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CHAPTER 5 

CONCLUSION AND RECOMMENDATION 

 

5.1. Introduction 

In this chapter, there will be conclusion of the paper, suggestion for 

further research and limitation of the research. 

 

5.2. Conclusion 

Based on the results of data analysis in the previous chapter, 

author can determine the following conclusions: 

1. H1a: Network externalities will positively affect the intention to play 

mobile social game application. (Rejected) 

2. H1b: Network externalities will positively affect individual 

gratifications. (Accepted) 

3. H1c: Network externalities will positively affect time flexibility. 

(Accepted) 

4. H2: Individual gratifications will positively affect the intention to play 

mobile social game application. (Accepted)  

5. H3: Time flexibility will positively affect the intention to play mobile 

social game application. (Accepted) 
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5.3. Further Research  

In this research, the objective is to analyze an examination of 

network externalities and of uses and gratifications on the people intention 

to play mobile social games in Indonesia. The respondents of this research 

is limited to people who aged 19-25 only, therefore it is better for future 

research to broaden the category of the respondents to see more diverse 

answers of the respondents. Demographic variable that is used in this 

research is only age, income, and gender. Future research can add more 

demographic factors, because the results could be different based on each 

respondent. 

The future research can choose one specific games as the object of 

the research, for example one specific kind of games or brand. So, the 

questionnaire can be clearer of what kind of products does the researcher 

referring to. 

 

5.4. Managerial Implication 

This study has implication for managerial decision related to 

intention to play mobile social games. The result of this research can help 

the organizations which develop the mobile social games especially in 

Indonesia to recognize whether network externalities, individual 

gratifications and the mobile device features can help the sercive providers 

design their games to satisfy the players more effectively or not. 

Unfortunately the network externalities not significant influence the players 
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intention to play mobile social games when individual gratifications and 

mobile device features significantly influence the players intention to play 

mobile social games. According to this result, the organizations suggested 

to pay more intention to focus and develop their mobile social devices and 

also to provide the games in which can fulfill the players demand about 

games in order to leads the players to get their individual ultimate 

gratifiations. Furthermore, the organizations also suggested to provide the 

game with time flexibility, due to the result, it can be seen that time 

flexibility positively affect the intention to play mobile social games. 

 

5.5. Limitation of the Research 

The limitation of this research are, there is no specifictype of 

mobile social games or brand of the games does the author refer to. And 

also the limitation in this study is that the questionnaire was distributed to 

respondents only using online survey, so that respondents could not ask 

directly to researcher if there were confusing questions. It also important to 

note that further research can explore more on the external factors in 

influencing the player intention to play  
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APPENDIX II: QUESTIONNAIRE 

I'm Hendy Maleakhi, a student from Atma Jaya University, Yogyakarta, 

International Business Management Program. 

Currently, I am working on a thesis on "An examination of network 

externalities and of uses and gratifications on the people intention to play 

mobile social games in Indonesia " Thank you for your participation and 

willingness. 

Perkenalkan, saya Hendy Maleakhi mahasiswa fakultas ekonomi program studi 

Manajemen Bisnis Internasional dari Universitas Atma Jaya Yogyakarta. 

Saat ini, saya sedang mengerjakan skripsi tentang "An examination of network 

externalities and of uses and gratifications on the people intention to play mobile 

social games in Indonesia" Saya memohon bantuan Bapak/Ibu/Saudara/i untuk 

meluangkan waktu dalam mengisi kuesioner ini. Atas partisipasi dan kesediaan 

Bapak/Ibu/Saudara/I, saya ucapkan terima kasih. 

 

 

 

 

 

 

 

 



Section I: Respondent’s Profile and Filter Question 

Bagian I: Profil Respondent and Filter Pertanyaan 

 

Gender Jenis Kelamin:  

Age Umur:  

Daily time spent on playing mobile games waktu rata-rata yang digunakan 

untuk bermain game seluler dalam sehari 

Using mobile device every day menggunakan perangkat seluler setiap hari? 

 

Mobile Social Game Definition (included within the questionnaire) 

“Mobile Social Games” is a type of mobile game that allows users to connect 

directly with other users, both unknown and known people, examples of 

these games that are popular among us are: "Mobile Legends", "PUBG 

Mobile", "Hago", "Dota", etc. 

 

 

 

 

 



Section II: Questionnaire 

Bagian II: Kuisioner 

SD: Strongly Disagree       SA: Strongly Agree 

 

SD: Strongly Disagree     SA: Strongly Agree 

Perceived number of users 
Scale 

SD    SA 

1. I perceive that a good number of people play 

mobile social games. 

