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O vyzkumu...

1. Mobilni komerce: hrani her na mobilnich telefonech
(2005-2006)

2. Standardizace internetovych prezentaci MNC
(2006-2007)

3. Standardizace/lokalizace reklamy v CR, Polsku a
Madarsku

(2008-7)



Co je Mobile commerce?

série procesU spojenych s pribéhem obchodnich transakci a
realizovanych prostrednictvim mobilnich technologii, a to on-line.

podmnozina e-commerce

Content services (zasilani zprav, prekladoveé slovniky, ...)
Messaging — zasilani informaci mezi uzivateli

Remote Access/Mobile Office (pristup k vnitrni podnikoveé siti — intranetu)
Emergency Services (napr. pohresované osoby)

Video a audio data — predevsim u siti treti generace
Entertainment — hry, vyherni soutéze, vyzvanéci melodie
Retailing — nakup, rezervace vstupenek...

Financial Services — banking a broking

Payment — uskutecnéni platebnich operaci pres mobilni telefon
Navigation — Global positioning system

Telemetry —automaticka vymeéna dat mezi stroji

Marketingove sluzby— SMS ankety, bezplatne zasilani firemniho loga na
mobil, vérnostni programy — sbirani “nakupnich bodd” pres SMS.



Mobile Entertainment Industry Map
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Fakta o mobilnich hrach

Trzby v US v roce 2008 1 miliarda dolarU (odhad In-Stat 2008)

66% z 147 oslovenych experty oCekava rust trzeb i v roce 2009.
Pokles 11% (TMRC 2009)

Vysoka fragmentace trhu kvudli rdznym OS a HW a omezene

standardizaci. Firmy voli

Zdroj: Juniper research (2006)
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Fakta o mobilnim hrani

e 57% zakaznik0 AT&T v US hraje hry, rostouci trend (AT&T
2009) (In-Stat 2008 — 30%)

e 15% si nekdy koupilo hru

e Znich 40% hraje alespon jednou tydne

e 50% hraje v pracovni dobe (7% kratkodoby relax)

e 62% pripadU hrani trva méné nez 15 minut.

e Podle vyzkumu NOKIA (2006) prumeérna delka hrani 28 min.

e Hracivs. hracky: 5o:50 — Muzi hraji castéji, zeny delsi cas v
jednom kuse". Muzi Castéji v pracovnim case.

e Jen 8% hracy hraje hry na mobilech s obrazovkou mensi nez 2
palce



Fakta o mobilnim hrani

e Ucel rozptyleni (60%), uklidnéni a relax (40%)

e Faktory: mam rad hry (62%), cena za hry je rozumna (52%),
libilo se mi demo (50%)

e (AT&T 2009)
e Graficka kvalita hry 84% (Nokia 2006).

e (Cena zahru: 4.30-4.80 Eur

e Cose hraje: klony PC her, logicke hry, hry navazane na
néjakou udalost (MS fotbal...) (GfK 2009)

e Puzzle (66%), Card/casino (51%), Board games (15%),
Action/adventures (15%)

e Tetris (20%) , Bejeweled (218%), Solitaire (17%) (AT&T 2009)



Situace v CR

e Penetrace mobilnich telefonl -devét z deseti ob¢and CR. (¢ast i 2 SIM karty)

e rozsifeniinternetu v mobilu v obecné populaci CR je zatim na pomérné nizké
urovni (7 %) Factum Invenio (2009)

Uéely vyuzivani mobilniho telefonu
(% aktivnich uZivatell interentu; N=988)
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odesilani SMS

fotoaparat
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Cil hlavniho vyzkumu
1. Zjistit co ovliviuje zajem Ci nezajem spotrebitelU
nahravat do mobilnich telefonU hry a hrat je.

2. Najit rozdily v techto faktorech napric rdznymi
zemémi: USA, Spanélsko a CR —,Global youth
culture?"

~Metodicky cil™:
Testovat pouzitelnost modelu TAM pro mobilni hry, a
to v upravene podobé.



Jak predikovat chovani?

e Skutecné vs. zamyslené chovani :LaPiere -
experiment (1934)

e Teorie zdUvodnéneho chovani (Fishbein Ajzen 1975)
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Teorie planovaneho chovani (Ajzen 1991)
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Aplikace T. zdUvodnéného chovani do sveta IT:
Technology Acceptance Model
(Davis, Bagozzi, Warshaw, 1989.)

