herself to avoid being too frightened.

Another motivation that emerged as an important competent dimension is “observational
learning” (Bandura, 2001), which is drawn from social cognitive theory. Observational
learning is an approach whereby humans gain experience with regard to a specific task.
Audiences watch game streaming to observe other players’ strategies to overcome obstacles
or pass a level in the game. Participant W (male) indicated that he loved to watch streaming
content offered by Amaz, who could precisely predict the opponents’ moves and showed

9% ¢

superb skills even when using bad card combinations in the game “HearthStone.” “Amaz is
one of the few streamers that I can learn game skills from while being entertained” (participant

W). By imitating or observing other players’ trial-and-error processes in game play,

B EIZE 36 (2019) 39-74



®# Jimmy Kimmel 28508 : BB RS BB AR BIFE R AR 49

audiences may increase their self-efficacy and play the game more successfully (Bandura,

2001).

Relatedness

Finally, relatedness concerns people’s social needs. Audiences perceive a greater level
of social connection watching a YouTube video with others (Haridakis & Hanson, 2009).
In live game streaming, viewers enjoy serving as an assistant for streamers to monitor
game details through chat rooms (Cheung & Huang, 2011). In addition, the hybrid form
of game streaming contains game graphics, streamer reactions, and chat (Hamilton et al.,
2014), providing a rich social context for viewers to interact both with each other and with
streamers. This type of co-connected co-viewing (Pittman & Tefertiller, 2015) experience
fosters a sense of community and viewers play roles while participating in synchronous or
asynchronous forms of game streaming. Participant W stated, “Twitch has its own unique
chat culture. Audiences use memes from Kappa and Failfish to express their live reactions.”
Furthermore, viewers are motivated to watch game streaming as a social tool so that they
can chat with their friends. These are all motivations for viewers to gain the satisfaction of
relatedness. Therefore, “social interaction” is a key motivation for audience participation in
this collective community through chats between viewers and streamers and other audiences.

A related motivation is “trend following,” meaning that audiences watch game
streaming because others are doing so. As some participants indicated, discussing game
streaming has become a social activity among their networks, prompting the participants to
watch games to stay current with social trends. The extrinsic motivation of social pressure
may contribute to such behavior (Reinecke, Vorderer, & Knop, 2014). Research (Reinecke
et al., 2014) has shown that, because of social pressure, students use Facebook because their
friends are using it.

“Fandom,” a chief motivation for sports viewing (Pegoraro, 2013), also emerged from
the qualitative feedback as an important motivation for watching game streaming. When

audiences are fond of certain streamers, they can subscribe to their channels for free or to
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donate money to them (not required). Viewing the game-streaming content of their favorite
game streamers is one way that viewers can support them (Scully-Blaker, Begy, Consalvo,
& Ganzon, 2017). The count of “viewers” is simply an indicator of the streamers’ popularity.

This social support is a way of gaining the satisfaction of relatedness.
Other motivations

In addition to the above motivations, participants indicated other motivations consistent
with the U&G framework. This framework (Katz, Gurevitch, & Hass, 1973) is commonly
employed to explore the motivations of media use and time use. The central hypothesis of
the U&G framework is that media users actively seek to use media or certain media features
to satisfy their needs. For game streaming, “time killing,” a common motivation of social
media use (Papacharissi & Mendelson, 2011), has also emerged as a main motivation for
game streaming. Several participants shared that especially while they are eating meals alone
in their dorms, watching game streaming has become a good option to kill time. Moreover,
“information seeking” (Papacharissi & Mendelson, 2011) refers to watching game streaming
to gain game-related information to use as references or evaluations to guide purchasing
decisions. For example, participant S indicated that he usually watched game streaming to
decide whether to purchase certain titles. Lastly, the “habit” factor complements the “active
use” limit from the U&G framework (LaRose, 2010). All these factors have emerged as key

motivations in developing this study’s scale for game streaming.

Study 2
Utility of Motivation Scales

Viewing time

Participation time has become a widespread, important index employed by researchers

to understand why audiences use a new media or platform such as video games (Sherry et al.,
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2006) and general social media (Papacharissi & Mendelson, 2011). Specifically, viewing time
has been considered a better metric for eSports/game-streaming traffic than other traditional
rating metrics, such as unique cookies and/or the number of unique visits. Thus, this study
will explore which motivations best predict viewing time.