Saya percaya sudah banyak orang yang bermain 

“mobile social games”. 

1 2 3 4 5 

2. I perceive that most people play mobile social 

games. 

Saya percaya kebanyakan orang bermain 

“mobile social games”. 

1 2 3 4 5 

3. I perceive that there will be many more 

people playing mobile social games in the 

future. 

Saya percaya kedepannya akan lebih banyak 

lagi orang yang bermain “mobile social games” 

1 2 3 4 5 

Perceived number of peers 
Scale 

SD    SA 

4. I perceive that many friends around me 

play mobile social games. 

Saya percaya banyak teman-teman disekitar 

saya yang bermain “mobile social games”. 

1 2 3 4 5 

5. I perceive that most of my friends play 

mobile social games. 

Saya percaya kebanyakan teman saya bermain 

“mobile social games”. 

1 2 3 4 5 

6. I perceive that many friends will play 

mobile social games in the future. 

Saya percaya banyak teman saya akan 

bermain “mobile social games”. 

1 2 3 4 5 

 

 



 SD: Strongly Disagree     SA: Strongly Agree 

 

SD: Strongly Disagree     SA: Strongly Agree 

 

 

Enjoyment 
Scale 

SD    SA 

7. I think it is fun to play mobile social games. 

Saya pikir bermain “mobile social games”  

menyenangkan. 

1 2 3 4 5 

8. I think playing mobile social games makes me 

relax. 

Bermain “mobile social games” membuat saya 

merasa santai. 

1 2 3 4 5 

9. I think playing mobile social games brings me 

pleasure. 

Saya rasa bermain “mobile social games” 

memberi saya kesenangan. 

1 2 3 4 5 

Interactions with others 
Scale 

SD    SA 

10. I think playing mobile social games enables 

me to interact with others. 

Bermain “mobile social games” memungkinkan 

saya untuk berinteraksi dengan orang lain.  

1 2 3 4 5 

11. I think playing mobile social games can 

fulfill my need for interacting with others. 

“mobile social games” dapat memberikan 

sarana yang memuaskan untuk berinteraksi 

dengan orang lain. 

1 2 3 4 5 

12. I think playing mobile social games 

increases my opportuinities to interact with 

others. 

Bermain “mobile social games” dapat 

meningkatkan kesempatan saya untuk 

berinteraksi dengan orang lain. 

1 2 3 4 5 

 

 



SD: Strongly Disagree     SA: Strongly Agree 

 

SD: Strongly Disagree     SA: Strongly Agree 

 

 

 

 

 

 

 

 

 

Time flexibility 
Scale 

SD  SA 

13. I can control the time playing mobile social  

games by myself. 

Saya dapat mengatur waktu berapa lama saya 

Bermain “mobile social games”. 

1 2 3 4 5 

14. I can play mobile social games anytime. 

Saya dapat bermain “mobile social games” 

kapan saja. 

1 2 3 4 5 

15. I felt that shopping is more like an escape 

for me. 

Saya dapat memula dan berhenti bermain 

“mobile social games” sesuai keinginan saya. 

1 2 3 4 5 

Intention to play 
Scale 

SD  SA 

16. I am willing to play mobile social games. 

Saya memiliki keinginan untuk bermain “mobile 

Social games”. 

1 2 3 4 5 

17. I will give playing mobile games a try. 

Saya akan mencoba bermain “mobile social 

games” 

1 2 3 4 5 

18. I will take the initiative to play mobile social 

games. 

Saya berinisiatif untuk bermain “mobile social 

games”. 

1 2 3 4 5 

 

 



 

 

 

 

 

 

 

 

 

 

APPENDIX III 

QUESTIONNAIRE RESULTS 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

APPENDIX IV 

DEMOGRAPHIC RESULTS 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

No. Jenis Kelamin Umur Rata-rata bermain 

(perhari) 