Perceived
usefulness
A \
External Attitude Behavioral Actual
variables towards [—P» intentions [—P system use
using to use

Perceived /

ease of use

IT: zasadni vliv uzite¢nosti

Hry: dUlezitéjsi snadnost pouziti (ale Levely!). | tak pro vysvétleni hrani
nevhodny



Testovany model
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Data

Dotaznik:

46 vetsinou skalovych otazek sledujici 10 temat (faktoru)
g otazek na identifikaci respondentu

Translation-back translation

Konstrukci dotazniku predchazela pilotaz (experti)

Ziskano:

105 USA, 181 Spanélsko, 153 CR
Vékovy prdmér cca 20 let —v CR mirné starsi
Mirna prevaha muzu

Délka pouzivani mobilniho telefonu cca 5 let (v CR trochu
dele)



Please 3 nswera ll the questh ns.
1=Strong hy d b3 ree; 2=01sag ree! 3= Some what dl=agree;
First. we wou ld llke to ask some gene ral questionsabao ut you. Please choose the mast 4=HeltherdEagree noragree! S=Lomewhatag ree! 6= Agree: F=Strang v ag ree.
appropriate answer [rease Clrck only ane answer). Wnen | olay moolle games, | gecso | meaheed cnacl 1 H H a 5
Hotm old A wau? wmans ald for gar myvecyt nlng sk,
3 a
Vi E your ginderd T Har 7 Famale wWinliz | olay moolke games, | cruby fezlcnac] am 1 z 3 3
e5caning fiom realicy.
e madcal soec s L Single 2. Marrled In genacal, monlle gaming k& good iy 0o cnange my 1 2 3 a 5
Tour naclo nalicy 1. Czac 0 Repunlic 2. ocne g | 1 rgod.
1emoy olayling monlle games for 05 G 58 ke, noC st 1 H H a 5
Wnet bk wour weekly dinosank Income? T —
=L Te oy neing Immesad 1 £ KNG nem Gam s via 1 z 3 | a 5
Wi b tne aooeoslmace manthiy monlle nanodsans .
nouie nold [ncom e of your fam lie? oy 1 ol&y manle qamas for oo & njoy e . 1 2 ] a 5
Him kN nave wod DR using scelldlas |8 Lsss cnan Lowess 0. 1-2 wess o, 3-0 yea
anone? d. 4-5 weas 2. Horsenan 5 yeans Playlng games on & small moolle scoen b ceoaly 1 H H a 5
Do wou olay moolke games? L. Weyer 2. Poxlmscalled Qames eneliling.
3. Dovm nioaded games 4. Borneynes of games Playlng monlle s mes B & ozally delig oot ol & ps cbe nos, 1 H H a 5
'] Mot e mould e 0o K nct wo o owe call ooinbon of £ne oo ol Flay| ng monlle g8 mas | a0 affic s = Ay 0 0 1 z H a 5
Sl James wou Ol micn wourcell onane, Hers, Cmoolke ganes anaTained.
e ng A My & 0E TAIAMA T 060 ATIE T AT WO d NaE dom nladed, Playlng racolle ga mas maces oy (e e b 1 H ] & 5
orcnat ace gexlnscalled In wour call onone. We anre asking far
S yaurgenera lperceptionswhen you play theoe mable Playlng racolle gs e s [0 wkcn cne psce of mey (e, 1 2 3 a 5
Le games. Place C nooes CNE M OEt A0 060 0la0e & temer, accoading
mocne follaming evaluschie sc ake: Tae mecnank m smsce lacadmkn moolke games b o oly 1 F 3 a 5
funccio nal.
L=5trang by d leag ree; 2=01sag ree: I=Same what disagree; 1fInd m ool gs mas vwary eacckal, 1 3 3 3 5
F d4=Nelther d kag ree na ragree; 5=50 mewhatag ree; 6= Agree: F=Strang by ag ree.
Honlle gan s ooovide good aconom b walue. 1 H H a 5
My cell onons diolaws gamas 0 a0 STescchis oy, 1 2 ] a 5 5 7
Crwecall, | &m nanomy 'wica cne coscof moole games. 1 H 3 a 5
Tne gamas diolawed In my moolle nands & s 1 H H a 5 5 7
escneckalh 3oneali 0. Ghven £ne qualky of Cne co e, 1 FIndcne cooms o Iz =z ]a]s
1wz Cne Ay games oox on 8 moolke s, 1 H 3 a 5 5 T oyl ng ool be g mas coo nkgn.
Tnecosc of moolke games k a'fards ok andwomms nlis. 1 2 3 a 5
1 us ually fInd cne deglgn of moolle garmes vis valby 1 2 3 a 5 a 7
mrasche. Tne oekce | pawEo oy games on my moolls B s oally 1 H H a 5
Regardless of cnecy pe of & moaTal nm ent cney offer, 1 z 3 a 3 g 7 fesEd na Ok,
moplle games gsually e prawlfulcolos, graonks Jo B =y PO me oo develon my S kI In olaying rooolke 1 2 3 a 1
And |aoue. qam L.
1fInd moolle gameas vary apaxalning. 1 2 ] a 5 5 7 1fInd e &8sy o &8¢0 noe £a Olay moolle games. 1 2 ] a 5
Tne ancnus las m fo o monlle gam s kB cascning, and K 1 z ] a 5 5 7 Ifind koo ead w oo obay moonlles games. 1 z K a ]
okvs e um.
¥ ¥ a
Wy call onone deesnt e dEOlay games - K reslly Iz z=|za]s]| 6]~ fwfoen find moolle games dificuk oo oley. o L 5
amaTaln me,
lfindcne cime | 5 pand olaving moolle games cruly 1 H 3 a 5 [ 7 To olay moolke games wou donk neveco o 1 2 E a E
anfoyanle, conmpared 0o ocnar media, Desnnokegy SxnaT.
Rlaying monlle gamas E coaly & o, 1 3 3 3 B s 7 Tnecnances of exgeckncing cecnnkal falluees Inmonlle | L z 3 a 3
qames are oebacvely lom.
Playing wmkn maoolke gamas gecs me aa sy from ol 1 H H a 5 5 7 1 orefer & coucine focm of & ooaTaln e ncoo a0 1 H H a 5
¢ ¢
Blaying wkn mo Ol qames maces mefesicnaclam | L | 2 | 2 | & | 5| & | 7 unorediceanle o ne full of < nange.
In anocnas maeld.




