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Abstrak 

 

Muhammad Iqbal Elvisa (2022), Pengaruh Perceived Value dan Stickiness 

Terhadap Intention to Make an In-App Purchase  Pada Gamer ‘Genshin Impact’ 

(Studi Pada Anggota Grup Facebook ‘Genshin Impact Indonesia Official’). 

Pembimbing: Laila Refiana Said 

Tujuan dilakukannya penelitian ini adalah untuk menganalisis (1) pengaruh 

perceived value terhadap intention to make an in app purchase, (2) pengaruh 

perceived value terhadap stickiness, (3) pengaruh stickiness terhadap intention to 

make an in app purchase, (4) pengaruh perceived value terhadap intention to 

make an in app purchase melalui stickiness pada gamer Genshin Impact. 

Penelitian ini menggunakan pendekatan kuantitatif. Responden dalam 

penelitian ini adalah 447 anggota grup facebook ‘Genshin Impact Indonesia 

Official’. Metode sampling yang digunakan adalah metode nonprobability 

sampling dengan teknik sampling purposive. Teknik pengumpulan data 

menggunakan kuesioner yang mana hasilnya diolah menggunakan SEM-PLS 

(Smart PLS 4.0) 

Hasil penelitian menunjukkan bahwa variabel perceived value berpengaruh 

positif dan signifikan terhadap intention to make an in app purchase; Terdapat 

pengaruh positif dan signifikan variabel perceived value terhadap stickiness; 

Terdapat pengaruh positif dan signifikan variabel stickiness terhadap intention to 

make an in app purchase;Perceived value berpengaruh positif dan signifikan 

terhadap intention to make an in-app purchase melalui stickiness bagi gamer 

Genshin Impact. 

 

Kata Kunci: Perceived Value, Stickiness, Intention to Make an In-app Purchase. 
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Abstract 

 

Muhammad Iqbal Elvisa (2022), The Influence of Perceived Value and 

Stickiness on Intention to Make an In-App Purchase in 'Genshin Impact' Gamers 

(Study on Members of the Facebook Group 'Genshin Impact Indonesia Official'). 

Advisor: Laila Refiana Said 

The purpose of doing this research is to analyze (1) the effect of perceived 

value on the intention to make an in app purchase, (2) the effect of perceived 

value on stickiness, (3) the effect of stickiness on the intention to make an in app 

purchase, (4) the effect of perceived value on intention to make an in app 

purchase through stickiness to Genshin Impact gamers. 

This study uses a quantitative approach. Respondents in this study were 447 

members of the Facebook group 'Genshin Impact Indonesia Official'. The 

sampling method used is nonprobability sampling method with purposive 

sampling technique. The data collection technique uses a questionnaire where the 

results are processed using SEM-PLS (Smart PLS 4.0) 

The results of the study show that the perceived value variable has a 

positive and significant effect on the intention to make an in app purchase; There 

is a positive and significant influence of perceived value variable on stickiness; 

There is a positive and significant effect of the stickiness variable on the intention 

to make an in app purchase; Perceived value has a positive and significant effect 

on the intention to make an in-app purchase through stickiness for Genshin 

Impact gamers. 

 

Keywords: Perceived Value, Stickiness, Intention to Make an In-app Purchase.  
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