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            초록
          
        

        
          This study was conducted to analyze the intention of baby boomers to participate in mobile game by applying the UTAUT2 model. To prevent the spread of COVID-19, a total of 209 data were collected online and offline. The collected data were analyzed using the SPSS 24 and AMOS 22.0 programs. Frequency analysis among methods of descriptive statistics, factor analysis, reliability analysis, validity test, correlation analysis and structural equation model analysis by using UTAUT2 were performed. The results derived through the research are as follows. First, Among the constituent factors of the UTAUT2 model, the factors that influence the intention to participate in mobile game of the baby boomers were identified as performance expectancy, social influence, facilitating conditions, hedonic motivation, and price value. Second, among the constituent factors of the UTAUT2 model, it was confirmed that the effort expectancy did not affect the intention of the baby boomers to participate in mobile game. This study is significant in finding out what motives for babyboom generations to participate in mobile game.
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