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ABSTRACT 

The paper focuses on younger online viewers’ motivation to watch video game live streaming on live streaming 

platforms. Unlike existing scholars, it analyses younger online viewers’ watching motivation through a positive 

perspective and draws on the Play-Others-Downtime theory (P-O-D theory) and the motivation theory to establish 

the research model. By analysing 397 samples based on the variance-based structural equation modelling and 

partial least squares path modelling (SEM-PLS), the results present that younger viewers’ entertainment, social and 

leisure purposes positively affect their watching motivation. Control variables (i.e., gender, education background, 

and income level) demonstrate insignificant effects across the model. Considering the influence of the COVID-19 

pandemic, watching video game live streaming is essential entertainment and social activities for younger adults. 

Future studies should identify the positive impact of video game live streaming and guide younger viewers to 

participate appropriately in this activity. 
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1. Introduction 

As the online broadcast industry improves, video game live streaming as a kind of real-time video social media 

has become popular among online users. Various live streaming platforms, such as Twitch, YouTube Gaming, Douyu 

and Huya, integrate traditional broadcasting and online gaming features (Zhang & Hjorth, 2019). Online viewers 

can interact with live streamers through bullet-screen, gift-sending system and group chat functions, and their using 

experiences are significantly different from traditional social media platforms (L. Li & Kang, 2022b; L. Li, Kang, Feng, 

& Zhao, 2022). Based on the video streaming function on live streaming platforms, live streamers can present their 

game skills, and online viewers can discuss their performances in real time. Given this novel interactive model, live 

streaming platforms attract a huge user base. For instance, the number of live streamers on Twitch has increased 

from 2 million to 3 million between 2017 and 2018 (R. Li, Lu, Ma, & Wang, 2021). In China, more than 500 million 

viewers watch live streaming content, and the live streaming market has researched 1995 billion by the end of 2021 

(T. Chen, Peng, Yang, Cong, & Li, 2021). Meanwhile, under the normalization of epidemic prevention and control of 

COVID-19, video game live streaming can effectively avoid offline contact and meet people’s entertainment needs 

(T. Chen et al., 2021). On game streaming platforms, online viewers are not limited to being audiences, and they can 

communicate with other participants and comment on games, satisfying their social and entertainment purposes 

(Y. Li, Wang, & Liu, 2020). Attracted by the advantages of video game live streaming, more and more online viewers 

have engaged in related activities.  

The majority of active users in video game live streaming platforms are from the younger group that is between 

18 and 30 years old. According to a Chinese video game live streaming industry report (2021), the number of online 

users will increase from 260 million to 390 million between 2018 and 2022, and more than 53.4% of users are 

between 18 and 30 years old (iResearch, 2021). On the Twitch platform, about 55% of online viewers are between 

18 and 34 years old, and the average age is 21 years old (De Wit, Van der Kraan, & Theeuwes, 2020). Thus, it is 

significant for the study to focus on younger viewers and analyse their motivation to watch video game live 

streaming. Based on its characteristics, video game live streaming can bring both favourable and unfavourable 

effects to younger online viewers, which is ignored by existing studies. As live video streaming platforms for video 

games are gaining popularity, more and more scholars explore younger viewers’ motivation based on adverse 

effects related to addictive use (Cabeza-Ramí rez, Mun oz-Ferna ndez, & Santos-Rolda n, 2021). They tend to associate 

video game live streaming activities with younger groups’ mental health problems and discuss their negative 

impacts. However, few of them discover younger viewers’ watching motivation in a positive way, i.e. the 

entertainment and social features provided by the video game live streaming. As younger groups face more and 

more work pressure and study pressure, they need to use video streaming platforms to release their mental 

pressure and keep their work-life balance, especially during the COVID-19 pandemic. Therefore, video game live 

streaming can bring positive effects for younger online viewers.  

