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FACTORS INFLUENCING CONTINUANCE USE INTENTION 
OF PUBG MOBILE : A USES AND GRATIFICATIONS 

THEORY APPROACH 

Cafrizky Rizaldy 

ABSTRAK 

Penelitian ini bertujuan mengidentifikasi faktor-faktor yang memengaruhi niat 
penggunaan berkelanjutan (continuance use intention) terhadap game PUBG 
Mobile di kalangan Generasi Z Indonesia, dengan menggunakan Teori Uses and 
Gratifications (UGT) sebagai kerangka utama. Meskipun PUBG Mobile sempat 
menjadi game populer dalam genre battle royale, jumlah pengguna aktifnya 
menurun dalam beberapa tahun terakhir. Penelitian ini berfokus pada gratifikasi 
yang mendorong pemain untuk terus bermain dan memberikan wawasan bagi 
pengembangan ilmu maupun praktik industri. Pendekatan kuantitatif digunakan 
dengan pengumpulan data melalui kuesioner daring kepada 183 responden usia 
17–26 tahun di Indonesia, dan 115 responden dipilih sebagai sampel akhir. 
Terdapat enam variabel independen berdasarkan UGT: content gratification, 
Temporal Gratification, entertainment, social interaction, technology 
gratification, dan game knowledge, yang diukur melalui 23 indikator teruji. 
Variabel dependen adalah niat penggunaan berkelanjutan. Analisis dilakukan 
dengan regresi linear berganda.Hasil menunjukkan bahwa content gratification, 
entertainment, social interaction, dan game knowledge berpengaruh signifikan 
terhadap niat penggunaan berkelanjutan, sedangkan Temporal Gratification dan 
technology gratification tidak berpengaruh pada continuance use intention. Nilai 
adjusted R² sebesar 0,744 menunjukkan model mampu menjelaskan 74% variasi 
niat penggunaan, sisanya 26% belum terjelaskan. Oleh karena itu, penelitian 
lanjutan dapat mengeksplorasi variabel tambahan seperti keterikatan emosional, 
estetika game, keadilan permainan, dorongan kompetitif, dan keterlibatan 
komunitas. Penelitian ini memperkaya literatur tentang perilaku game mobile di 
Indonesia, memvalidasi penerapan UGT (Teori Uses and Gratifications) dalam 
konteks digital interaktif, serta memberikan implikasi praktis bagi pengembang, 
pemasar, dan pemangku kepentingan dalam mempertahankan keterlibatan dan 
loyalitas pemain di tengah persaingan industri game yang kian sengit. 

Kata kunci: Niat Penggunaan Berkelanjutan, Teori Uses and Gratifications, 
PUBG (PlayerUnknown’s Battlegrounds) Mobile 
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FACTORS INFLUENCING CONTINUANCE USE INTENTION 
OF PUBG MOBILE : A USES AND GRATIFICATIONS 

THEORY APPROACH 

Cafrizky Rizaldy 

ABSTRACT 

This study investigates the factors influencing the continuance use intention of 
PUBG Mobile among Indonesian Generation Z users, using the Uses and 
Gratifications Theory (UGT) as the primary theoretical framework. Although 
PUBG Mobile was once a leading title in the mobile battle royale genre, it has 
experienced a steady decline in user engagement in recent years. This research 
aims to identify which gratifications most significantly contribute to players’ 
intentions to continue engaging with the game, offering valuable insights for both 
academic inquiry and industry application. A quantitative research design was 
employed, with data collected through online questionnaires distributed to 183 
respondents aged 17 to 26 across Indonesia. A total of 115 responses were 
selected as the final sample. The study examined six independent variables 
derived from UGT content gratification, Temporal Gratification, entertainment, 
social interaction, technology gratification, and game knowledge operationalized 
through 23 validated indicators. The dependent variable was continuance use 
intention. Data were analysed using multiple linear regression to determine the 
impact of each independent variable on the dependent variable. The findings 
revealed that four of the six gratification factors content gratification, 
entertainment, social interaction, and game knowledge had a statistically 
significant positive effect on continuance use intention. In contrast, Temporal 
Gratification and technology gratification did not show a significant impact, 
suggesting a shift in player preferences toward more meaningful and socially 
engaging gameplay experiences. The adjusted R² value of 0.740 indicates that 
74% of the variation in continuance use intention is explained by the model, 
leaving 26% unaccounted for. This suggests potential for future research to 
explore additional variables, such as emotional attachment, game aesthetics, 
perceived fairness, competitive drive, and community engagement. This study 
contributes to the limited literature on mobile gaming behaviour in Indonesia by 
applying UGT (Uses and Gratifications Theory) in the context of a game with 
declining user engagement. It offers theoretical contributions by validating Uses 
and Gratifications Theory in a mobile gaming environment and provides practical 
implications for developers, marketers, and other stakeholders seeking to improve 
player retention, engagement, and long-term loyalty in an increasingly 
competitive digital entertainment landscape. 

