BAB V

PENUTUP

5.1 Pengantar

Bab ini berisi kesimpulan, implikasi manajerial, keterbatasan penelitian, dan
saran untuk penelitian selanjutnya. Kesimpulan dari hasil penelitian ini dilakukan
tentang pengaruh time flexibility, arousal, challenge, competition, diversion, fun,
fantasy, dan social interaction terhadap intention to play dan pengaruh intention to

play terhadap intention to pay.

5.2 Kesimpulan

Berdasarkan hasil analisis pada data demografi responden penelitian yang
telah dilakukan pada bab sebelumnya (Bab 1V), hasil penelitian menunjukkan
bahwa:

1. Hasil data demografi berdasarkan jenis kelamin yang didominasi oleh jenis

kelamin laki-laki sebanyak 293 orang (89,3%).

2. Hasil data demografi berdasarkan umur yang didominasi oleh responden yang

berumur 21 tahun sebanyak 62 orang (18,9%).

3. Hasil data demografi berdasarkan pekerjaan yang didominasi oleh pelajar /

mahasiswa sebanyak 202 orang (61,6%)

4. Hasil data demografi berdasarkan domisili yang didominasi oleh responden

yang berada di Daerah Istimewa Yogyakarta sebanyak 89 orang (27,13%).
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5. Hasil data demografi berdasarkan frekuensi penggunaan game elektronik
yang didominasi oleh penggunaan Lebih dari sekali sehari sebanyak 137
orang (41,8%).

6. Hasil data demografi berdasarkan perangkat yang digunakan untuk
memainkan game elektronik yang didominasi oleh responden yang
menggunakan perangkat smartphone sebanyak 304 orang (92,7%).

7. Hasil data demografi berdasarkan banyak jumlah uang yang anda habiskan
untuk game pubg mobile di 4 season sebelumnya sampai sekarang yang
didominasi oleh responden yang mengeluarkan lebih dari Rp 150.000
sebanyak 115 orang (35,1%).

8. Hasil data demografi berdasarkan rentang waktu yang dihabiskan untuk
bermain yang didominasi oleh responden yang bermain 3 Jam — 5 Jam
sebanyak 127 orang (38,7%).

Selanjutnya, berdasarkan dari hasil uji hipotesis yang telah dianalisis pada
bab sebelumnya (Bab 1V), peneliti dapat menyimpulkan kesimpulan bahwa:

1. Berdasarkan hasil penelitian dapat disimpulkan bahwa time flexibility
berpengaruh positif terhadap intention to play pada pemain game pubg
mobile. Hal ini menunjukkan bahwa semakin tinggi time flexibility dari
seseorang pada permainan pubg mobile, maka akan semakin tinggi intention
to play seseorang dalam bermain permainan. Pemain pubg mobile memainkan
game pubg mobile karena permainan dapat dimainkan kapan saja dan dimana

saja, dan bermain dapat untuk menghabiskan waktu sesuaikan keinginan
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pemain untuk kapan harus memainkan permainan dan tidak memainkan
permainan.

. Berdasarkan hasil penelitian dapat disimpulkan bahwa arousal tidak
berpengaruh positif terhadap intention to play pada pemain game pubg
mobile. Hal tersebut, bisa diketahui bahwa arousal tidak mempengaruhi
intention to play pada pemain game pubg mobile. Pemain permainan pubg
mobile sudah jenuh dan tidak ada mode kompetisi baru yang menarik
perhatian pemain pubg mobile sehingga tidak memberikan gairah dan tidak
merasa termotivasi ketika bermain pubg mobile.

. Berdasarkan hasil penelitian dapat disimpulkan bahwa challenge
berpengaruh positif terhadap intention to play pada pemain game pubg
mobile. Hal ini menunjukkan bahwa semakin tinggi challenge dari seseorang
pada permainan pubg mobile, maka akan semakin tinggi intention to play
seseorang dalam bermain permainan. Pemain pubg mobile memainkan
permainan pubg mobile karena terdapat sebuah tantangan atau tugas-tugas
yang menantang dimana tantangan perlu strategi atau cara untuk
menyelesaikannya. Maka semakin menarik dan menantang tantangan dalam
game pubg mobile, semakin termotivasi pemain pubg mobile untuk terus
memainkannya.