Menggunakan perangkat 

seluler setiap hari 

1 Wanita 22 <1 jam Ya 

2 Pria 22 1-3 jam Ya 

3 Pria 19 3-5 jam Ya 

4 Pria 19 >5 jam Ya 

5 Wanita 22 <1 jam Ya 

6 Pria 19 1-3 jam Ya 

7 Wanita 22 <1 jam Ya 

8 Pria 23 >5 jam Ya 

9 Wanita 22 3-5 jam Ya 

10 Pria 21 <1 jam Ya 

11 Pria 22 3-5 jam Ya 

12 Pria 21 3-5 jam Ya 

13 Pria 22 <1 jam Ya 

14 Pria 23 3-5 jam Ya 

15 Pria 24 >5 jam Ya 

16 Pria 22 3-5 jam Ya 

17 Wanita 21 >5 jam Ya 

18 Pria 22 1-3 jam Ya 

19 Wanita 21 <1 jam Ya 

20 Wanita 22 1-3 jam Ya 

21 Wanita 22 1-3 jam Ya 

22 Wanita 21 <1 jam Ya 

23 Pria 25 3-5 jam Ya 

24 Pria 20 1-3 jam Ya 

25 Wanita 20 >5 jam Ya 

26 Wanita 22 <1 jam Ya 

27 Pria 22 1-3 jam Ya 

28 Wanita 22 >5 jam Ya 

29 Wanita 22 >5 jam Ya 

30 Pria 22 <1 jam Ya 

31 Pria 22 1-3 jam Ya 

32 Pria 21 3-5 jam Ya 

33 Pria 23 1-3 jam Ya 

34 Pria 22 >5 jam Ya 

35 Wanita 22 1-3 jam Ya 

36 Wanita 22 <1 jam Ya 

37 Pria 23 >5 jam Ya 

38 Pria 22 1-3 jam Ya 

39 Pria 25 1-3 jam Ya 

40 Pria 20 <1 jam Ya 

41 Wanita 21 1-3 jam Ya 

 

 



42 Pria 19 1-3 jam Ya 

43 Wanita 21 <1 jam Ya 

44 Pria 21 >5 jam Ya 

45 Pria 23 <1 jam Ya 

46 Pria 22 <1 jam Ya 

47 Pria 22 1-3 jam Ya 

48 Wanita 22 3-5 jam Ya 

49 Pria 23 1-3 jam Ya 

50 Pria 20 <1 jam Ya 

51 Wanita 22 <1 jam Ya 

52 Pria 22 1-3 jam Ya 

53 Wanita 21 1-3 jam Ya 

54 Pria 21 1-3 jam Ya 

55 Wanita 22 1-3 jam Ya 

56 Pria 23 1-3 jam Ya 

57 Pria 23 >5 jam Ya 

58 Wanita 21 3-5 jam Ya 

59 Wanita 21 >5 jam Ya 

60 Pria 23 >5 jam Ya 

61 Wanita 22 <1 jam Ya 

62 Pria 21 1-3 jam Ya 

63 Pria 22 1-3 jam Ya 

64 Pria 19 1-3 jam Ya 

65 Pria 23 >5 jam Ya 

66 Wanita 22 1-3 jam Ya 

67 Pria 22 >5 jam Ya 

68 Pria 19 3-5 jam Ya 

69 Pria 21 3-5 jam Ya 

70 Pria 21 1-3 jam Ya 

71 Pria 23 3-5 jam Ya 

72 Wanita 21 <1 jam Ya 

73 Pria 23 <1 jam Ya 

74 Wanita 20 1-3 jam Ya 

75 Pria 22 1-3 jam Ya 

76 Wanita 21 1-3 jam Ya 

77 Pria 22 1-3 jam Ya 

78 Pria 25 3-5 jam Ya 

79 Pria 22 <1 jam Ya 

80 Pria 23 >5 jam Ya 

81 Pria 22 3-5 jam Ya 

82 Pria 23 1-3 jam Ya 

83 Pria 23 1-3 jam Ya 

84 Wanita 21 >5 jam Ya 

85 Pria 23 <1 jam Ya 

 

 