Keywords: Continuance use intention, Uses and gratification theory, Mobile 
gaming behaviour 



 
 

ix 
Factors Influencing Continuance…, Cafrizky Rizaldy, Universitas Multimedia Nusantara 

 
  

 

TABLE OF CONTENT 
 

NO PLAGIARISM STATEMENT ...................................................................... ii 

APPROVAL PAGE ............................................................................................. iii 

ENDORSEMENT PAGE .................................................................................... iv 

APPROVAL OF PUBLICATION ....................................................................... v 

PREFACE ............................................................................................................. vi 

ABSTRAK ............................................................................................................. vii 

ABSTRACT ......................................................................................................... viii 

TABLE OF CONTENT ....................................................................................... ix 

LIST OF TABLES ............................................................................................. xiii 

LIST OF FIGURES ........................................................................................... xiv 

LIST OF APPENDICES ..................................................................................... xv 

CHAPTER 1 INTRODUCTION ......................................................................... 1 

1.1 Research Background .................................................................................. 1 

1.2 Problem Formulation and Research Question ........................................... 14 

1.3 Research Objectives .................................................................................. 16 

1.4 Research Benefits ...................................................................................... 16 

1.4.1 Practical Benefits ................................................................................. 17 

1.4.2 Academic Benefits ............................................................................... 17 

1.5 Scope Limitation ....................................................................................... 17 

1.6 Writing System .......................................................................................... 18 

CHAPTER II  LITERATURE REVIEW ......................................................... 21 

2.1 Literature Review ...................................................................................... 21 

2.1.1  Uses and Gratifications Theory ..................................................... 21 

2.1.2  Content Gratification ........................................................................... 22 

2.1.3  Temporal Gratification ........................................................................ 23 

2.1.4  Entertainment ...................................................................................... 25 

2.1.5  Social Interaction ................................................................................ 25 

2.1.6 Technology Gratification ..................................................................... 27 

2.1.7 Game Knowledge ................................................................................. 28 

2.1.8 Continuance Use Intention ................................................................... 29 



 
 

x 
Factors Influencing Continuance…, Cafrizky Rizaldy, Universitas Multimedia Nusantara 

 
  

2.2 Conceptual Framework ............................................................................. 30 

2.3 Identified Literature Gaps ......................................................................... 31 

2.4 Hypothesis ....................................................................................................... 32 

