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ABSTRAK 

Tujuan Penelitian ini adalah untuk menguji Pengaruh Online Experience 

Perceived Enjoyment dan Countinous Use Intention terhadap Purchase Intention 

for virtual goods pada game mobile legends bang-bang. Jenis penelitian ini yang 

digunakan adalah penelitian kuantitatif format ekplanasi. Penyebaran kuesioner 

populasi dalam penelitian ini adalah mahasiswa yudharta pasuran, Teknik 

pengambilan sampel ini dilakukan dengan purposive sampling dengan 330 

responden yang telah dihitng dengan rumus slovin. Variabel eksogen dalam 

penelitian ini yaitu online experience, perceived enjoyment, countinos use 

intention. Sedangkan variabel endogen dalam penelitian ini yaitu purchase 

intention for virtual goods. 

 Penelitian ini menggnakan data primer berupa kuesioner. Teknik Analisa 

data yang digunakan adalah dengan soffwere SPSS 26. Hasil penelitian ini 

menunjukkan bahwa : (1) online experience berpengaruh signifikan terhadap 

purchase intention for virtual goods. (2) perceived enjoyment berpengaruh 

signifikan terhadap purchase intention for virtual goods. (3) coutinous use 

intention berpengaruh signifikan terhadap purchase intention for virtual goods. 

Kata kunci : online experience, perceived enjoyment, countinous use intention, 

dan purchase intention for virtual goods. 
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ABSTRAK 

 

The purpose of this study was to examine the effect of Online Experience 

Perceived Enjoyment and Continuous Use Intention on Purchase Intention for 

virtual goods in the mobile legends bang-bang game. This type of research used 

is quantitative research with explanatory format. The distribution of the 

population questionnaire in this study was the students of Yudharta Pasuran. The 

sampling technique was carried out by purposive sampling with 330 respondents 

who had been calculated using the Slovin formula. Exogenous variables in this 

study are online experience, perceived enjoyment, continuous use intention. 

While the endogenous variable in this study is purchase intention for virtual 

goods. 

This study uses primary data in the form of a questionnaire. The data 

analysis technique used is the SPSS 26 software. The results of this study 

indicate that: (1) online experience has a significant effect on purchase intention 

for virtual goods. (2) perceived enjoyment has a significant effect on purchase 

intention for virtual goods. (3) continuous use intention has a significant effect 

on purchase intention for virtual goods. 

Keywords : online experience, perceived enjoyment, continuous use intention, 

dan purchase intention for virtual goods.  
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