RQ2: What motivations predict game-play viewing time?

Enjoyment

Another underexplored variable is viewer enjoyment from watching game streaming.
Enjoyment of entertainment media has been defined as satisfying three needs: autonomy,
competence, and relatedness (Peng et al., 2012; Tamborini et al., 2011). Enjoyment is thus
an outcome of the need satisfaction of a set of functional needs, such as satisfying the need
to watch the stream instead of playing the game through mediated agency (autonomy),
incompetence at playing a game oneself (competence), or the need to obtain social
connectedness from chatting with streamers and other audiences (relatedness).

RQ3: What motivations predict enjoyment?

Perceived participation

Within social cognitive theory, Peng (2008) has theorized active game play as
a mediated enactive experience and game play watching as a mediated observational
experience. The key difference between these two experiences is the interactivity afforded
by digital games (Lin, 2013a, 2013b). Observing game play only allows viewers to follow
gamers’ thoughts and progress in the game; it does not give them power to steer actions.
Nevertheless, in the context of game streaming, shared experiences make viewers feel as
though they are part of the game—i.e., perceived participation. In most cases, spectators
engage in shared experience either by commenting on game streaming with other spectators
or by engaging in direct interaction with streamers, thus potentially contributing to streamers’
decision-making processes. In these cases, game play might not be controlled exclusively

by the streamer but instead can be affected by incorporating spectators’ comments. The
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vicarious experience thus becomes shared participation among streamers, spectators, and the
community.

RQ4: Which motivations predict spectators’ perceived participation in game streaming?

Method

Measurements

Derivation of scale items

Based on the qualitative text analyses and the literature, the research team developed
the scale described below. To create the scales, we extracted descriptions from the qualitative
feedback and adapted existing scales. “Observational learning” focuses on gaining
knowledge about how to pass a game level. Bandura’s definition of observational learning
was adapted to the game-streaming context (e.g., “learning skills, such as strategies for
passing a level, from other players” and “observing other people’s skills”). “Information
seeking” refers to the process through which viewers gain information related to the specific
game streamed, which influences their decisions about playing or purchasing said game. This
factor was adapted from the information-seeking scale of Papacharissi and Mendelson (2011).
The author created the fandom factor, which drew on fandom literature concerning sports
communication (Pegoraro, 2013). Building on the “chat” item from the gaming motivation
scale of Yee (2006), the author expanded the “social interaction” factor. “Trend following”
was adapted from the trend-following scale of Papacharissi and Mendelson (2011). “Time
killing” was also adapted from Papacharissi and Mendelson (2011). “Habit” was adapted
from Verplanken and Orbell (2003) and was used to indicate a lack of awareness with regard
to watching game streaming (e.g., “Watching game streaming is part of my (daily, weekly,
monthly) routine”).

Other factors were created based on qualitative descriptions, such as “stress avoidance”

(e.g., “Compared with playing the video game, I don’t feel as stressed when watching game
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streaming”); “autonomous time saving” (e.g., “Because I do not have time to play video
games, watching game streaming saves time,” “[I watch game streaming] to learn a game’s
content in a brief period of time,” and “Game streaming condenses the content of the game;
therefore, I experience the game more efficiently”); “arousal avoidance” (“Some of the game
content is too exciting for me to play”); and “incompetence” (“Some games are beyond
my skill level”). The author also adapted the current need satisfaction scale (Peng et al.,) to
reflect the self-determination concept in the above motivations. Furthermore, a “no money”
factor was identified based on the qualitative feedback, indicating that audiences watched
game streaming because they lacked money to buy the game. The research team created two
more factors: the “comparing” factor (i.e., when viewers compare a streamer’s gaming skills
with their own) and the “surveillance” factor (i.e., when viewers track other players’ game

progress and practice status).