Unlike previous studies, this paper draws on the Play-Others-Downtime theory (P-O-D theory) to design 

influencing factors and analyse the phenomenon in a positive way (Kang, 2014). The researcher applies the symbol 

of the dolphin and emphasises a healthy lifestyle for the younger group from three principles. Based on the P-O-D 

theory, the paper analyses younger viewers’ watching motivation from Play, Others and Downtime aspects, which 

is ignored by existing literature. In the face of over-scheduled work pressure, younger groups can be guided to find 

a work-life balance from these three principles (Kang, 2014). According to the P-O-D theory proposed by Kang 

(2014), Play means entertainment purpose, Others refer to social purpose, and Downtime means leisure purpose. 

All of them are established based on younger groups’ lifestyles and could be satisfied by watching video game live 

streaming. Still, none of the scholars draws on the theory and design influencing factors from these three aspects. 

Hence, it is significant for the current study to explore the relationships between the P-O-D influencing factors and 

younger viewers’ video game watching motivation, contributing to theoretical framework. To narrow the research 
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gap, the research question is as follows: How do factors from Play, Others, and Downtime units affect younger 

viewers’ motivation to watch video game live streaming? 

Several theoretical and practical implications can be shown in the current study. Regarding the theoretical 

implication, the paper focuses on the favourable effects of video game live streaming and refers to the P-O-D theory 

to explore younger viewers’ watching intention in a positive way. The innovative point is different from traditional 

user motivation research. Regarding the practical implication, the study presents the advantages of video game live 

streaming and discusses how the live streaming content assists younger viewers in releasing their mental pressure. 

The study results can help video game live streaming platform managers improve their technical functions and 

guide them to provide a more comfortable and healthier online environment for younger viewers. It would be 

beneficial to drive the development of the video game live streaming industry.  

2. Literature review 

2.1. Younger online viewer group 

Younger viewers refer to the viewer group between 18 and 30 years old, and they are more familiar with live 

streaming content and more interested in video game content than other age groups. According to a Chinese video 

game live streaming industry report (2021), more than 53.4% of users are from the younger group, and 

approximate 66% of viewers spend more than 10 hours on video game live streaming content  (iResearch, 2021). 

With the younger viewer population growing and their watching time increasing, most previous research explores 

younger viewers’ motivation based on adverse effects related to addictive use and negative psychology, as Table 1 

shows (Cabeza-Ramí rez et al., 2021; Singh, Singh, Kalinic , & Lie bana-Cabanillas, 2021). Few of them systematically 

analyse younger viewers’ watching motivation from positive perspectives, such as releasing mental pressure, 

keeping a work-life balance, and building a social network with peers. Unlike other age groups, younger online 

viewers face the dual pressures of their studies and work and desperately need an activity to release stress. 

Meanwhile, because of the normalization of epidemic prevention and control, younger individuals are a vulnerable 

group for depression and anxiety (Benke, Autenrieth, Asselmann, & Pane -Farre , 2020). Influenced by the COVID-19 

pandemic, younger people suffer from a higher prevalence of anxiety disorders and depressive symptoms than 

older people (Huang & Zhao, 2020). It should be concerned by related scholars. Unlike offline entertainment 

activities, video game live streaming can offer younger viewers an attractive approach to meeting their social and 

entertainment needs (T. Chen et al., 2021). Hence, video game live streaming can compensate for younger viewers’ 

mental needs and reduces the risk of anxiety. In light of this, it is significant for the current study to focus on younger 

online viewer groups and discuss the advantageous influences of watching video game live streaming based on a 

theory.  

Table 1. Summary of watching motivation literature. 

Perspective Proposed opinion  Reference 
Negative perspective The addiction to heavy viewing (Singh et al., 2021) 

Receiving hurtful comments or using the 
platforms to troll other users 

(Cabeza-Ramírez et al., 2021) 

Escaping from the reality (C.-Y. Chen & Chang, 2019) 
Positive perspective Turning a video game hobby into a 

professional opportunity 
(Cabeza-Ramírez et al., 2021) 

Releasing stress (Y. Li et al., 2020) 
Satisfying para-social experiences (X.-Y. Xu, Niu, Jia, Nthoiwa, & Li, 2021) 
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2.2 Watching motivation based on the P-O-D theory 