86 Pria 23 <1 jam Ya 

87 Wanita 21 <1 jam Ya 

88 Wanita 19 <1 jam Ya 

89 Pria 23 <1 jam Ya 

90 Wanita 22 3-5 jam Ya 

91 Wanita 20 3-5 jam Ya 

92 Pria 23 3-5 jam Ya 

93 Wanita 21 <1 jam Ya 

94 Pria 23 3-5 jam Ya 

95 Pria 22 1-3 jam Ya 

96 Wanita 21 <1 jam Ya 

97 Pria 24 >5 jam Ya 

98 Pria 23 3-5 jam Ya 

99 Wanita 22 <1 jam Ya 

100 Pria 21 3-5 jam Ya 

101 Wanita 23 <1 jam Ya 

102 Wanita 25 <1 jam Ya 

103 Pria 24 1-3 jam Ya 

104 Pria 24 <1 jam Ya 

105 Pria 23 <1 jam Ya 

106 Pria 22 <1 jam Ya 

107 Wanita 21 3-5 jam Ya 

108 Pria 10 <1 jam Ya 

109 Wanita 21 1-3 jam Ya 

110 Wanita 21 3-5 jam Ya 

111 Pria 22 >5 jam Ya 

112 Wanita 21 3-5 jam Ya 

113 Wanita 21 <1 jam Ya 

114 Pria 21 3-5 jam Ya 

115 Wanita 21 3-5 jam Ya 

116 Wanita 21 <1 jam Ya 

117 Wanita 22 <1 jam Ya 

118 Pria 20 <1 jam Ya 

119 Pria 22 3-5 jam Ya 

120 Wanita 20 1-3 jam Ya 

121 Pria 19 1-3 jam Ya 

122 Wanita 21 <1 jam Ya 

123 Wanita 23 <1 jam Ya 

124 Pria 22 <1 jam Ya 

125 Pria 23 1-3 jam Ya 

126 Pria 22 1-3 jam Ya 

127 Pria 22 <1 jam Ya 

128 Pria 22 >5 jam Ya 

129 Wanita 20 <1 jam Ya 

 

 



130 Pria 22 1-3 jam Ya 

131 Pria 21 1-3 jam Ya 

132 Pria 23 <1 jam Ya 

133 Wanita 22 <1 jam Ya 

134 Wanita 23 <1 jam Ya 

135 Wanita 21 >5 jam Ya 

136 Pria 23 1-3 jam Ya 

137 Wanita 21 <1 jam Ya 

138 Pria 20 <1 jam Ya 

139 Wanita 20 1-3 jam Ya 

140 Pria 24 <1 jam Ya 

141 Pria 22 <1 jam Ya 

142 Pria 21 >5 jam Ya 

143 Pria 21 1-3 jam Ya 

144 Wanita 23 1-3 jam Ya 

145 Wanita 24 <1 jam Ya 

146 Wanita 22 <1 jam Ya 

147 Pria 24 <1 jam Ya 

148 Pria 22 3-5 jam Ya 

149 Pria 22 1-3 jam Ya 

150 Wanita 21 <1 jam Ya 

151 Wanita 22 1-3 jam Ya 

152 Wanita 21 >5 jam Ya 

153 Wanita 22 <1 jam Ya 

154 Pria 23 1-3 jam Ya 

155 Pria 24 >5 jam Ya 

156 Wanita 21 <1 jam Ya 

157 Wanita 19 <1 jam Ya 

158 Pria 23 <1 jam Ya 

159 Wanita 22 1-3 jam Ya 

160 Pria 20 >5 jam Ya 

161 Pria 20 >5 jam Ya 

162 Pria 19 1-3 jam Ya 

163 Wanita 22 <1 jam Ya 

164 Wanita 21 1-3 jam Ya 

165 Wanita 22 <1 jam Ya 

166 Pria 22 <1 jam Ya 

167 Wanita 21 >5 jam Ya 

168 Pria 22 1-3 jam Ya 

169 Wanita 21 3-5 jam Ya 

170 Pria 24 1-3 jam Ya 

171 Pria 20 <1 jam Ya 

172 Pria 20 1-3 jam Ya 

173 Pria 22 >5 jam Ya 

 

 



174 Pria 23 1-3 jam Ya 

175 Wanita 21 1-3 jam Ya 

176 Pria 21 <1 jam Ya 

177 Wanita 21 <1 jam Ya 

178 Pria 24 3-5 jam Ya 

179 Wanita 22 <1 jam Ya 

180 Pria 21 >5 jam Ya 

181 Pria 22 1-3 jam Ya 

182 Pria 21 1-3 jam Ya 

183 Wanita 23 3-5 jam Ya 

184 Pria 22 >5 jam Ya 

185 Pria 22 >5 jam Ya 

186 Pria 21 3-5 jam Ya 

187 Pria 22 1-3 jam Ya 

188 Wanita 22 3-5 jam Ya 

189 Pria 23 <1 jam Ya 

190 Pria 20 1-3 jam Ya 

191 Wanita 20 <1 jam Ya 

192 Pria 24 3-5 jam Ya 

193 Wanita 21 <1 jam Ya 

194 Pria 21 <1 jam Ya 

195 Wanita 20 1-3 jam Ya 

196 Wanita 19 <1 jam Ya 

197 Wanita 21 <1 jam Ya 

198 Wanita 21 3-5 jam Ya 

199 Wanita 21 >5 jam Ya 

200 Pria 24 <1 jam Ya 

201 Wanita 19 <1 jam Ya 

202 Pria 22 3-5 jam Ya 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

APPENDIX V 

VALIDITY AND RELIABILITY TEST 

 

 

 

 

 

 

 

 

 

 



Outer Loadings 

 

 

 

 

 

 
Network 

Externalities 

(NEP, NEU) 

Individual 

Gratifications 

(EJ, IWO) 