Dependent variables

Enjoyment (o =.92, M =5.18, SD = 1.22) consisted of seven items (Peng et al., 2012),

EEINT3

including “watching game streaming is fun,” “I enjoy watching game streaming,” “I am
willing to keep watching game streaming,” and a reverse-coded item, “I feel bored watching
game streaming.” Weekly time watching game streaming ( M = 834.54 minutes, equal to
13.9 hours, SD = 742.79, median = 723, mode = 1089, range = 6243 ) was measured by
asking participants how many days they watched game streaming in an average week and the

minutes they spent watching game streaming on those days. Watching time was calculated

based on days per week multiplied by minutes per day.

Procedure

The first version of the quantitative questionnaire was pretested in the same MOOC to
ensure that the wording was clear and that scale reliability was good. Official data collection
began in Taiwan, 2 weeks after the pilot test. Taiwan has been among the top five countries

with the most game-streaming viewing time worldwide and therefore is suitable for this study
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(Quantcast, 2015). All students at a northern university where the researcher was employed
were invited to participate in the study. Survey recruitment requests for student participants
were sent through daily campus announcement emails twice over two weeks, and a follow-up
reminder email was sent in the third week. A raffle of two hundred TW$100 (i.e., US$3.30)

cash prizes was provided as an incentive.

Participants

Four hundred and seventy students took the survey; 383 of these students (81.4%) had
watched game streaming and constituted this study’s sample. Those who had not watched
game streaming skipped the scale questions; thus, they did not qualify for the analyses. No
consensus exists regarding how large a sample should be to be considered sufficient for factor
analyses. Comfrey and Lee (1992) indicated the following sample-size standards: 100 =
poor; 200 = fair; 300 = good; 500 = very good; and 1000 = excellent. Therefore, comprising
383 students, the current sample size is considered sufficiently large and good for factor
analyses. The mean age of the participants was 21.71 (.SD = 3.57), 63.2% were male, and the
average participant had watched game streaming for 1.5 to 2 years on average. Participants
indicated their primary streaming site as Twitch (45.4%), followed by YouTube (32.4%),
Justin.tv (5.5%), Youku (2.6%), BaiDu (2.1%), Biliili (1.8%), and Piko Live (1.0%) (a
Taiwanese streaming Web site), among other platforms. Participants indicated they watched
the following game genres most often: real-time strategy, such as League of Legends (48.8%),
followed by role-playing games (33.7%), adventure (23.2%), shooting (22.2%), action role-
playing (20.1%), casual app mobile games (18.8%), action games (18.0%), simulation role-
playing (16.7%) and other genres. More than half of the participants (51.4%) subscribed to

streaming channels. Only 9.9% had broadcasted or shared recorded game-streaming content.

Results

Motivations for Watching Game Streaming
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RQ1 explores the motivations for watching game streaming. In this study, an
exploratory factor analysis (EFA) was employed because all scales and items were created
and organized based on participants’ qualitative feedback and the previous literature.
Therefore, EFA is suitable for exploring the initial formation of these emerging scale
dimensions (Costello & Osborne, 2011). Because behavioral factors are typically correlated
in social science studies, this study implemented six rounds of factor analysis using the scree
plot and eigenvalues greater than one to determine the number of factors, as well as the
maximum likelihood method and direct oblimin rotation (Costello & Osborne, 2011). Three
one-item factors in the first round were deleted, such as no money to purchase the game and
no access either to the game or to the narration, because factors cannot have fewer than three
items (Costello & Osborne, 2011). Two other factors from the second round were removed
because of cross loadings at the .32 loading threshold, including the comparing factor (e.g., “to
compare the streamer’s skills with mine”) and the surveillance factor (e.g., “to observe other
players’ game progress”).

Eleven factors were extracted in the third round of factor analysis, which explained
78.64% of the variance. To further narrow the scale, 10 items that had loadings of less than
.70 were deleted in the fourth round, and 10 factors (“autonomous time saving” was not a
factor) were extracted. Five more items had loadings that were slightly lower than .70, and
all items (i.e., three) associated with the “autonomous time saving” factor were removed in
the fifth round. Because it had a communality score of less than .6, the “learning the latest
games” item was removed in the sixth round. The sixth round was the final round of the
factor analysis and delivered 10 factors, which explained 82.03% of the variance. All the
items had communality scores of greater than .6, and these 10 factors had eigenvalues of
greater than 1.