2.4.1 Content Gratification Towards Continuance Use Intention ................. 32 

2.4.2 Temporal Gratification Towards Continuance Use Intention .............. 33 

2.4.3 Entertainment Towards Continuance Use Intention ............................ 34 

2.4.4 Social Interaction Towards Continuance Use Intention ....................... 34 

2.4.5 Technology Gratification Towards Continuance Use Intention .......... 35 

CHAPTER III  RESEARCH METHODS ........................................................ 42 

3.1 Overview of Research Object ................................................................... 42 

3.2 Research Design ........................................................................................ 45 

3.2.1 Research Type ...................................................................................... 45 

3.2.2 Research data ....................................................................................... 48 

3.3 Research Approach ......................................................................................... 49 

3.4 Data Collection Method .................................................................................. 50 

3.5 Research Scope ............................................................................................... 51 

3.5.1 Defining Population Target .................................................................. 52 

3.5.2 Defining Sampling Frame .................................................................... 53 

3.5.3 Defining Sampling Size ....................................................................... 53 

3.6 Sampling Technique ........................................................................................ 54 

3.7 Research Procedures ............................................................................... 57 

3.8 Operationalization of Variable ................................................................ 57 

3.9 Data Analysis Technique ................................................................................ 56 

3.9.1 Validity and reliability testing .............................................................. 56 

3.9.2 Classic Assumption Test ...................................................................... 57 

3.11 Hypothesis Test ............................................................................................. 59 

3.11.1 Simultaneous Significance Test ......................................................... 59 

3.11.2 Significance Test of Individual Parameters ....................................... 59 

3.11.3 Multiple Linear Regression Test ........................................................ 61 

3.12 Identification of Variable Research .............................................................. 62 

3.12.1 Independent Variable ......................................................................... 62 

3.12.2 Dependent Variable ............................................................................ 62 



 
 

xi 
Factors Influencing Continuance…, Cafrizky Rizaldy, Universitas Multimedia Nusantara 

 
  

CHAPTER IV  DATA ANALYSIS AND DISCUSSION ................................ 64 

4.1 Research Result Description ........................................................................... 64 

4.2 Respondent Characteristics ............................................................................. 65 

4.2.1 Respondent Characteristics by Age ..................................................... 65 

4.2.2 Respondent Characteristics by Gender ................................................ 66 

4.2.3 Respondent Characteristics by Profession ........................................... 67 

4.2.4 Respondent Duration of Engagement with PUBG Mobile .................. 68 

4.2.5 Respondent Daily Duration of Playing Games .................................... 69 

4.2.6 Respondent Monthly Budget Allocation for Games ............................ 70 

4.3 Descriptive Analysis ....................................................................................... 71 

4.3.1 Content Gratification ............................................................................ 72 

4.3.2 Temporal Gratification ......................................................................... 73 

4.3.3 Entertainment ....................................................................................... 74 

4.3.5 Technology Gratification ..................................................................... 77 

4.3.5 Continuance Use Intention ................................................................... 80 

4.4 Pre-Test Analysis ............................................................................................ 81 

4.4.1 Pre-test Validity Test ............................................................................ 81 

4.4.2 Pre-Test Reliability Test ...................................................................... 83 

4.5 Main Test ........................................................................................................ 84 

4.5.1 Validity Test ......................................................................................... 84 

4.5.2 Reliability Test ..................................................................................... 86 

4.5.3 Normality Test ..................................................................................... 87 

4.5.4 Multicollinearity Test ........................................................................... 88 

4.5.5 Heteroscedasticity Test ........................................................................ 89 

4.7 Hypothesis Test ............................................................................................... 90 

4.7.1 Simultaneous Significance Test ........................................................... 90 

4.7.2 Individual Parameter Significance Test ............................................... 91 

4.7.3 Multiple Linear Regression Test .......................................................... 93 

4.7.4 Coefficient Determinant ( ) ............................................................... 94 

4.8 Interpretation of Research Results .................................................................. 95 

4.8.1 The Effect of Content Gratification on Continuance Use Intention .... 95 

4.8.2 The Effect of Temporal Gratification on Continuance Use Intention .. 96 



 
 

xii 
Factors Influencing Continuance…, Cafrizky Rizaldy, Universitas Multimedia Nusantara 

 
  

4.8.3 The Effect of Entertainment on Continuance Use Intention ................ 96 

4.8.4 The Effect of Social Interaction on Continuance Use Intention .......... 97 

4.8.5 The Effect of Technology Gratification on Continuance Use Intention

 ....................................................................................................................... 98 

4.9 Managerial Implications .................................................................................. 99 

4.9.1 Efforts to Increase the Effects of Content Gratification towards Continuance 

Use Intention in Playing PUBG Mobile ................................................................ 99 

