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ABSTRACT 

 
This study wants to develop a research framework combines the Technology Acceptance Model (TAM) 
and perceived playfulness to explore the influence of perceived ease of use (PEOU) and perceived 
playfulness on attitudes toward using and behavioral intention to use innovative technology 
entertainment product. This study chose Wii to understand consumer attitude and behavioral intention to 
use it. We found that PEOU and perceived playfulness have significant influences on attitude toward 
using Wii. PEOU has a significant influence on perceived playfulness. And attitude toward using has 
significant influence on the behavioral intention to use Wii. 

 

INTRODUCTION 

 
The development and application of technology has brought about many changes in human life. 
Innovative technology products are complex and the life cycle is short (Huang, Cheng, and Tzeng, 2010). 
The market changes quickly creating high risk. Facing high risk market characteristics, when consumers 
buy such products, the consumption behavior should be different from that for general products. 
Therefore, firms must create marketing strategies for different product attributes (Kotler & Keller, 2012). 
The research framework for Wii combines the Technology Acceptance Model (TAM) and perceived 
playfulness to explore the influence of perceived ease of use (PEOU) and perceived playfulness on 
attitudes toward using and behavioral intention to use Wii.  
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LITERATURE REVIEW AND HYPOTHESES 

 
Technology Acceptance Model (TAM) 
Davis (1989) modified TRA and presented a TAM that explained the relationship between the computer 
and user behavior. TAM wanted to simplify TRA and try to explain the determinant of technology 
acceptance. TAM discusses user behavior about new technology acceptance and tries to analyze various 
factors that affect user technology acceptance. TAM does not adopt the TRA subjective norm. However, 
it collects related literature and presents the perceived usefulness and perceived ease of use effects on 
attitude toward using. TAM uses perceived usefulness and perceived ease of use as independent 
variables. Attitude toward using, behavioral intention to use and actual system use are the dependent 
variables. Behavioral intention to use is determined by perceived usefulness and attitude toward using. 
Attitude toward using is determined by perceived usefulness and perceived ease of use. Perceived ease 
of use also influences perceived usefulness. The easier the system is to use, the more positive the 
behavioral intention to use. Perceived ease of use and perceived usefulness are influenced by external 
variables, such as user characteristics, system characteristics and organizational factors.  
               
Perceived Playfulness 
Stephenson (1967) presents The Play Theory of Mass Communication that claims people are immersed 
in the game because it possesses isolation characteristics. Surfing the Internet also possesses these 
characteristics. When people focus on doing something, they lose self-consciousness and experience a 
great deal fun that is self-involvement. Csikszentmihalyi (1975) presented Flow Theory to discuss when 
an individual is wholly involved in a certain behavior or activity, his psychological status changes. He 
defines flow as when an individual focuses on a certain behavior or activity and enters a common 
experience model. His consciousness focuses on a very narrow domain. Hence, he will filter out some 
irrelevant perceptions and thoughts and lose self-consciousness. However, through controlling the 
environment, he has a reaction to specific objectives and clear feedback. Csikszentmihalyi (1975) 
presented four dimensions of flow status. The four dimensions are concentration, control, loss of 
self-consciousness and transformation of time. Playfulness is proposed by Lieberman (1977) at the 
earliest, and then Barnett (1991) continues to study and presents two methods to discuss Playfulness. 
One method is trait of playfulness that playfulness is the characteristics of an individual excitability and 
relates to the characteristics of an individual stability rather then as the situation changed. The other 
method is state of playfulness that playfulness is the state characteristics of an individual interact with 
the situation. Moon and Kim (2001) developed perceived playfulness based on Csikszentmihalyi’s Flow 
Theory (1975) to try to understand the influence of surfing the Internet. Malone (1981) points out in the 
state of playfulness, it will excite curiosity of feeling and perception. When people are in the state of 
playfulness, it appears interaction itself is fun rather than other external motivation (Malone, 1981).  
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Hypotheses 
According to the above mentioned, we propose the following research hypotheses.  
H1: Perceived ease of use has positive influences on perceived playfulness of Wii. 
H2: Perceived playfulness has positive influences on attitude toward using Wii. 
H3: Perceived ease of use has positive influences on attitude toward using Wii. 
H4: Attitude toward using has positive influences on behavioral intention to use Wii. 
 