The P-O-D theory as a psychological theory can be utilised to guide individuals to improve their lifestyles, and 

it has been widely applied in the pedagogy area (Kang, 2014). Although this theory has guiding significance for 

studying individual behaviours, no research has applied it to study users’ watching behaviours. Based on the P-O-D 

theory, the “P” means Play that can create new tracks in the emotional brain and satisfy individuals’ entertainment 

purposes. This is because Play can allow the younger group to be comfortable with uncertain life environments and 

enhance their courage to face reasonable risks. Thus, Play is significantly related to younger online viewers’ 

watching motivation and meets their entertainment purposes. Others (O) refer to the social network that is valued 

by human beings (Kang, 2014). Various interactive functions, such as video streaming function, virtual gift-sending 

system, and group chat function, satisfy online viewers’ social purpose. According to the research proposed by Li et 

al. (2020), watching video game live streaming can provide younger viewers with an opportunity to interact with 

other audiences and engage in online game communities (Y. Li et al., 2020). The feeling of being part of a community 

can satisfy younger viewers’ social purpose and increase their ties with others (Jibril, Kwarteng, Chovancova, & Pilik, 

2019). The social purpose factor is vital for younger groups, especially during the COVID-19 lockdown period. Given 

the characteristics of live streaming interaction, younger viewers’ social purpose can be satisfied. The “D” stands 

for Downtime. Most younger viewers face study and working pressure, which causes they are over-scheduled (Kang, 

2014; Shanahan et al., 2022). Video game live streaming as interesting content could be helpful for younger viewers 

to release mental pressure and meet their leisure purpose. In light of this, based on the P-O-D theory, younger online 

viewers’ watching motivation can be explored from entertainment purpose, social purpose and leisure purpose 

aspects, contributing to theoretical innovation.  

In addition to applying the P-O-D theory, this study also draws on the motivation theory to present the 

relationship between influencing factors and younger viewers’ watching motivation and behaviours. The 

motivation theory can be used to explain what drives people to achieve a particular outcome (Seifert, 2004). 

Although the population of younger viewers on live streaming platforms is proliferating, few scholars have applied 

the motivation theory to explore younger online viewers’ watching motivation and behaviours and discuss them 

from a positive perspective (Cai, Wohn, Mittal, & Sureshbabu, 2018). Given its theoretical basis, the motivation 

theory can be helpful in systematically displaying younger viewers’ watching experiences and presenting how their 

watching motivations are affected by P-O-D influencing factors. 

Figure 1. The research model. 

 



Li et al.                      Journal of Economic Analysis 2023 2(2) 56-69 

5 

 

3. Research model and hypotheses 

The research model is established based on the P-O-D theory and the motivation theory, as Figure 1 shows. 

Unlike prior scholars, this paper refers to the P-O-D theory to design influencing factors and systematically analyse 

younger viewers’ watching motivation from Play, Others and Downtime aspects (Kang, 2014). Meanwhile, to detailly 

show online viewers’ video game watching experience, the study has applied the motivation theory to understand 

what drives an individual to watch video game live streaming on live streaming platforms (Seifert, 2004).  

3.1 Effect of influencing factors 

Entertainment purpose means younger online viewers get pleasure and delight while watching video game live 

streaming content (Bulo & Tumbuan, 2015). Video game live streaming is a form of online activity that can hold the 

attention and interest of younger online audiences. Unlike traditional social media platforms, comprehensive 

features of live streaming platforms can be convenient for them to participate in online activities (L. Li, Kang, Zhao, 

& Feng, 2022). Specifically, the streamers display exquisite game skills based on the live streaming function, and 

online audiences can watch and enjoy through this interactive process (Y. Li et al., 2020). Frequent interaction can 

meet online viewers’ entertainment requirement. According to the survey developed by Gros et al. (2017), 

entertainment is the most basic motivation for online viewers to watch live streaming content (Gros, Wanner, 

Hackenholt, Zawadzki, & Knautz, 2017). Thus, to satisfy their entertainment purpose, younger online viewers will 

watch video game live streaming, and the paper proposes: 

Hypothesis 1: Entertainment purpose positively affects younger online viewers’ motivation to watch video 

game live streaming. 