. Berdasarkan hasil penelitian dapat disimpulkan bahwa competition
berpengaruh positif terhadap intention to play pada pemain game pubg
mobile. Hal ini menunjukkan bahwa semakin tinggi competition dari

seseorang pada permainan pubg mobile, maka semakin tinggi intention to
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play seseorang dalam bermain permainan. Pemain pubg mobile memainkan
game pubg mobile karena terdapat kompetisi didalam permainan yang
membuat pemain permainan termotivasi untuk menguasai permainan pubg
mobile untuk menjadi pemain yang terbaik dan paling terampil dari pada
pemain yang lain. Maka semakin tinggi kompetisi didalam memicu pemain
untuk terus bermain supaya tidak kalah dengan orang lain.

Berdasarkan hasil penelitian dapat disimpulkan bahwa diversion tidak
berpengaruh positif terhadap intention to play pada pemain game pubg
mobile. Hal tersebut, bisa diketahui bahwa arousal pada permainan tidak
mempengaruhi pemain dalam intention to play ketika bermain permainan
seluler karena tidak terdapat sebuah event menarik perhatian pemain
permainan pubg mobile yang membuat para pemain pubg mobile rela
membuang waktunya dan mengabaikan tanggung jawabnya untuk
menyelesaikan event didalam permainan.

Berdasarkan hasil penelitian dapat disimpulkan bahwa fun berpengaruh
positif terhadap intention to play pada pemain game pubg mobile. Hal ini
menunjukkan bahwa semakin tinggi fun dari seseorang ketika bermain
permainan, maka akan semakin tinggi intention to play seseorang dalam
bermain permainan. Suatu permainan yang memberikan rasa menyenangkan
dan keren terhadap pemain PUBG Mobile yang membuat ingin memainkan
kembali. PUBG Mobile membuat pemain menjadi senang dan keren terhadap
permainan PUBG Mobile dengan cara melakukan update event yang menarik

supaya menarik pemain untuk terus memainkannya.
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7. Berdasarkan hasil penelitian dapat disimpulkan bahwa fantasy berpengaruh
positif namun tidak signifikan terhadap intention to play pada pemain game
pubg mobile. Hal tersebut, bisa diketahui bahwa fantasy baik berpengaruh
positif ataupun negatif terhadap intention to play belum tentu memiliki
pengaruh yang signifikan terhadap intention to play. Pemain permainan pubg
mobile bisa saja bermain untuk memainkan permainan tersebut bukan untuk
dapat melakukan sesuatu yang tidak dapat dilakukan didunia nyata sehingga
fantasy pada permainan pubg mobile tidak mempengaruhi intention play.

8. Berdasarkan hasil penelitian dapat disimpulkan bahwa social interaction
berpengaruh positif terhadap intention to play pada pemain game pubg
mobile. Hal ini menunjukkan bahwa semakin tinggi social interaction dari
seseorang ketika bermain permainan akan semakin tinggi intention to play
seseorang dalam bermain permainan PUBG Mobile. Pemain permainan yang
memainkan permainan PUBG Mobile karena untuk bermain bersama dengan
orang lain, berkumpul bersama ataupun berkomunikasi melalui online
menggunakan fitur-fitur didalam permainan, atau terdapat event competition
yang dapat membuat pemain berkumpul dari berbagai tempat.

9. Berdasarkan hasil penelitian dapat disimpulkan bahwa intention to play
berpengaruh positif terhadap intention to pay pada pemain game pubg mobile.
Hal ini menunjukkan bahwa semakin tinggi intention to play dari seseorang
ketika bermain permainan akan semakin tinggi intention to play seseorang
dalam bermain. Hal ini menunjukkan bahwa, permainan PUBG mobile yang

membuat pemainnya menjadi intention to play terhadap permainan akan
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meningkatkan intention to pay pemain terhadap virtual item didalam pubg

mobile serta terdapat kemungkinan pemain merekomendasikan virtual item

ke orang lain.