The scree plot also suggested the extraction of 10 factors. The detailed factor items,
loadings, and scale information are shown in Table 1. The correlations of all factors are
shown in Table 2. Based on Table 2, all factors have low to moderate correlations with each

other, supporting the oblique rotation method in the factor analysis. Fandom has moderate
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correlations with most of the other variables, including stress avoidance, social interaction,
incompetence, time killing, and habits, compared to the magnitude of correlations with other
variables. In the factor loading tables (Table 1), the five factors have negative loadings,
whereas other factors display positive loadings. This finding may demonstrate the different
motivation sets or clusters among participants. Those who are fans of streamers watch game
streaming for entertainment and thus have strong correlations with these factors. Others
who are not fans of particular streamers watch game streaming to learn skills, avoid arousal,
follow trends, or seek information. Interpreting Tables 1 and 2 together, this study suggests
that audiences watch streaming for entertainment or strategically for information and
vicarious experiences.

Tests of the reliability and validity of the scale factors were conducted' (Table 3).
According to Hair, Black, Babin, and Anderson (2010), composite reliability should be > 0.70
for good reliability, average variance extracted (AVE) > 0.50 indicates excellent convergent
validity, and maximum shared variance (MSV) < AVE and average shared variance (ASV) <
AVE both indicate excellent discriminant validity. The analysis showed that all scale factors

had excellent reliability and convergent and discriminant validity.

1. The author split the sample into two parts. The first half of the sample was tested for the
exploratory factor analysis, and the second half of the sample was tested for the validity
test. The results are the same.
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Table 1
Exploratory Factor Analysis of Motivations for Watching Game Streaming
Item (variances) Loading Alpha Mean SD
Fandom (28.03%) 949 415 1.71
It is a way to encourage the streamer. 922
I can support the streamer. 946
I can support the streamer. 946
I can feel my enthusiasm increase when I watch. v
Observational learning (12.41%) 963 4.83 1.45
To learn skills from other players, such as strategies to 937
pass a level.
To imitate skills from other players, such as strategies 936
to pass a level.
To gain knowledge related to game and gaming skill. .835
To be inspired by new gaming skills. .857
To develop a new way of gaming. 788
Because I think it is a way to advance my own skills. .854
To compensate for my lack of skill at the game. .826
To observe other players' skills. 799
To fully understand other players' skills. .822
Stress avoidance (10.84%) 921 4.39 1.59
Compared to playing the video game, game streaming =737
makes me less scared.
Compared to playing the video game, watching game -1.012
streaming makes me less frightened.
Compared to playing the video game, I don’t feel as -.840
stressed when watching game streaming.
Arousal avoidance (7.24%) 965 325 1.76
Some of the game content is too gory for me to play. 939
Some of the game content is too exciting for me to play.  .907
Some of the game content is too cruel for me to play. 977
Social Interaction (4.60%) 968 3.20 1.75

I exchange instant messages and ideas through comments -.935
and chat on streaming platforms.

I instantly express my opinion through comments and -.965
chat on streaming platforms.

I instantly discuss gaming progress through comments and -.923
chat on streaming platforms.

I interact with other viewers through comments and chat on -.935
streaming platforms, for instance, discussing gaming skills.

I comment on a streamer’s performance through comments -.819
and chat on streaming platforms.

Incompetence (4.20%) 944 445 1.60
Some games are beyond my skill levels. -.874
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It is impossible for me to deal with unforeseen situations  -.900
while playing games.

Some games are too complicated for me to control. -.921
Time Killing (4.02%) 944 470 1.52
Watching game streaming is a way to kill time. -.920
When I have nothing to do, I pass the time watching -.984
game streaming.
Watching game streaming is a way to avoid boredom. -.797
Habit (4.00%) 954 291 1.69

Watching game streaming belongs to my (daily, weekly,  -.751
monthly) routine.