Social purpose refers to the objective of developing and maintaining relationships with other people (Boyd & 

Ellison, 2007). As internet-based social media platforms, video game live streaming platforms can build social 

networking and connect individuals with others. Live streamers can share their game strategies and chat with 

online viewers, and online viewers can express their opinions and reward live streamers (Y. Li et al., 2020). Affected 

by the COVID-19 pandemic, online communication and interaction on live streaming platforms satisfy online 

viewers’ purpose of making friends. Therefore, video game live streaming platforms allow younger viewers to 

communicate with live streamers and other audiences, providing them with an opportunity to make friends and 

engage an online community, and the paper supposes: 

Hypothesis 2: Social purpose positively affects younger online viewers’ motivation to watch video game live 

streaming. 

Leisure purpose means the aim to alleviate the stress of life and get a pleasant experience (Kleiber, Hutchinson, 

& Williams, 2002). As mentioned before, most younger adults face the dual pressures of study and work, resulting 

in mental anxiety and depression (Yin, 2022). According to the relevant statistics stated by Yin (2022), nearly 

900,000 younger graduates have not found suitable jobs in 2020. Intangible employment stress significantly harms 

their mental health. Video game live streaming as a leisure activity for younger viewers has the potential to release 

their work pressure and relieve their negative emotions (Kleiber et al., 2002). Younger viewers can focus on the 

interesting gaming content and interact with other online viewers to release their mental tension. Considering its 

positive effect, the paper claims: 

Hypothesis 3: Leisure purpose positively affects younger online viewers; motivation to watch video game live 

streaming.  

Based on the motivation theory, individuals’ motivation has a positive relationship with their final behaviours, 

which has been identified by existing studies (L. Li & Kang, 2023; L. Li, Kang, & Sohaib, 2021; Seifert, 2004). 

Therefore, younger online viewers’ watching motivation has a positive impact on their watching behaviours, and 
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the paper posit: 

Hypothesis 4: Younger online viewers’ watching motivation positive affects them to watch video game live 

streaming.  

3.2 Effect of control variables 

The research model (see Figure 1) is established to test the hypotheses, and gender, income level and education 

background are included as control variables in this research. Existing scholars have identified that online viewers’ 

watching motivation is affected by their gender, income level, and educational background (Lu & Chen, 2021; Lv, 

Zhang, Su, & Yang, 2022). Thus, the study needs to explore the potential effects of gender, income level and 

educational background.  

4. Methodology  

4.1 Research setting 

This study utilises Chinese online viewers as samples and promotes an online survey among them. The online 

questionnaire method has many advantages for the current study, such as comprehensive coverage and uniformity 

(Rowley, 2014). Meanwhile, compared with other countries, Chinese video game live streaming commerce is 

improved rapidly, and many video game live streaming platforms, such as Douyu and Huya, have millions of online 

users (T. Wang, Chen, Ye, Lu, & Yu, 2022; Zhou, Zhou, Ding, & Wang, 2019). For example, the Douyu platform is one 

of the most popular video game live streaming platforms in China, and it attracts more than 159 million monthly 

active users (Jia, Rao, & Shen, 2021). Given its comprehensive functions, such as posting bullet screens, voting on 

the streams, and chatting during live streaming, the study decides to distribute online questionnaires among the 

online viewers from the Douyu live streaming platform. Based on the fast development of video game live streaming 

in China, the Chinese video game live streaming environment is chosen as the research context. 

4.2 Measurement 

All constructs measured in this paper are employed based on existing scholars. For instance, entertainment 

purpose is measured utilising three questions from Lee and Ma’s research (2012), and leisure purpose is measured 

based on the study from Xu et al. (2012). In addition to basic information statistics, the main questionnaire content 

is shown in Table 2. To improve users’ responses, the questionnaire form utilises the Likert 7-point scale (Dawes, 

2008), ranging from the lowest score=1 to the highest score =7.  

