
		
			[image: Cover image]
		

	
    
      
        
          	
          	
        

        
          	
        

        
          	
            [ Article ]
          
        

        
          	Korean Journal of Leisure, Recreation & Park - Vol. 46, No. 3, pp.27-40
        

        
          	ISSN: 1598-0413			
					(Print)
				
        

        
          	Print  publication date  30 Sep 2022

        

        
          	Received  29 Jul 2022
Revised  08 Sep 2022
Accepted  23 Sep 2022

        

        
          	
            KSLRP_2022_v46n3_27

            DOI: 
            https://doi.org/10.26446/kjlrp.2022.9.46.3.27
          
        

        
          	
            비대면 여가활동 참여유형에 따른 재미가 진지한 여가에 미치는 영향
          
        

        
          	
            Sa, Hye Ji1 ; Han, Jee-Hoon2 ; Lee, Pyoung Won3


          
        

        
          	1Yonsei University

        

        
          	
        

        
          	2Yonsei University

        

        
          	
        

        
          	3Hanyang University

        

        
          	
        

        
          	
            The Effect of Fun Factor on Serious Leisure according to the type of participation in non-face-to-face leisure activities
          
        

        
          	
            사혜지1 ; 한지훈2 ; 이평원3


          
        

        
          	
        

        
          	1연세대학교 강사

        

        
          	
        

        
          	2연세대학교 강사

        

        
          	
        

        
          	3한양대학교 강사

        

        
          	
            Correspondence to: Han, Jee-Hoon E-mail:  lv010@hanmail.net
          
        

        
          	
        

        
          	
            

            

          
        

      

      
        
          	
          	
        

      

      
        
          
            초록
          
        

        
          The purpose of this study is to investigate the effect of the fun factor of participation in non face-to-face leisure activities, which is a new participatory paradigm after the declaration of a pandemic, on serious leisure. A questionnaire was used as a measurement tool for the conduct of the study, and a total of 422 data were collected and analyzed. SPSS and AMOS programs were used and data were analyzed through frequency analysis, reliability analysis, confirmatory factor analysis, correlation analysis, and multiple regression analysis. The results of this study conducted in this way are as follows. First, participation in non-face-to-face leisure activities was found to have an effect on interaction, physical strength improvement (health), family support, praise and pleasure, which are sub-factors of fun. Second, the effect of non-face-to-face leisure activity participation type, physical strength improvement (health), interaction, and interpersonal relationship (teamwork) among the sub-factors of fun had a significant effect on serious leisure in physical and social leisure activity participation. For cultural activities, physical strength improvement (health), praise and pleasure, interaction, and family support had a significant effect on serious leisure. Lastly, in the case of intellectual activity, it was found that all sub-factors of the fun factor had a significant effect on serious leisure. As a result of this study, it is necessary to recognize the importance of the fun factor in order to activate non-face-to-face leisure participation in the future and to encourage participation by focusing on it.
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