I have no need to think about watching game streaming.  -.809
It makes me feel weird if | do not watch game streaming. -.897
Not watching game streaming makes me feel like I -.907
haven’t done something yet.
Watching game streaming has become part of my life. -.931
Information seeking (3.48%) 929 422 1.72
To have more information about the latest game. .844
To have more information about a game that I don't know. .926
To learn the characteristics of different games. .873
Trend Following (3.22%) .863 3.18 1.60
People around me are watching game streaming, so [ want .746
to watch it.
People around me recommend watching game streaming. .918
People around me discuss game streaming with me. 127

Motivation, Viewing Time, Enjoyment, and Perceived Participation

Regarding the motivations predicting viewing time (RQ2), a hierarchical linear
learning, fandom, social interaction, habit, and stress avoidance all positively predicted and
explained 55.8% of the variance in perceived participation. Table 4 shows the standardized
regression coefficients for RQ2 to RQ4. No signs of auto-correlation or multicollinearity
were found in these three regressions.

With respect to the motivations predicting enjoyment (RQ3), the same hierarchical
linear regression analysis showed that six of the 10 factors significantly predicted enjoyment
and explained 47.5% of the variance. Except for “arousal avoidance,” which negatively
predicted enjoyment, other factors (fandom, observational learning, stress avoidance, time

killing, and habit) all positively predicted enjoyment. Being a fan exhibited the largest
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predictive power on enjoyment, followed by time killing and habit.

RQ4 explores the factors predicting spectators’ perceived participation in game
streaming. A hierarchical linear regression with the same steps indicated that observational
learning, fandom, social interaction, habit, and stress avoidance all positively predicted and
explained 55.8% of the variance in perceived participation. Table 4 shows the standardized
regression coefficients for RQ2 to RQ4. No signs of auto-correlation or multicollinearity

were found in these three regressions.
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Table 3
Reliability and Validity of the Scale Factors

Composite Average Maximum Average

reliability variance extracted shared variance shared variance
Fandom 951 831 267 145
Observational Learning .957 15 .109 .048
Stress avoidance 927 .810 242 .099
Arousal avoidance 965 903 175 .046
Social interactions 968 .859 226 110
Incompetence .944 .850 242 .083
Time Killing 947 .856 214 .095
Habit 955 .810 267 146
Information seeking  .930 817 .186 .085
Trend following .866 .683 233 .092
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Table 4
Standardized Regression Coefficients of Hierarchical Multiple Regressions Predicting
Viewing Time, Enjoyment, and Perceived Participation When Watching Game Streaming

Predictor Enjoyment Time Perceived
Participation

Stepl
Sex (male =1) 156%%* -.015 1687
Age - 127%%* -.027 -.084

R 038 001 034

Step2
Sex (male =1) .005 -.094 .045
Age -.078 -.003 -.055
Fandom 236%** 111 2587
Observational learning ~ .134%* .019 3177
Stress avoidance 135 -.034 206%**
Arousal avoidance - 157%%* -.032 .040
Social interaction .015 .059 107%*
Incompetence .025 .056 -.014
Time killing 327H*E .062 .030
Habit 166%* 230%**%  186%**
Information seeking -.027 -.040 -.015
Trend following -.057 -.170%** -.002

R A75 .100 558

*EED <005, ¥*p < .01, * p<.05
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General Discussion

Huizinga (1949) argued that human culture is rooted in play, which is “a voluntary
activity or occupation executed within certain fixed limits of time and place, according to
rules freely accepted but absolutely binding, having its aim in itself and accompanied by a
feeling of tension, joy, and the consciousness that is different from ordinary life” (Huizinga,
1949, p. 28). Active game playing is thus considered a perfect example of free and voluntary
play (Caillois & Barash, 1961), which consists of rules and is distinct from ordinary life.
The emergence of streaming technology has introduced a unique social aspect of collective
game play, which involves two or more players with various motivations for engaging in
a game and which qualifies as part of “tandem play” (Consalvo et al., 2016). Therefore,
understanding the motivations for watching game streaming as a form of collective play
helps defining this new form of “tandem play,” further contributing to the construction of
“play” (Huizinga, 1949) in the sphere of entertainment.

In following this theoretical development and identifying additional motivations,
researchers can further compare different forms of play, for instance, watching other people
playing video games versus participating in active game play. In this study, 10 factors were
identified, which explain 82% of the variance in the sample and 48% of the variance in
the enjoyment associated with watching game streaming. Some of these game-streaming
viewers’ motivations differed from those of active game players, shifting away from the

common factors found in traditional U&G research.

