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Title The Continuance Intention of User’s Engagement in Multiplayer Video Games based on Uses and
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Abstract
One of the key success factors in video game industry, including multiplayer video game (MVG), is the
user’s continuance intention. The MVG industry runs in a highly competitive market. Users can shift to
another game as soon as they discover a slightly inconvenient issue. Thus, maintaining the user’s
enthusiasm in playing MVG for a long time is challenging for most games. The solution to prolong the
users’ engagement can be initiated by identifying all factors that facilitate the continuance use of
playing MVG. This study applied uses and gratifications theory to examine seven variables (enjoyment,
fantasy, escapism, social interaction, social presence, achievement, and self-presentation) and the
moderating effects of age and gender on the MVG continuance intention. The data analysis and the
model development were tested based on Partial Least Square method using the responses of 453
MVG users. The results revealed that enjoyment, fantasy, social interaction, achievement, and self-
presentation significantly affected the continuance intention of playing MVG, with enjoyment being the
strongest variable. The result also demonstrated the moderating effect of age and gender on the
relation between independent variables and continuance intention. The results and findings offered
additional insights into the system development to enhance the information system application.

Indexing

Language en

Supporting Agencies

Agencies -

References

References [1] H. van der van der Heijden, “User Acceptance of Hedonic Information Systems,” MIS Q., vol. 28,

no. 4, p. 695, 2004.

[2] D. Williams, N. Yee, and S. E. Caplan, “Who plays, how much, and why? Debunking the
stereotypical gamer profile,” J. Comput. Commun., vol. 13, no. 4, pp. 993-1018, Jul. 2008.