Time 

Flexibility 
Intention to 

Play 

NEP1 0.691    

NEP2 0.833    

NEP3 0.701    

NEU1 0.565    

NEU2 0.763    

NEU3 0.765    

EJ1  0.798   

EJ2  0.79   

EJ3  0.828   

IWO1  0.817   

IWO2  0.835   

IWO3  0.841   

TF1   0.697  

TF2   0.817  

TF3   0.69  

ITP1    0.937 

ITP2    0.942 

ITP3    0.937 

 

 



Construct Reliability and Validity 

 

 

Fornel-Lacker Criterion 

 Individual 
gratifications 

Intention to 
play 

Network 
Externalities 

Time 
flexibility 

Individual 
gratifications 

0.819 
   

Intention to 
play 

0.690 0.939 
  

Network 
Externalities 

0.396 0.294 0.724 
 

Time flexibility 0.286 0.328 0.267 0.737 

 

 

 

 

 

 

 

 

 

 

 

 

 

 Composite 

Reliability 

Cronbach’s 

Alpha 

Average Variance 

Extracted (AVE) 

Network 

externalities 
0.867 0.815 0,525 

Individual 

gratifications 
0.924 0.901 0,670 

Time flexibility 0.780 0,629 0,543 

Intention to 

play 
0,957 0.933 0,881 

 

 



Path Coefficients 

 Original 

Sample (O) 

Sample 

Mean 

(M) 

Standard 

Deviation 

(STDEV) 

T 

Statistics 

P 

Values 

Individual 
gratifications -> 

Enjoyment 
0.913 0.912 

 
0.012 

 
71.788 0,000* 

Individual 
gratifications -> 
interaction with 

others 

0.914 
0.913 

 
0.012 

 

68.241 0,000* 

Individual 
gratifications -> 
Intention to play 

0.650 0.647 
 

0.053 
 

11.216 0,000* 

Network 
Externalities -> 

Individual 
gratifications 

0.396 
0.396 

 
0.070 

 

5.212 0,000* 

Network 
Externalities -> 

Number of peers 
0.923 0.924 

 
0.012 

 
72.471 0,000* 

Network 
Externalities -> 

Number of users 
0.903 0.904 

 
0.017 

 
54.629 0,000* 

Network 
Externalities -> 
Time flexibility 

0.267 0.277 
 

0.070 
 

3.844 0,000* 

Network 
Externalities -> 

Intention to play 
-0.001 0.002 

 
0.058 0.012 0.990* 

Time flexibility -> 
Intention to play 

0.142 0.146 
 

0.079 
 

1.832 0.068* 

 

 

 

 

 

  

 

 

 

 



Outer Loading (bootstrap) 

 Original 
Sample (O) 

Sample 
Mean (M) 

EJ1 <- enjoyment 0.868 0.870 

EJ1 <- individual gratifications 0.798 0.798 

EJ2 <- enjoyment 0.872 0.871 

EJ2 <- individual gratifications 0.790 0.789 

EJ3 <- enjoyment 0.907 0.908 

EJ3 <- individual gratifications 0.828 0.828 

ITP1 <- intention to play 0.937 0.937 

ITP2 <- intention to play 0.942 0.942 

ITP3 <- intention to play 0.937 0.937 

IWO1 <- interaction with others 0.896 0.898 

IWO1 <- individual gratifications 0.817 0.820 

IWO2 <- interaction with others 0.904 0.905 

IWO2 <- individual gratifications 0.835 0.834 

IWO3 <- interaction with others 0.929 0.930 

IWO3 <- individual gratifications 0.841 0.840 

NEP1 <- perceived number of peers 0.775 0.776 

NEP1 <- network externalities 0.691 0.692 

NEP2 <- perceived number of peers 0.866 0.869 

NEP2 <- network externalities 0.833 0.835 

NEP3 <- perceived number of peers 0.778 0.779 

NEP3 <- network externalities 0.701 0.704 

NEU1 <- perceived number of users 0.729 0.729 

NEU1 <- network externalities 0.565 0.565 

NEU2 <- perceived number of users 0.803 0.805 

NEU2 <- network externalities 0.763 0.764 

NEU3 <- perceived number of users 0.813 0.814 

NEU3 <- network externalities 0.765 0.765 

TF1 <- time flexibility 0.697 0.686 

TF2 <- time flexibility 0.817 0.812 

TF3 <- time flexibility 0.690 0.672 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

APPENDIX VI 

PARTIAL LEAST SQUARE (PLS) 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



R-Square 

 R-Square R-Square Adjusted 

Intention to Play 0.495 0.487 

 

 

 




