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PENGARUH EFFORT EXPECTANCY, PERCEIVED
USEFULNESS, PERCEIVED ENJOYMENT, DAN
PERCEIVED ATTRACTIVENESS TERHADAP GAME
LOYALTY INTENTION PADA GAME LETHAL
COMPANY

(Miska Khalifa Saldian)

ABSTRAK

Penelitian ini bertujuan untuk menganalisis pengaruh Effort Expectancy,
Perceived Usefulness, Perceived Enjoyment, dan Perceived Attractiveness terhadap
Game Loyalty Intention pada game Lethal Company. Loyalitas pemain merupakan
elemen penting bagi keberhasilan jangka panjang game, terutama di pasar yang
kompetitif seperti industri game online. Penelitian ini menggunakan pendekatan
kuantitatif dengan metode survei melalui kuesioner, yang disebarkan kepada 95
responden yang memenuhi kriteria. Data dianalisis menggunakan regresi linier

berganda.

Hasil penelitian menunjukkan bahwa Perceived Usefulness dan Perceived
Enjoyment memiliki pengaruh positif signifikan terhadap Game Loyalty Intention,
sedangkan Effort Expectancy dan Perceived Attractiveness tidak menunjukkan
pengaruh yang signifikan. Temuan ini menunjukkan bahwa manfaat yang dirasakan
serta kesenangan dalam bermain menjadi faktor utama dalam membangun loyalitas
pemain. Sebaliknya, daya tarik visual dan kemudahan penggunaan tidak cukup
memengaruhi niat loyalitas pemain. Penelitian ini memberikan wawasan bagi
pengembang game untuk fokus meningkatkan elemen yang memaksimalkan

manfaat dan kesenangan bagi pemain.

Kata kunci: Effort Expectancy, Perceived Usefulness, Perceived Enjoyment,

Perceived Attractiveness, Game Loyalty Intention, Game, Lethal Company.
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THE INFLUENCE OF EFFORT EXPECTANCY, PERCEIVED
USEFULNESS, PERCEIVED ENJOYMENT, AND PERCEIVED
ATTRACTIVENESS TERHADAP GAME LOYALTY
INTENTION AT LETHAL COMPANY GAME

(Miska Khalifa Saldian)

ABSTRACT

This study aims to analyze the influence of Effort Expectancy, Perceived
Usefulness, Perceived Enjoyment, and Perceived Attractiveness on Game Loyalty
Intention in the game Lethal Company. Player loyalty is a crucial element for the
long-term success of games, especially in a competitive market like the online
gaming industry. This research employs a quantitative approach using a survey
method through questionnaires distributed to 95 eligible respondents. The data were

analyzed using multiple linear regression.

The results indicate that Perceived Usefulness and Perceived Enjoyment
positively and significantly influence Game Loyalty Intention, while Effort
Expectancy and Perceived Attractiveness do not show a significant effect. These
findings suggest that perceived benefits and enjoyment play key roles in fostering
player loyalty, whereas visual appeal and ease of use are less impactful. This study
provides insights for game developers to prioritize elements that enhance benefits

and enjoyment for players.

Keywords: Effort Expectancy, Perceived Usefulness, Perceived Enjoyment,

Perceived Attractiveness, Game Loyalty Intention, Game, Lethal Company
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