Metodika testovani modelu

Konfirmacni faktorova analyza

e Provedena na celem vzorku dat + na jednotlivych
zemich (test latentnich proménnych)

(Faktorova analyza zkouma zavislosti mezi promeénnymi, zda je
mozne je seskupit do mensiho mnozstvi tzv. (latentnich)
faktord. KFP pak zkouma i existenci predpokladanych vztahU

mezi faktory) -
= 11
® =
@ 14




Metodika testovani modelu

Strukturalni modelovani (Structural equation
modeling) — pouzito jako konfirmacni prostredek

Model testovan na celych datech i na jednotlivych

zemich.

(SEM rozsiruje bézneé techniky regresni a faktorove analyzy pro testovani
komplexnich modeld vztahU.)




Vysedky a zavery

Navrzeny model statisticky obstal.

- Je dobré nahradit v TAM ,usefulness" za , preceived
convenience" — lepsi predikce chovani

Prekvapive ma véetsi vahu ,pohodli* nez ,zabava"

- Patrne souvisi s u¢elem mobilnich her —,,zabit ¢as"
kdykoliv a kdekoliv, kdyz je to nutné



Vysedky a zavery
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Vysedky a zavery

Konstrukce faktorU plati i na Urovni kazde ze tri zemi

- S obezretnosti: existuje homogenni segment
globalni mladeze

USA (vs. Spanélsko): vétsi vliv faktoru zabavy, pohodli,
vizualni stranky a novosti

CR (vs. USA): pohodli, snadnost ovladani, novost a
ekonomicka stranka

CR (vs. Spanélsko): vétsina faktord ma vétsi vahu



Omezeni

Nezohlednény byly tyto aspekty:
e online a offline hry

e technologicka stranka her (aplikace, SMS,
internetove hry)

e pohlavi a vék respondentU



