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            초록
          
        

        
          This study explored the structural relationships among enthusiasm for leisure, flow experience, and continued participation intention in the context of esports as a leisure activity. Specifically, it examined whether enthusiasm for leisure fosters sustained engagement directly or indirectly through the experience of flow. Survey data were collected from 349 adults with recent esports participation, and structural equation modeling (SEM) was used to test the proposed model.

          The results revealed that enthusiasm for leisure had a significant positive effect on flow, and flow, in turn, significantly influenced continued participation intention. However, the direct effect of enthusiasm for leisure on continued participation was not statistically significant, suggesting that flow fully mediates the relationship between enthusiasm and sustained participation.

          These findings underscore the central role of flow in maintaining engagement in digital leisure contexts such as esports. The study contributes theoretically by clarifying how emotional involvement leads to behavioral persistence through immersive experience. Practically, it highlights the need for esports platforms to enhance flow through tailored challenges, real-time feedback, and user-centered design strategies, ultimately promoting long-term participation.
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