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ABSTRAK

Tingkat growth di industri game mobile meningkat secara signifikan dibandingkan
industri game PC dan console dari tahun sebelumnya, membuktikan bahwa industri
game mobile memiliki potensi yang besar. Namun, tidak demikian untuk industri
game mobile di wilayah Indonesia karena nilai pendapatan yang diperoleh oleh
developer game mobile di negara tersebut masih lebih kecil dibandingkan Thailand,
Malaysia, dan Singapura. Oleh karena itu, penelitian ini akan membahas faktor-
faktor apa saja yang mempengaruhi in-app purchase intention, yang mencakup
playfulness, access flexibility, social connectedness, good price, dan reward pada
pemain-pemain clash royale di Indonesia.

Dalam penelitian ini menggunakan desain riset deskriptif dengan metode non-
probability. Melalui teknik judgemental sampling, pengumpulan data primer
disebarkan melalui google form kepada pemain clash royale yang belum pernah
melakukan pembelian gem dengan usia minimal 18 tahun, dan pernah berinteraksi
di dalam clan. Data kemudian diolah menggunakan structural equation modeling.

Hasil dari penelitian ini mendapatkan temuan bahwa terdapat hubungan positif
antara playfulness terhadap mobile game loyalty, playfulness terhadap in-app
purchase intention, access flexibility terhadap mobile game loyalty, social
connectedness terhadap mobile game loyalty, social connectedness terhadap in-app
purchase intention, good price terhadap in-app purchase intention, reward
terhadap mobile game loyalty, dan mobile game loyalty terhadap in-app purchase
intention pada game mobile clash royale.

Kata Kunci : Playfulness, Access Flexibility, Social Connectedness, Good Price,
Reward, Mobile Game Loyalty, In-App Purchase Intention, Perceived Value Clash
Royale
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ABSTRACT

The growth in mobile gaming industry is increasing significantly compared to the
PC and console gaming in the previous year. It assumes that mobile games industry
has a great potential, but not in Indonesia. Because of the income value earned by
the mobile game developers in this country are smaller than Thailand, Malaysia,
and Singapore. So that, this research will investigate the factors that influence the
in-app purchase intention, which includes playfulness, access flexibility, social
connectedness, good price, and reward for Clash Royale players in Indonesia.

This research use descriptive design with non-probability methods. Through
judgmental sampling techniques, primary data collection is spread through Google
Form to Clash Royale players who never purchase a gem with 18 years old
minimum, and do a interaction in a Clan. Then the data is proceeds using structural
equation modelling.

The results of this research is finding that there is a positive relation between
playfulness in mobile gaming loyalty, playfulness in in-app purchase intention,
access flexibility to mobile gaming loyalty, social connectedness in mobile gaming
loyalty, social connectedness in in-app purchase intention, good price to the in-app
purchase intention, reward to loyalty of mobile gaming, mobile gaming loyalty to
the in-app purchase intention on mobile games Clash Royale.

Keyword : Playfulness, Access Flexibility, Social Connectedness, Good Price,
Reward, Mobile Game Loyalty, In-App Purchase Intention, Perceived Value, Clash

Royale
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