4.3 Data collection 

Wjx.cn platform is chosen as the questionnaire design platform because its link can conveniently be forwarded 

to Chinese users, and it has academic design functions, which is proven by previous research (L. Li & Kang, 2022a; 

J. Wang et al., 2020). The invitation letter has been shown in advance to assist participants in understanding the 

research topic and questions. Meanwhile, since most Chinese participants are unfamiliar with English, scholars have 

translated the online questionnaire into Chinese. Furthermore, considering that different live streaming platforms 

have different features and functions, this study mainly focuses on online viewers who are from the Douyu platform 

to improve data quality. Between 1st July 2022 to 1st August 2022, 435 online questionnaires have been received 

from the Douyu platform users. Among these 435 questionnaires, inappropriate responses have been deleted, 

including the same responses, same IP address, incomplete responses, and mismatched platforms. Finally, 397 
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questionnaires are valid for this research, and the rate of return is 91.26%.   

Table 2. The list of questionnaire contents. 

Variable Item Measurement 

Entertainment purpose (Lee & Ma, 2012) EP1 It helps me pass the time. 
EP2 To combat boredom. 
EP3 Because it is entertaining. 

Social purpose (Lee & Ma, 2012; C. Xu, Ryan, 
Prybutok, & Wen, 2012) 

SP1 There is a sense of human contact. 
SP2 There is a sense of human warmth. 
SP3 To keep in touch with people. 

Leisure purpose (C. Xu et al., 2012) LP1 To have a good time. 
LP2 To enjoy the pleasure of interacting with people. 
LP3 Because it makes me feel less tense. 

Motivation to watch video game live streaming 
(Lee & Ma, 2012) 

ML1 I intend to watch video game live streaming. 
ML2 I expect to watch video game live streaming.  
ML3 I plan to watch video game live streaming.  

Watch video game live streaming (C. Xu et al., 
2012) 

WL1 I often watch video game live streaming.  
WL2 As I use live streaming platforms, I often watch 

video game content. 
WL3 I engage in video game live streaming channels.  

5. Data analysis 

Regarding these 397 respondents (Table 3), all of them are between 18 and 30 years old. 50.88% are males, 

and 48.86% are females. Regarding participants’ age, 34.87% are between 18 and 25 years old, 33.95% are between 

26 and 40 years old, and 31.18% are more than 40 years old. Meanwhile, 33.49% have an income level between 0 

and 5000 RMB, and 34.64% are between 5001 and 10000 RMB. Of their education background, 37.18% have a high 

school or junior college background, and 32.33% have a bachelor's. The demographic of respondents is similar to 

the online users’ profiles of live shopping in China (O. Wang, Somogyi, & Charlebois, 2020). 

Table 3. The basic information of respondents (N=397). 

Demographic Variables Category Frequency Percentage (%) 

Gender Male 202 50.88% 
Female 195 49.12% 

Income level 
(RMB/ Monthly) 

0-5000 121 30.48% 
5001-10000 157 39.55% 
≥10001 119 29.97% 

Education background High school or junior college 106 26.70% 
Bachelor’s degree 184 46.35% 
Master's degree or above 107 26.95% 

 

The research uses variance-based structural equation modelling (SEM) and partial least squares (PLS) path 

modelling based on SmartPLS 3.3.3 to analyse data and test the research model. PLS-SEM is reasonable for 

researchers to study measurement model parameters and calculate structural path coefficients (Chin, Marcolin, & 

Newsted, 2003). Meanwhile, SmartPLS 3.3.3 has the most comprehensive and improved functions to promote PLS-

SEM analysis (Sarstedt & Cheah, 2019). 

5.1 Measurement model 

To check the measurement model, the study needs to be involved in evaluations of reliability, convergent 
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validity, and discriminant validity (Hair, Black, Babin, Anderson, & Tatham, 1998). According to the research of the 

author Chin (1998), three criteria, including average variance extracted (AVE), composite reliability (CR), and 

Cronbach’s Alpha, need to be utilised to examine the reliability of the research model. For instance, Cronbach’s Alpha 

should be greater than 0.70, CR should be higher than 0.70, and AVE should be greater than 0.50 (Chin, 1998). As 

Table 4 states, all data results meet the requirements, indicating acceptable reliabilities.  