https://e-journal.unair.ac.id/index.php/JISEBI/about/editorialPolicies#focusAndScope
https://e-journal.unair.ac.id/index.php/JISEBI/about/editorialTeam
https://e-journal.unair.ac.id/index.php/JISEBI/about/displayMembership/225
https://e-journal.unair.ac.id/index.php/JISEBI/pages/view/pubethics
https://e-journal.unair.ac.id/index.php/JISEBI/about/editorialPolicies#peerReviewProcess
https://e-journal.unair.ac.id/index.php/JISEBI/pages/view/AbstractnIndexing
https://e-journal.unair.ac.id/index.php/JISEBI/about/submissions#authorGuidelines
https://e-journal.unair.ac.id/index.php/JISEBI/author/submit
https://e-journal.unair.ac.id/index.php/JISEBI/about/submissions#authorFees
https://e-journal.unair.ac.id/index.php/JISEBI/pages/view/ReviewersGuideline
https://docs.google.com/forms/d/1zHhKRUua83O-rWUywz3K39JGb9hgkz4C7B8gpQHPqHU
https://e-journal.unair.ac.id/JISEBI/pages/view/Accredited
http://issn.pdii.lipi.go.id/issn.cgi?daftar&1430286520&1&&
http://issn.pdii.lipi.go.id/issn.cgi?daftar&1508751691&1&&
https://www.scopus.com/results/results.uri?src=s&sort=plf-f&searchTerms=%3f%21%22*%24&sid=2f4714c1375c932161ee059b2baf6ecf&sot=b&sdt=b&sl=189&s=%28REF%28%22Journal+of+Information+Systems+Engineering+and+Business+Intelligence%22%29+OR+REF%28%22J.+Inf.+Syst.+Eng.+Bus.+Intell.%22%29+OR+DOI%2810.20473%2fjisebi%29+OR+REF%28%22J.+Inf.+Syst.+Eng.+Business+Intell.%22%29%29&cl=t&offset=1&ss=plf-f&ws=r-f&ps=r-f&cs=r-f&origin=resultslist&zone=queryBar
https://scholar.google.co.id/citations?user=kjMPzcsAAAAJ&hl=en
https://e-journal.unair.ac.id/index/user
https://e-journal.unair.ac.id/JISEBI/user/profile
https://e-journal.unair.ac.id/JISEBI/login/signOut
https://e-journal.unair.ac.id/JISEBI/author/index/active
https://e-journal.unair.ac.id/JISEBI/author/index/completed
https://e-journal.unair.ac.id/JISEBI/author/submit
https://e-journal.unair.ac.id/JISEBI/issue/archive
https://e-journal.unair.ac.id/JISEBI/search/authors
https://e-journal.unair.ac.id/JISEBI/search/titles
https://e-journal.unair.ac.id/index
https://docs.google.com/document/d/127IPp9HhaqgtbhnHip3KlFdf50hbuH-J/edit?usp=sharing&ouid=115218312262094481447&rtpof=true&sd=true
https://e-journal.unair.ac.id/JISEBI/index
https://e-journal.unair.ac.id/JISEBI/about
https://e-journal.unair.ac.id/index/user
https://e-journal.unair.ac.id/JISEBI/search
https://e-journal.unair.ac.id/JISEBI/issue/current
https://e-journal.unair.ac.id/JISEBI/issue/archive
https://e-journal.unair.ac.id/JISEBI/announcement
https://e-journal.unair.ac.id/JISEBI/index
https://e-journal.unair.ac.id/JISEBI/user
https://e-journal.unair.ac.id/JISEBI/author
https://e-journal.unair.ac.id/JISEBI/author
https://e-journal.unair.ac.id/JISEBI/author/submission/9375
https://e-journal.unair.ac.id/JISEBI/author/submission/9375
https://e-journal.unair.ac.id/JISEBI/author/submission/9375
https://e-journal.unair.ac.id/JISEBI/author/submissionReview/9375
https://e-journal.unair.ac.id/JISEBI/author/submissionEditing/9375
https://e-journal.unair.ac.id/JISEBI/author/downloadFile/9375/30839/2
https://e-journal.unair.ac.id/JISEBI/user/email?to%5B%5D=Ira%20Puspitasari%20%3Cira.puspitasari%40gmail.com%3E&redirectUrl=https%3A%2F%2Fe-journal.unair.ac.id%2FJISEBI%2Fauthor%2Fsubmission%2F9375&subject=The%20Continuance%20Intention%20of%20User%E2%80%99s%20Engagement%20in%20Multiplayer%20Video%20Games%20based%20on%20Uses%20and%20Gratifications%20Theory&articleId=9375
https://e-journal.unair.ac.id/JISEBI/user/email?to%5B%5D=Nasa%20Dina%20%3Cnasazatadina%40vokasi.unair.ac.id%3E&redirectUrl=https%3A%2F%2Fe-journal.unair.ac.id%2FJISEBI%2Fauthor%2Fsubmission%2F9375&subject=The%20Continuance%20Intention%20of%20User%E2%80%99s%20Engagement%20in%20Multiplayer%20Video%20Games%20based%20on%20Uses%20and%20Gratifications%20Theory&articleId=9375
https://e-journal.unair.ac.id/JISEBI/user/email?redirectUrl=https%3A%2F%2Fe-journal.unair.ac.id%2FJISEBI%2Fauthor%2Fsubmission%2F9375&to%5B%5D=Ira%20Puspitasari%20%3Cira-p%40fst.unair.ac.id%3E&subject=The%20Continuance%20Intention%20of%20User%E2%80%99s%20Engagement%20in%20Multiplayer%20Video%20Games%20based%20on%20Uses%20and%20Gratifications%20Theory&articleId=9375
http://www.scopus.com/authid/detail.uri?authorId=56426242200&eid=2-s2.0-84911891900
https://scholar.google.co.id/citations?user=WLFv_ikAAAAJ&hl=id
https://e-journal.unair.ac.id/JISEBI/user/email?redirectUrl=https%3A%2F%2Fe-journal.unair.ac.id%2FJISEBI%2Fauthor%2Fsubmission%2F9375&to%5B%5D=Elzha%20Odie%20Syahputra%20%3Celzha.odie.syahputra-2014%40fst.unair.ac.id%3E&subject=The%20Continuance%20Intention%20of%20User%E2%80%99s%20Engagement%20in%20Multiplayer%20Video%20Games%20based%20on%20Uses%20and%20Gratifications%20Theory&articleId=9375
https://e-journal.unair.ac.id/JISEBI/user/email?redirectUrl=https%3A%2F%2Fe-journal.unair.ac.id%2FJISEBI%2Fauthor%2Fsubmission%2F9375&to%5B%5D=Indra%20Kharisma%20Raharjana%20%3Cindra.kharisma%40fst.unair.ac.id%3E&subject=The%20Continuance%20Intention%20of%20User%E2%80%99s%20Engagement%20in%20Multiplayer%20Video%20Games%20based%20on%20Uses%20and%20Gratifications%20Theory&articleId=9375
https://e-journal.unair.ac.id/JISEBI/user/email?redirectUrl=https%3A%2F%2Fe-journal.unair.ac.id%2FJISEBI%2Fauthor%2Fsubmission%2F9375&to%5B%5D=Ferry%20Jie%20%3Cf.jie%40ec.edu.au%3E&subject=The%20Continuance%20Intention%20of%20User%E2%80%99s%20Engagement%20in%20Multiplayer%20Video%20Games%20based%20on%20Uses%20and%20Gratifications%20Theory&articleId=9375

- [3] H. Jenkins, R. Purushotma, M. Weigel, K. Clinton, and A. J. Robison, Confronting the Challenges of
Participatory Culture: Media Education for the 21st Century. Cambridge: The MIT Press, 2009.

This file contains article
templates, as well as [4] J. Hamari, N. Hanner, and J. Koivisto, “Service quality explains why people use freemium services
instructions on how to prepare but not if they go premium: An empirical study in free-to-play games,” Int. J. Inf. Manage., vol. 37,

0.1, pp. 144571455, Fe. 2017

Systems Engineering and

Business Intelligence. [5] H. Li, Y. Liu, X. Xu, J. Heikkila, and H. van der Heijden, “Modeling hedonic is continuance through

the uses and gratifications theory: An empirical study in online games,” Comput. Human Behav., vol.
48, pp. 261-272, Jul. 2015.

