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ANALISIS PENGARUH PERCEIVED VALUE TERHADAP 

CONTINUED USE DAN IN-APP PURCHASE INTENTIONS 

PADA MOBILE GAME POKEMON UNITE 

Jovita Adeline 
 

ABSTRAK 

 

Saat ini, terdapat banyak mobile game yang terdaftar dalam Google Play 

Store, maupun Apple Store. Salah satu mobile gim yang diminati di Indonesia 

adalah Pokemon Unite. Meskipun Pokemon Unite Indonesia memiliki 

peringkat yang tinggi dalam kategori jumlah unduhan, Indonesia tidak 

termasuk dalam daftar negara dengan in-app purchase yang tinggi pada 

mobile game Pokemon Unite. Penelitian ini menggunakan pendekatan 

deskriptif kuantitatif dengan non-probability sampling, melibatkan 109 

responden pemain Pokemon Unite, dan data dianalisis menggunakan 

perangkat lunak SmartPLS versi 3.0. Hasil penelitian menunjukkan bahwa 

kepuasan bermain (enjoyment) memiliki dampak positif terhadap niat 

penggunaan berkelanjutan (continued use intention). Selain itu, nilai sosial 

(social value) juga berpengaruh positif terhadap niat penggunaan 

berkelanjutan, dan niat penggunaan berkelanjutan sendiri berpengaruh 

terhadap niat pembelian (purchase intention). 

 

Kata kunci: Mobile Game, Pokemon Unite, Continued Use Intention, In-App 

Purchase Intention, Perceived Value 
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ANALYSIS OF THE EFFECT OF PERCEIVED VALUE ON 

CONTINUED USE INTENTION AND IN-APP PURCHASE 

INTENTION IN THE POKEMON UNITE MOBILE GAME 

Jovita Adeline 
 

ABSTRACT 

 

Currently, there are numerous mobile games listed on the Google Play Store 

and Apple Store. One of the popular mobile games in Indonesia is Pokemon 

Unite. Despite having a high download count in Indonesia, the country does 

not rank among those with high in-app purchases for the mobile game 

Pokemon Unite. This research adopts a quantitative descriptive approach 

with non-probability sampling, involving 109 respondents who play Pokemon 

Unite. The data is analyzed using SmartPLS software version 3.0. The 

research findings indicate that playing satisfaction (enjoyment) has a positive 

impact on continued use intention. Additionally, social value also positively 

influences continued use intention, and continued use intention itself has an 

impact on purchase intention 

 

Keywords: Mobile Game, Pokemon Unite, Continued Use Intention, In-App 

Purchase Intention, Perceived Value 
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