Table 4. The results of factor loadings, AVE, CR and Cronbach’s Alpha. 

Item Indicator Loading Cronbach's Alpha Composite Reliability Average Variance Extracted 

EP EP1 0.975 0.965 0.977 0.934  
EP2 0.958 

   
 

EP3 0.967 
   

LP LP1 0.963 0.950 0.968 0.909  
LP2 0.933 

   
 

LP3 0.964 
   

ML ML1 0.953 0.945 0.965 0.901  
ML2 0.950 

   
 

ML3 0.945 
   

SP SP1 0.957 0.951 0.968 0.910  
SP2 0.952 

   
 

SP3 0.954 
   

WL WL1 0.966 0.963 0.976 0.931  
WL2 0.957 

   
 

WL3 0.972 
   

Note: EP=Entertainment purpose, LP=Leisure purpose, ML=Motivation to watch video game live streaming, SP=Social 
purpose, WL=Watch video game live streaming 

The convergent validity and discriminant validity need to be assessed by the confirmatory factor analysis. As 

Table 4 presents, the factor loadings within their intended constructs are highly correlated, showing that the 

measurement model meets the requirement of convergent validity and discriminant validity (Alkutbi, Alrajawy, 

Nusari, Khalifa, & Abuelhassan, 2019; Chin, 1998; N. Wang, Sun, Shen, & Zhang, 2018). Meanwhile, the range of 

marked items shown in Table 4 is from 0.933 to 0.975, which is significantly higher than 0.707. It indicates that the 

model meets the convergent validity (Wong, 2016). Furthermore, AVE can also be used to check the convergent 

validity. As Table 4 shows, the AVE results are higher than the proposed AVE value of 0.50, demonstrating the 

convergent validity of the model (Hair, Black, Babin, & Anderson, 2010). 

In addition to the convergent validity, the discriminant validity can be tested by checking the Fornell-Larcker 

criterion. The AVEs’ square root on the diagonals (Table 5) can be utilised to evaluate whether the discriminant 

validity of the model is acceptable (Chin, 1998; Fornell & Larcker, 1981). As shown in Table 5, the AVEs’ square root 

on the diagonals is significantly higher than other correlations, meeting the discriminant validity requirement.  

Table 5. Discriminant validity based on Fornell–Larcker criterion. 
 

EP LP ML SP WL 

EP 0.967 
    

LP 0.838 0.954 
   

ML 0.826 0.867 0.949 
  

SP 0.854 0.908 0.867 0.954 
 

WL 0.872 0.906 0.856 0.909 0.965 

Note: The diagonals represent the square root of AVE, and the lower cells represent the correlation among constructs. 

5.2 Structural Model Evaluation 
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Regarding the model fitness, the paper applies the standardised root mean square residual (SRMR) and 

normed-fit index (NFI) as indicators. To be specific, SRMR values should be less than the threshold of 0.8, and NFI 

values need to be higher than the threshold of 0.8 (Asghar, Arif, Iqbal, & Seitamaa-Hakkarainen, 2022). For the 

current study. The SRMR is 0.064, which is lower than 0.08, indicating an acceptable fit (Kline, 2011). The NFI is 

0.871, significantly higher than 0.8, indicating a proper model fit (Tabachnick & Fidell, 2001). Therefore, the 

research model has a good model fit. 

Moreover, a common method variance (CMV) can be a problem because self-report questionnaires are used to 

promote data collection (Zainol, Yahaya, & Osman, 2018). Based on Hair et al. (2019) and Kock’s research (2015), 

this study can use the score of variance inflation factor (VIF) to inspect the CMV (Hair, Risher, Sarstedt, & Ringle, 

2019; Kock, 2015). The occurrence of a VIF higher than ten can be proposed as an indication of pathological 

collinearity, and it is also an indication that the research model may be contaminated by common method bias 

(Aminu & Shariff, 2014; Hair, Black, Babin, Anderson, & Tatham, 2010). According to the data analysis results, the 

VIF score for all constructs is between 1.023 and 6.957, and hence the study can present that there are no 

collinearity problems detected.  