Berdasarkan uraian di atas bahwa pada variabel time flexibility, challenge,
competition, fun, dan social interaction memiliki pengaruh yang positif terhadap
intention to play, serta variabel intention to play memiliki pengaruh yang positif
terhadap intention to pay. Namun pada variabel arousal dan diversion tidak
berpengaruh positif terhadap variabel intention to play, pada variabel fantasy

berpengaruh positif namun tidak signifikan terhadap intention to play.

5.3 Implikasi Manajerial

Hasil penelitian ini telah memberikan mengenai peran time flexibility,
arousal, challenge, competition, diversion, fun, fantasy, dan social interaction
untuk meningkatkan intention to play sehingga pemain melakukan intention to pay.
Artinya, supaya pemain melakukan intention to pay dapat dicapai dengan beberapa
cara berikut ini:

1. Hasil penelitian ini menunjukkan challenge memberikan pengaruh pada
intention to play kepada pemain game pubg mobile. Maka disarankan untuk
produsen permainan seluler memberikan pembaharuan tingkatan tantangan
seperti update achievement atau mode permainan lain yang menantang
sehingga pemain terdapat hal lain yang dapat dicapai ketika bermain

permainan.
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2. Hasil penelitian ini menunjukkan competition memberikan pengaruh pada
intention to play kepada pemain game pubg mobile. Maka disarankan untuk
produsen permainan seluler memberikan sebuah mode kompetisi lain
seperti rank supaya pemain game merasa untuk menjadi yang terbaik
didalam permainan dan termotivasi untuk mengalahkan orang lain.

3. Hasil penelitian ini menunjukkan fun memberikan pengaruh pada intention
to play kepada pemain game pubg mobile. Maka disarankan produsen untuk
permainan seluler selalu melakukan update yang menarik supaya permainan
menjadi menyenangkan dan tidak membosankan pemainnya sehingga
meningkatkan intention to play terhadap permainan.

4. Hasil penelitian ini menunjukkan peran social Interaction memberikan
pengaruh pada intention to play kepada pemain game pubg mobile. Maka
disarankan untuk produsen permainan seluler menambahkan fitur yang
mendukung pemainnya seperti record permainan sehingga Kketika
permainan dapat dilihat ulang dengan begitu pemain permainan dapat
mendiskusikan hasil permainan bersama-sama untuk menjadi yang lebih

baik di permainan selanjutnya.

5.4 Keterbatasan Penelitian dan Saran untuk Penelitian Selanjutnya

Dalam penelitian ini memiliki beberapa keterbatasan dan kelemahan dalam
pelaksanaan yang mempengaruhi hasil akhir. Kelamahan dalam penelitian dapat
menjadi pembelajaran untuk penelitian selanjutnya. Berikut kelemahan dalam

penelitian ini:
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a. Keterbatasan dari penelitian ini adalah kurangnya responden yang intens
dalam bermain seperti professional gamer sehingga pada variabel arousal
tidak berpengaruh karena seorang professional gamer termovitasi
memainkan permainan untuk meningkatkan ketrampilan mereka dan
cenderung memakan waktu untuk latihan dalam suatu kompetisi.

b. Keterbatasan dari penelitian ini adalah penyebaran kuesioner melalui online
dan tidak dapat bertemu secara langsung dengan responden, oleh karena itu
sulit untuk mencari responden seperti seorang profesional gamer.

c. Keterbatasan dari penelitian ini adalah kurang menjelaskan lebih tepat kepada
pada responden tentang variabel fantasy karena hal-hal tidak dapat dilakukan
didunia nyata dan yang dapat dilakukan didalam permainan sangat banyak.
Selain dapat menjadi orang lain didalam permainan, banyak hal dapat
dilakukan di dalam permainan PUBG Mobile.

d. Kelemahan dari penelitian ini adalah pada setiap indikator pertanyaan dalam
kuesioner kurang spesifik terhadap obyek penelitian, oleh karena itu

menambahkan obyek penelitian pada setiap indikator pertanyaan.