RESEARCH DESIGN AND FRAMEWORK 

 

Research Design 

We collected relevant literature to develop the questionnaire content, variable definitions and operational 
definitions. The draft questionnaire is based on the scale of related literatures and research motivation, 
purpose and product characteristics. We adopted convenience sampling to collect research data. There 
are two major parts to the questionnaire. The first part is perceived playfulness and there are eight items. 
The second part is TAM (includes perceived ease of use, attitude toward using and behavioral intention 
to use) and there are thirteen items. We adopted Likert seven-point scale to measure the responses and 1 
is strongly disagreement and 7 is strongly agreement.    

       
Research Framework 
This research framework is based on TAM proposed by Davis (1989) and combines concentration, 
curiosity and enjoyment of perceived playfulness proposed by Moon and Kim (2001). This study 
considers that Wii is a product for entertainment and when people use it, they will produce a situation of 
concentration, curiosity and enjoyment. Perceived Playfulness was therefore added to the framework to 
replace perceived ease of use. Figure 1 is the research framework.  

 
Figure 1.—Research Framework 
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RESEARCH RESULTS 

 
Sample description 
The research subjects were college and university students. Convenience sampling was adopted for the 
online questionnaire survey. We obtained 510 questionnaires with 240 valid. The sample gender 
portfolio included about half males and females.  
 
Reliability Analysis and Validity Analysis 
Table 1 is the reliability analysis and Cronbach's α for all questionnaire constructs greater than 0.7, 
representing high internal consistency and reliability as proposed by Nunnally (1978). 
 

Table 1.—Reliability Analysis 

Construct Cronbach's α 

Perceived Playfulness 0.924 

Perceived Ease of Use 0.941 

Attitude toward Using 0.911 

Behavioral Intention to Use 0.939 
 
Fornell and Larcker (1981) pointed out that there are three criteria for assessing convergence validity. 
First, all the standardized factor loadings should be greater than 0.5. Second, the composite reliability 
(CR) should be greater than 0.8. Third, the average variance extracted (AVE) should be greater than 0.5. 
CR should be greater than 0.5 as proposed by Hair et al. (1998) as the minimum acceptable level. Based 
on the above criteria, convergence validity was assessed for all constructs. This study used confirmatory 
factor analysis (CFA) and removed items with a factor loading less than 0.5. Table 2 shows the 
Convergent Validity.   
 

  Table 2.—Convergent Validity Analysis 
 Perceived Playfulness Perceived Ease of Use Attitude toward 

Using 
Behavioral 

Intention to Use 
CR 0.925 0.943 0.913 0.942 

AVE 0.614 0.704 0.779 0.845 
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Fornell and Larcker (1981) proposed that good discriminant validity is its own construct and AVE 
should be greater than among other constructs square of the correlation. Table 3 shows this study among 
constructs have discriminant validity.   

 
Table 3.—Discriminant Validity Analysis 

Variable 1 2 3 4 
Perceived Playfulness 0.784    
Perceived Ease of Use 0.647 0.839   
Attitude toward Using 0.721 0.760 0.883  

Behavioral Intention to Use 0.732 0.697 0.848 0.919 
Diagonal value is each construct of the square root of AVE.     

 
Structural Equation Modeling Analysis (SEM) 
Table 4 appears among constructs are relevant and p value is significant; therefore, it is fit to proceed 
with SEM analysis.     

Table 4.—Pearson Correlation Analysis  
Variable 1 2 3 4 

Perceived Playfulness 1    
Perceived Ease of Use 0.647(**) 1   
Attitude toward Using 0.721(**) 0.760(**) 1  

Behavioral Intention to Use 0.732(**) 0.697(**) 0.848(**) 1 
    **: significance level is 0.01  
 

Goodness-of-Fit is the evaluation of hypothetical path analysis model diagram and information collected 
whether each is fit. If goodness-of-fit is not ideal, it may represent that the model has some problems and 
it must be amended to achieve ideal goodness-of-fit level. We found our structure model has good model 
fit. The research results showed four hypotheses are supported. 

 

 CONCLUSIONS 

Perceived playfulness has a positive and significant effect on attitude toward using and it appears the 
consumer’s attitude toward using entertainment technology products should also focus on whether the 
product produces the situation of concentration, curiosity and enjoyment. Taking Wii for example, the 
firm promoted the product through Internet communities and game exhibitions. Moreover, consumers 
personally experience interactive game situations, entering a fun flow status and focusing on an 
interactive activity. When consumers feel it is interesting to play the game console, they may find that 
the interaction itself is quite fun and feel pleasure.  
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