[6] J.-B. E. M. Steenkamp and H. Baumgartner, “The Role of Optimum Stimulation Level in Exploratory
Consumer Behavior,” J. Consum. Res., vol. 19, no. 3, p. 434, Dec. 1992.

[7] 3. Kim and H.-A. Park, “Development of a health information technology acceptance model using
consumers’ health behavior intention.,” J. Med. Internet Res., vol. 14, no. 5, p. €133, Oct. 2012.

[8] I. Puspitasari and F. Jie, “Making the Information Technology (IT) Business Alignment Works: A
Framework of IT-based Competitive Strategy,” Int. J. Bus. Inf. Syst., vol. 34, no. 1, p. 1, 2020.

[9] K. J. Kim and S. S. Sundar, “Does screen size matter for smartphones? Utilitarian and hedonic
effects of screen size on smartphone adoption.,” Cyberpsychol. Behav. Soc. Netw., vol. 17, no. 7, pp.
466-73, Jul. 2014.

[10] S. Kim, K.-H. Lee, H. Hwang, and S. Yoo, “Analysis of the factors influencing healthcare
professionals’ adoption of mobile electronic medical record (EMR) using the unified theory of
acceptance and use of technology (UTAUT) in a tertiary hospital,” BMC Med. Inform. Decis. Mak., vol.
16, no. 1, p. 12, Dec. 2015.

[11] S.-S. Liaw and H.-M. Huang, “Perceived satisfaction, perceived usefulness and interactive learning
environments as predictors to self-regulation in e-learning environments,” Comput. Educ., vol. 60, no.
1, pp. 14-24, Jan. 2013.

[12] 1. Puspitasari, “Stakeholder’s expected value of Enterprise Architecture: An Enterprise
Architecture solution based on stakeholder perspective,” in 2016 IEEE/ACIS 14th International
Conference on Software Engineering Research, Management and Applications, SERA 2016, 2016.

[13] T. E. Ruggiero, “Uses and Gratifications Theory in the 21st Century,” Mass Commun. Soc., vol. 3,
no. 1, pp. 3-37, Feb. 2000.

[14] P. Ifinedo, “Applying uses and gratifications theory and social influence processes to understand
students’ pervasive adoption of social networking sites: Perspectives from the Americas,” Int. J. Inf.
Manage., vol. 36, pp. 192-206, 2016.

[15] J.-H. Wu, S.-C. Wang, and H.-H. Tsai, “Falling in love with online games: The uses and
gratifications perspective,” Comput. Human Behav., vol. 26, no. 6, pp. 1862-1871, Nov. 2010.

[16] L. Huang and Y. Hsieh, “Predicting online game loyalty based on need gratification and
experiential motives,” Internet Res., vol. 21, no. 5, pp. 581-598, Aug. 2011.

[17] 3. Henseler and W. W. Chin, “A Comparison of Approaches for the Analysis of Interaction Effects
Between Latent Variables Using Partial Least Squares Path Modeling,” Struct. Equ. Model. A Multidiscip.
3., 2010.

[18] C. Fornell and D. Larcker, “Evaluating structural equation models with unobservable variables and
measurement error,” J. Mark. Res., 1981.

[19] W. W. Chin, “How to Write Up and Report PLS Analyses,” in Handbook of Partial Least Squares,
2010.

[20] C. Chiu, C. Chang, H. Cheng, and Y. Fang, “Determinants of customer repurchase intention in
online shopping,” Online Inf. Rev., vol. 33, no. 4, pp. 761-784, Aug. 2009.

[21] C. Wen, V. Prybutok, and C. Xu, “An integrated model for customer online repurchase intention,”
J. Comput. Inf. Syst., 2011.

[22] Y.-Y. Kim, M.-H. Kim, and S. Oh, “Emerging factors affecting the continuance of online gaming:
the roles of bridging and bonding social factors,” Cluster Comput., vol. 17, no. 3, pp. 849-859, Sep.
2014.

[23] C. M. Jones, L. Scholes, D. Johnson, M. Katsikitis, and M. C. Carras, “Gaming well: Links between
videogames and flourishing mental health,” Front. Psychol., 2014.

[24] M. Suznjevic and M. Matijasevic, “Why MMORPG players do what they do: Relating motivations to
action categories,” 2010.

ISSN 2443-2555 (online) 2598-6333 (print). Published by Universitas Airlangga.

All article published in JISEBI are open access and under the CC BY license
(http://creativecommons.org/licenses/by/4.0/)

(<)

JISEBI Stats


https://docs.google.com/document/d/127IPp9HhaqgtbhnHip3KlFdf50hbuH-J/edit?usp=sharing&ouid=115218312262094481447&rtpof=true&sd=true
https://info.flagcounter.com/waJ9
http://statcounter.com/p10281917/?guest=1