Social Interaction in Streaming “Play”

Two major phenomena were shown in these motivations. First, the unique feature
of the chat function embedded in game-streaming platforms (which reflected the “social
interaction” motivation) allows audiences to directly interact with streamers and assist
players in games, making game streaming a social technology that is distinct from other

entertainment forms of media. The findings indicate that game streaming represents a
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“mediated shared participation” in games as because several prominent motivational factors
indicate that spectators watch streaming to enjoy “shared interaction and content creation”
among streamers, audiences, and other commenters. The importance of the social interaction
motivation as a factor in predicting perceived participation implies that the unique interaction
style exhibited in game streaming forms a participatory community (Hamilton et al., 2014).
This subject should also be discussed in conjunction with the need satisfaction of
relatedness. Audiences can interact with other spectators to enjoy the “sheer pleasure of
being scared together” (Simmel & Hughes, 1949) through streamers’ eyes and active play.
Audiences can also collaboratively ask streamers to explore the gore content to a particular
degree so that people can experience the narration together, enjoying the unique shared
experience. Because most video games provide a high level of freedom for players to engage
in game narratives, any moment in the game adventure could be unique. Therefore, audiences
also experience unique shared experiences with streamers, making interaction a unique

memory.

Game Streaming as a Mediated Substitute for Active Game Play

The other main phenomenon of game streaming is “mediated observational
participation” in which audiences choose to watch streamers playing the game instead of
actively playing the game themselves because of their lack of competence in terms of their
gaming skills (i.e., incompetence) and their ability to cope with either the stress (i.e., stress
avoidance and incompetence) induced by playing the game or the gore content (i.e., arousal
avoidance). Therefore, watching streamers play the game allows these audiences to substitute
by engaging in the game from a distance, with streamers as a buffer, perhaps providing
another layer in which audiences can engage. Audiences can actively choose to interact with
the game narration and content through this mediated observational approach, supporting the
U&G hypothesis, autonomy and the competence aspects of need satisfaction.

This approach suggests that watching game streaming is a tactic employed by audiences

based on their intrinsic needs and gratifications. Participants watch others playing games
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rather than directly play the game themselves because they decide to seek entertainment
vicariously. Several motivations that emerged from studies were the opposite to the
motivations of active game play. For example, audiences play games to gain heightened
arousal (Sherry et al., 2006). However, in this study, participants watch other people play
games to avoid direct and intense arousal and stress. Whereas game players seek competence
from active game play (Sherry et al., 2006; Yee, 2006), game streaming audiences watch
games because they feel incompetent. Watching game streaming is a strategic approach for

engaging in entertainment.

Other Motivations

Observational learning is another important motivation observed in this study.
Audiences respond to streaming videos to learn game tactics and pass levels efficiently
or more creatively, thus supporting the observational learning approach outlined in social
cognitive theory (Bandura, 2001). Audiences were motivated to watch game streaming
because they wanted to learn new techniques to try in active game play, which related to their
competence needs.

In this study, habit was a consistent and powerful predictor of all the dependent
variables. It positively predicted enjoyment, the amount of time spent watching game
streaming and perceived participation. Therefore, habit is an important non-active and non-
conscious motivation for audiences. Recurrent and active choices to watch game streaming
may contribute to this long-term habit. This finding shows that in Taiwan, game streaming
has become a habitual form of entertainment. According to this approach, seeking enjoyment
or satisfaction becomes an intrinsic need and a habitual choice for audiences, corresponding
with the “habit” and “time killing” motivations. This area should be given more attention in
future research.

Among these 10 factors, fan motivation (the relatedness aspect) exerted the greatest
predictive power and showed that fans establish strong communities to support the

game-streaming community. Their willingness to support and cheer for streamers leads
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to enjoyment and perceived participation. Observational learning (competence) and
stress avoidance (autonomy and competence) represented the second and third strongest
motivations, respectively. Future research should explore how these motivations relate to
need satisfaction and enjoyment.

