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ABSTRAK 

 

Beberapa teknologi saat ini yang sudah mulai digunakan untuk kebutuhan 

bermain game VR (Virtual Reality). Salah satu perusahaan raksasa Jepang yaitu 

Sony yang bergerak dibidang elektronik telah menciptakan sesuatu yang baru 

yang dinamakan Playstation VR. Playstation VR menawarkan pengalaman baru 

dalam bermain game konsol karena hanya Playstation VR sajalah yang 

menggunakan mesin konsol untuk bermain game. Penelitian ini ingin menganalisa 

hubungan antara perceived usefulness dan perceived ease of use dapat 

mempengaruhi attitude towards Playstation VR, perceived price dan product 

review mempengaruhi purchase intention serta hubungan antara attitude towards 

playstation VR dengan purchase intention.  

Model teoritis dalam penelitian ini disampaikan dengan 5 hipotesis yang 

akan diuji dengan menggunakan Structural Equation Model. Total data yang 

digunakan dalam penelitian ini adalah sebanyak 140 orang.  

Kata kunci : perceived usefulness, perceived ease of use, perceived price, product 

review, attitude towards Playstation VR, purchase intention 
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ABSTRACT 

 

Some of the current technologies that have started to be used for the needs 

of playing games are VR (Virtual Reality). One of the Japanese giants company 

Sony is engaged in electronics that has created something new called the 

Playstation VR. Playstation VR offers new gaming experience because only the 

Playstation VR alone uses a console engine to play games. This study wanted to 

analyze the relationship between perceived usefulness and perceived ease of use 

can influence attitudes toward Playstation VR, price perception and product 

review to purchase intention and relationship between attitudes toward 

playstation VR with purchase intention. 

The theoretical model in this study with 5 hypotheses to be reviewed by 

using Structural Equation Model. The total data used in this study is 140 people 

Keywords : perceived usefulness, perceived ease of use, perceived price, product 

review, attitude towards Playstation VR, purchase intention 
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