The variables and measurement items used in the analysis are adopted from previous research. This ensures 

reliability and validity. To further check the robustness, the paper has tested for non-linearity, and the quadratic 

effect is examined using the two-stage approach with 5000 bootstrapping two-tailed technique (Sarstedt et al., 

2020). The results indicate that there is a significant quadratic relationship between all independent variables and 

the dependent variable, as Table 6 shows. This finding suggests that there is non-linearity in the relationship 

between the latent variables. Overall, these results provide valuable insights into the nature of the relationship 

between the variables and can inform future research in this area.  

Table 6. Quadratic effect. 

Path 
Original 

Sample (O) 
Sample  

Mean (M) 

Standard 
Deviation 
(STDEV) 

T Statistics 
(|O/STDEV|) 

P Values 

Quadratic Effect 1_EP-ML -> ML -0.107 -0.108 0.035 3.075 0.002 
Quadratic Effect 2_SP-ML -> ML 0.118 0.118 0.04 2.945 0.003 
Quadratic Effect 3_LP-ML -> ML -0.083 -0.083 0.037 2.265 0.024 
Quadratic Effect 4_ML-WL -> WL -0.131 -0.131 0.031 4.201 0.000 

5.3 Description of Hypothesis Testing 

To assess each path's significances and the t-statistical test, this paper utilises bootstrapping on SmartPLS 3.3.9 

(Hair Jr, Hult, Ringle, & Sarstedt, 2016). First, as Table 7 presents, the bootstrapped results show that all three 

control variables (i.e., gender, education background, and income level) demonstrate insignificant effects across the 

models. According to Table 7, the hypotheses can be supported because t-statistics results are notably higher than 

1.96 (Hair Jr et al., 2016). Specifically, entertainment purpose (β=0.229, t=3.891, p<0.001), social purpose (β=0.342, 

t=5.225, p<0.001) and leisure purpose (β=0.365, t=5.630, p<0.001) significantly affect younger viewers’ motivation 

to watch video game live streaming, supporting Hypothesis1, Hypothesis2 and Hypothesis3. Meanwhile, younger 

viewers’ watching motivation significantly influence them to watch video game live streaming (β=0.848, t=64.049, 

p<0.001), supporting Hypothesis 4.  

6. Discussion and implications 

6.1 Key findings 
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Table 7. Hypotheses results. 

Path 
Original  

Sample (O) 
Sample  

Mean (M) 
Standard  

Deviation (STDEV) 
T Statistics 

 (|O/STDEV|) 
P Values 

EP -> ML 0.229 0.230 0.059 3.891 0.000 
Educational level -> ML 0.003 0.004 0.021 0.129 0.897 
Educational level -> WL 0.049 0.050 0.026 1.891 0.059 
Income level -> ML -0.025 -0.028 0.025 1.019 0.309 
Income level -> WL 0.017 0.019 0.028 0.611 0.542 
LP -> ML 0.365 0.360 0.065 5.630 0.000 
ML -> WL 0.848 0.847 0.013 64.049 0.000 
SP -> ML 0.342 0.345 0.065 5.225 0.000 
gender -> ML -0.016 -0.015 0.022 0.704 0.482 
gender -> WL -0.012 -0.014 0.027 0.452 0.652 

 

Based on data analysis results, several key findings can be found. First, entertainment purpose as a Play factor 

significantly affects younger online viewers’ motivation to watch video game live streaming. The research accords 

with prior studies that entertainment is the primary motivation for online viewers to use live streaming platforms. 

Second, social purpose from the others unit is important for online viewers while watching video game live 

streaming. Online social interaction provided by video game live streaming platforms can enhance connections with 

strangers and strengthen ties with peers. Third, leisure purpose as a Downtime factor positively affects online 

viewers’ watching intention on live streaming platforms. Online viewers can reward live streamers through the gift-

sending system and communicate game strategies with other audiences while watching video game live streaming. 