Surprisingly, “autonomous time saving” did not emerge as a motivation in the final
factor analysis. Time saving refers to a strategic motivation in the context of the game
streaming phenomenon. Instead of playing games themselves, watching game streaming
or highlighted content from the game provides an efficient way for game enthusiasts to
familiarize themselves with a game in a short time. In some cases, playing through several
entire games could be time-consuming. Personal incompetence in a game skill or a lack of
time to grow a competent character in role-playing games also inhibit gamers from engaging
in games. Game streaming provides an alternative approach for these enthusiasts to interact
with games through observing others’ game play. In addition to saving a tremendous amount
of time to play the game themselves, they can also sample different games efficiently.
Although time saving was not among the final motivations, future research should continue
exploring this aspect and the ways in which it influences game-streaming behavior.

Interestingly, trend following negatively predicted viewing time. This factor is an
extrinsic motivation derived from social pressure, but participants were generally reluctant
to watch game streaming as a way of socially interacting with friends or joining their
conversations. This negative association suggests that this factor decreases participants’
intrinsic needs to watch game streaming. Therefore, they may spend a limited time on

watching game streaming as an investment in their social needs.

Applicability for Future Research

Self-determination theory has promise as a framework to study certain aspects of
the phenomenon of game streaming. Specifically, this study showed that game streaming
provides autonomous choices for audiences to freely decide how they want to engage with

game content featuring this unique dimension as opposed to other media consumption. It is
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plausible to hypothesize that certain motivations contribute to enjoyment through the need
satisfaction of autonomy, competence, and relatedness. For example, the trend-following
motivation may provide the satisfaction of relatedness, but the involuntary motivation to
watch game streaming caused by social pressures can limit enjoyment and viewing time.
Another important issue in game streaming is the social aspect of chatting interaction
between audiences and streamers. How do lurking and active chatters differ in their
enjoyment of game streaming? How do different methods of participation in chatting such
as collaboratively engaging in games or simply commenting with others influence perceived
participation and need satisfaction? Similarly, by using the competence-related motivations,

9% ¢¢

including “incompetent,” “stress avoidance,” and “arousal avoidance,” researchers can
examine how different levels of incompetence affect users’ choices concerning streaming
content and enjoyment.

Furthermore, this study demonstrates that there might be two sets of motivation clusters

for entertainment and for strategic watching motivations. Thus, future research could further

classify different types of audiences based on various motivations.

Limitations

First, although viewing time is an important index in the industry, the 10 motivations
identified in this study only explained 10% of the variance. Surprisingly, “fan” motivation
did not predict viewing time. More evidence is required to identify the factors predicting
viewing time. Second, this study focuses only on enjoyment and viewing time as the main
dependent variables and does not explore spectators’ donation and subscription behavior.
These could be outcome variables of several motivations for need satisfaction. In addition,
because these are important indices for marketing opportunities, more research is encouraged
to understand other various spectator experiences. For example, does the motivation of
habits predict donations and subscriptions? Are individuals who gradually form the habit
of watching certain streamers’ content more likely to donate and subscribe to the channels?

Fandom might also lead to these outcome behaviors. For example, does fandom provide a

B EHAZE 36 (2019) 39-74



68

S EHRA

Information Society Research

strong explanation for donation behavior? Does fandom have various levels of predictive
power between audiences who donate and those who subscribe to the channel for free? In
the current fandom subscale, items such as “T can support the streamer” and “it is a way to
encourage the streamer” implicitly include motivations to engage in supportive behavior
such as paid donations and subscribing for free. Future research could consider donation and
subscription as the foci of the main outcome behaviors of these motivations. Furthermore,
future research could test the explanatory power of these variables on these supportive
behaviors. Third, because the students in this sample were recruited from Taiwan, the
findings can only be generalized to Taiwanese students. Further validation via other types
of samples is needed. Finally, when exploring motivations for game streaming, this study
did not separate professional eSports from casual game-play sharing, which may involve

different entertainment mechanisms requiring additional exploration.

Theoretical Contributions

In exploring viewers’ motivations, this study reveals game streaming as a unique
form of play known as tandem play (Consalvo et al., 2016). Viewers participated in this co-
constructed performance through various layers of social interactions between streamers and
other audiences. Viewers also strategically chose game streaming as an approach to engage
in games based on their perceived competence (i.e., game skills) and their evaluations of the
demands of the games. These motivations highlight the flexibility among viewers to gain
need satisfaction from game streaming, thereby contributing to entertainment research. Based
on both the U&G framework and self-determination theory, this study shows how these

motivations can serve to guide future research on game streaming.
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