4.9.2 Efforts to Increase the Effects of Entertainment towards Continuance 

Use intention in Playing PUBG Mobile ...................................................... 101 

4.9.3 Efforts to Increase the Effects of Social Interaction towards   

Continuance Use Intention in Playing PUBG Mobile ................................ 103 

4.9.4 Efforts to Increase the Effects of Game Knowledge towards 

Continuance Use Intention in Playing PUBG Mobile ................................ 104 

CHAPTER V  CONCLUSION AND RECOMMENDATION ..................... 105 

5.1 Conclusion ..................................................................................................... 105 

5.2 Recommendation ........................................................................................... 109 

5.2.1 Managerial Recommendations ........................................................... 109 

5.2.2 Recommendation for Future Researchers .......................................... 113 

REFERENCE .................................................................................................... 116 

APPENDIX ........................................................................................................ 123 

 



 
 

xiii 
Factors Influencing Continuance…, Cafrizky Rizaldy, Universitas Multimedia Nusantara 

 
  

 

LIST OF TABLES 
Table 1.1 Mini Survey Result ............................................................................................ 12 

Table 2.1 Previous Studies ................................................................................................ 37 

Table 3.1 Operationalization of Variable ............................................................... 49 

Table 3.2 Criteria for Passing Validity and Reliability Test .................................. 56 

Table 4.1 Descriptive Interval Scale ...................................................................... 68 

Table 4.2 Respondent Analysis Data on Content Gratification ............................. 72 

Table 4.3 Respondent Analysis Data on Temporal Gratification .......................... 73 

Table 4.4 Respondent Analysis Data on Entertainment ......................................... 74 

Table 4.5 Respondent Analysis Data on Social Interaction ................................... 75 

Table 4.6 Respondent Analysis Data on Technology Gratification ....................... 77 

Table 4.6 Respondent Analysis Data on Game Knowledge .................................. 78 

Table 4.8 Respondent Analysis Data on Continuance Use Intention .................... 80 

Table 4.9 Pre-Test Validity Test Result ................................................................. 82 

Table 4.10 Pre-Test Reliability Test Result ........................................................... 83 

Table 4.11 Main test Validity Test Result ............................................................. 84 

Table 4.12 Main test Reliability Test Result .......................................................... 86 

Table 4.13 Skewness and Kurtosis Descriptive Statistic Table ............................. 87 

Table 4.14 Collinearity statistics table ................................................................... 89 

Table 4.15 Coefficient Determination of Dependent Variables ............................. 89 

Table 4.16 Simultaneous Significance Test ........................................................... 90 

Table 4.17 Individual Parameter Significance Test Table ..................................... 91 

Table 4.18 Individual Parameter Gignificance Test Table .................................... 94 



 
 

xiv 
Factors Influencing Continuance…, Cafrizky Rizaldy, Universitas Multimedia Nusantara 

 
  

 

LIST OF FIGURES 

Figure 1.1 Number Of Internet Users Playing Video Games In The World ......... 2 

Figure 1.2 Top Games That Gen Z Prefer in Indonesia ........................................ 3 

Figure 1.3 Downloads of PUBG Mobile From The Year 2018-2024 ................... 8 

Figure 1.4 PUBG Mobile In-game currency interface ........................................ 10 

Figure 2.1 Research Model ................................................................................. 26 

Figure 3.1 Player Unknown’s Battleground Mobile Logo .................................. 38 

Figure 3.2 PUBG Mobile In-Game Interface ...................................................... 39 

Figure 3.3 PUBG Mobile Global Championship Stage ...................................... 40 

Figure 3.4 PUBG Mobile In-Game Cosmetics ................................................... 40 

Figure 3.5 Research Design Framework ............................................................. 42 

Figure 3.6 The Sampling Design Process ........................................................... 48 

Figure 3.7 Classification Of Sampling Techniques ............................................ 51 

Figure 3.8 One Tailed t-Test Graph at 5 Percent level of Significance .............. 60 

Figure 4.1 Respondent Age Data ........................................................................ 65 