It satisfies younger viewers’ leisure purposes. Furthermore, younger viewers’ watching motivation positively affects 

them to watch video game live streaming. Finally, for younger online viewers, three control variables, including 

gender, education background, and income level, demonstrate insignificant effects across the relationships.  

6.2 Theoretical and practical implications 

Although the problematic use of video game live streaming has become an academic concern, almost none 

scholars systematically analyse younger online viewers’ watching motivation in a positive way (Cabeza-Ramí rez et 

al., 2021; C.-Y. Chen & Chang, 2019). Getting video game live streaming in perspective can help scholars understand 

it more fully and manage it appropriately. With the improvement of video game live streaming platforms, many 

younger online viewers are attracted by video game live streaming and tend to engage in related activities. In 

addition to focusing on its adverse impacts, the study should also consider its positive influence on younger viewers’ 

mental health, such as releasing mental pressure, providing social opportunities, and keeping a work-life balance. 

Its positive impact is indispensable in younger viewers’ daily life. Meanwhile, unlike previous literature, the paper 

starts from a psychological point of view and establishes the research model based on the P-O-D and motivation 

theories. It mainly focuses on younger online viewers’ watching motivation and analyses influencing factors from 

three aspects, including Play, Others and Downtime units. It helps explain how younger online viewers’ 

entertainment, social and leisure purposes are satisfied by watching video game live streaming, providing a new 

research perspective for future studies.  

Regarding the practical implication, watching video game live streaming is essential for younger viewers while 

considering their actual situations. First, younger online viewers face the dual pressures of study and work unlike 

other age groups. A suitable entertainment activity can help them alleviate the stress of life and get a pleasant 

experience, which is beneficial for their mental health. Meanwhile, influenced by the COVID-19 pandemic, the 

younger group are at high risk for mental illness (Huang & Zhao, 2020). As an example, most offline social and 

entertainment activities have been cancelled by local governments, which disrupts younger adults’ everyday lives. 
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According to the mental health survey designed by Huang and Zhao (2020), younger people suffer from a higher 

prevalence of anxiety disorders and depressive symptoms than older people. Unlike offline activities, watching 

video game live streaming can avoid offline contact and meet younger viewers’ entertainment, social and leisure 

needs, especially during the normalization of epidemic prevention and control. Online viewers can maintain social 

relationships with peers and release mental stress through the video game live streaming activities. Therefore, 

future studies should accept the positive impact of video game live streaming and guide younger viewers to 

participate correctly in this activity. 

6.3 Limitations and future study 

It could be the first time to draw on the P-O-D theory to explore online viewers’ watching motivation, and there 

would be some theoretical limitations while designing the research model. The P-O-D principle aims to focus on 

parenting skills in the field of psychology rather than user motivation. Meanwhile, it advocates that young people 

maintain a healthy life in a natural way rather than relying on electronic devices. Hence, future studies must keep 

examining the validity of the P-O-D theory, i.e., applying it to test other age groups’ watching motivation or using it 

to focus on online users’ other motivations. Furthermore, the study selects samples from the Douyu platform that 

might be different from the video game live streaming in Western countries, such as Twitch and YouTube Gaming. 

Considering the limitation of data collection, future studies should make comparisons between Eastern online 

viewers and Western online viewers and discuss the uniqueness between different platforms, providing specific 

managerial suggestions for platform managers.  

7. Conclusion 

Considering the rapid development of video game live streaming, the paper analyses younger online viewers’ 

motivation to watch video game live streaming. Unlike existing studies, it draws on the P-O-D theory and the 

motivation theory to establish the research model, aiming to explain younger viewers’ watching motivation in a 

positive way. Through the data analysis, the study demonstrates that watching video game live streaming can satisfy 

younger viewers’ entertainment, social and leisure purposes. It is important entertainment for younger viewers 

during the COVID-19 pandemic. Therefore, future studies should identify the positive impact of video game live 

streaming and guide younger viewers to participate properly in this activity. 
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