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PERAN EWOM POSITIF DALAMMEMBENTUK INTENSI

BERMAIN GAMER YANG TIDAK PUAS DI INDONESIA

MELALUI THEORY OF PLANNED BEHAVIOR

(William Suanto)

ABSTRAK (Indonesia)

Tujuan dari penelitian ini adalah menyelidiki perilaku post-consumption
dalam industri game dengan cara mengetahui lebih dalam bagaimana
positive eWOM mempengaruhi intensi gamer untuk bermain game jika
sebelumnya mereka merasa tidak puas pada game tersebut. Penelitian ini
menggunakan variabel attitude toward game dan subjective norms dari
Theory of Planned Behavior (TPB) serta trust toward developer untuk
menguji pengaruh positive eWOM terhadap intention to play. Penelitian ini
menggunakan pendekatan kuantitatif dengan sampel pemain game di
Indonesia sejumlah 150 orang. Data dianalisis menggunakan metode
Structural Equation Model (SEM) memakai perangkat lunak SmartPLS 3.0.
Temuan dari penelitian ini menunjukan bahwa positive eWOM tidak
memiliki pengaruh langsung terhadap intention to play pada pemain game
yang merasa tidak puas. Pengaruh positive eWOM terhadap intention to play
harus dimediasi oleh attitude toward game dan trust toward developer.
Salah satu kontribusi penelitian ini adalah memberikan informasi kepada
pengembang game terkait faktor-faktor apa saja yang dapat mempengaruhi
intensi pemain game untuk bermain jika sebelumnya mereka merasa tidak
puas pada game yang mereka kembangkan.

Kata kunci: Positive eWOM, Attitude toward game, Subjective Norms,
Trust toward developer, Intention to play
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THE ROLE OF POSITIVE EWOM IN SHAPING INTENTION TO

PLAY OF DISSATISFIED GAMERS IN INDONESIA THROUGH

THE THEORY OF PLANNED BEHAVIOR

(William Suanto)

ABSTRACT (English)

The purpose of this research is to explore post-consumption behavior in the
gaming industry by gaining a deeper understanding on how positive eWOM
can affect gamers’ intention to play if they were previously dissatisfied with
it. This research will use attitude toward the game and subjective norms as
variables from the Theory of Planned Behavior (TPB) as well as trust
toward developers to understand the effect of positive eWOM on the
intention to play. This research use quantitative Approach with a sample of
150 gamers from Indonesia. Data were analyzed using the Structural
Equation Model (SEM) method with SmartPLS 3.0 software. The findings
from this show that positive eWOM does not directly impact the intention to
play dissatisfied gamers. The influence of positive eWOM on intention to
play must be mediated by attitude toward game and trust toward developer.
One of the contributions from this study is to provide information to game
developers regarding the factors that can influence players’ intention to
play if they were previously dissatisfied with the gamer that they developed.

Keywords: Positive eWOM, Attitude toward game, Subjective Norms, Trust
toward developer, Intention to play
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