Figure 4.2 Respondent Gender Data ................................................................... 66 

Figure 4.3 Respondent Profession Data .............................................................. 67 

Figure 4.4 Respondent Duration of Engagement with PUBG Mobile Data ....... 68 

Figure 4.5 Respondent Daily Duration of Playing Games Data ......................... 69 

Figure 4.6 Respondent Monthly Budget Allocation for Games Data ................. 70 

Figure 4.7 Scatterplot .......................................................................................... 89 

Figure 4.8 Leaderboard on MLBB .................................................................... 101 

Figure 4.9 PUBG Mobile Collaboration with Blackpink .................................. 102 



 
 

xv 
Factors Influencing Continuance…, Cafrizky Rizaldy, Universitas Multimedia Nusantara 

 
  

 

LIST OF APPENDICES 

Appendix 1 Turnitin Result .................................................................................. 124 

Appendix 2 Main Journal Reference .................................................................... 138 

Appendix 3 Questionnaire .................................................................................... 157 

Appendix 4 Respondents ...................................................................................... 167 

Appendix 5 Pre-test Results ................................................................................. 169 

Appendix 6 Main-Test Results ............................................................................. 184 

Appendix 7 Thesis Consultation Form ................................................................ 202


	7d1be2a77c38afd34af5768a2fa8720ac8f4578421ffaeb372f1dabda8bd2144.pdf
	0388573689da537543652d79409c6c48c48f17d32ebc873ae8c3408d3974db0b.pdf
	bd6096215906b987b5f868deb96830c61b06795957a4b6f6fbba3bbc50f03860.pdf
	10f847a638578694b997c9d960234a6356859c22ce8d2507911336cc5f832c6b.pdf



	7d1be2a77c38afd34af5768a2fa8720ac8f4578421ffaeb372f1dabda8bd2144.pdf
	0388573689da537543652d79409c6c48c48f17d32ebc873ae8c3408d3974db0b.pdf
	NPS

	0388573689da537543652d79409c6c48c48f17d32ebc873ae8c3408d3974db0b.pdf
	AP

	0388573689da537543652d79409c6c48c48f17d32ebc873ae8c3408d3974db0b.pdf
	bd6096215906b987b5f868deb96830c61b06795957a4b6f6fbba3bbc50f03860.pdf
	10f847a638578694b997c9d960234a6356859c22ce8d2507911336cc5f832c6b.pdf


	0388573689da537543652d79409c6c48c48f17d32ebc873ae8c3408d3974db0b.pdf
	AOP

	0388573689da537543652d79409c6c48c48f17d32ebc873ae8c3408d3974db0b.pdf
	bd6096215906b987b5f868deb96830c61b06795957a4b6f6fbba3bbc50f03860.pdf
	preface new


	0388573689da537543652d79409c6c48c48f17d32ebc873ae8c3408d3974db0b.pdf
	bd6096215906b987b5f868deb96830c61b06795957a4b6f6fbba3bbc50f03860.pdf
	10f847a638578694b997c9d960234a6356859c22ce8d2507911336cc5f832c6b.pdf


	e676e804bbf3b2c01493679db6f733c78136cdc535af993c51099b01890f47bf.pdf
	0388573689da537543652d79409c6c48c48f17d32ebc873ae8c3408d3974db0b.pdf

	7d1be2a77c38afd34af5768a2fa8720ac8f4578421ffaeb372f1dabda8bd2144.pdf
	7d1be2a77c38afd34af5768a2fa8720ac8f4578421ffaeb372f1dabda8bd2144.pdf
	7d1be2a77c38afd34af5768a2fa8720ac8f4578421ffaeb372f1dabda8bd2144.pdf
	7d1be2a77c38afd34af5768a2fa8720ac8f4578421ffaeb372f1dabda8bd2144.pdf
	7d1be2a77c38afd34af5768a2fa8720ac8f4578421ffaeb372f1dabda8bd2144.pdf
	7d1be2a77c38afd34af5768a2fa8720ac8f4578421ffaeb372f1dabda8bd2144.pdf