Berdasarkan dari keterbatasan di atas, oleh karena itu peneliti membuat
beberapa saran untuk penelitian selanjutnya dan dapat menjadi pedoman bagi

penelitian selanjutnya. Saran untuk penelitian selanjutnya sebagai berikut:

a. Peneliti menyarankan pada penelitian selanjutnya yaitu untuk menyebarkan

kuesioner yang dapat didatangi secara langsung seperti sebuah event
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competition untuk mendapatkan responden yang lebih intens dalam bermain
game seperti seorang profesional gamer.

Peneliti menyarankan pada penelitian selanjutnya yaitu pada variabel fantasy
dijelaskan lebih tepat, bagaimana fantasy dalam permainan PUBG Mobile
supaya pemain permainan PUBG Mobile memahami yang dimaksud dengan
fantasy di dalam PUBG Mobile.

Penelitian ini menggunakan intention to play untuk mengukur intention to
pay. Peneliti menyarankan pada penelitian selanjutnya menambahkan
variabel lain seperti perceived value untuk memprediksi lebih baik intention

to pay.
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LAMPIRAN I

KUESIONER PENELITIAN

—

ANALISIS FAKTOR-FAKTOR YANG
MEMPENGARUHI INTENTION TO PLAY DAN
EFEKNYA PADA INTENTION TO PAY VIRTUAL
ITEM DALAM GAME PUBG MOBILE

¥4

............

Universitas Atma Jayva Yogyakarta. Melakukan tugas akhir mengenai pembelian item virtwal didalam game
online dengan judul "Analisis Faktor-Faktor yang Mempenagaruhi Intention To Play dan Efeknya pada Intention To
Fay Wirtual tem dalam Game Pubg Mobile”. Saya mahon ketersedian anda untuk meluangkan mengisi
kuesioner. Atas waktu dan ketersediaannya, saya ucapankan terima Kasih telah bersedia mengisi kuesioner

saya.

PERTANYAAN FILTER

Apabila tidak pernah memainkan game PUBG Mobile dan tidak pernah melakukan pembeli item skin
tidak perlu melanjutkan kusioner ini.

Desapiption (options
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PlayerUnk nown's Battlegrounds (sering disingkat PUBG) adalah sebuah permainan dengan genre
battle royal e, yang para pemainnya bisa bermain dengan 100 orang sekaligus secara daring. Di
dalam permainan ini pemain bisa bermain sol 0. tim 2 orang, dan tim 4 orang, serta bisa mengundang
teman untuk bergabung ke dalam permainan sebagai tim. PUBG Mobile yang dikembangkan oleh
memecahkan rekor Geogle Play Store untuk permainan yang diunduh dan masih memegang rekor
sebagai basis pemain tertinggi di semua game mobile.

w“ d [;‘; f

BAGIAN |

Dibawah ini adalah kuesioner mengenai profil responden. Anda dipersilahkan
untuk menjawab salah satu alternatif jawaban yang disediakan. Silahkan pilih salah

satu dari alternatif jawaban yang tersedia.

Jenis Kelamin *

Laki-laki

Perempuan

Urmur {dalam bentuk angka) *

Short answer text
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Pekerjaan *
(") Pelajar / Mahasiswa
() Tidak bekerja

() Wiraussha

O Karyawan Swasta

Perangkat yang digunakan untuk memaink
O Smartphone
O Komputer

[ Tablet
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Apakah anda pernah menghabiskan uang didalam game elektronik PUBS Mokbile di 4 season
sebelumnya sampai sekarang 7

ya

Tidak

Berapa banyak jumlah uang yang anda habiskan untuk game pubg mobile di 4 s2ason
sebelumnya sampai sekarang 7

Rp 10.000 - Rp 50.000
Rp 60.000 - Rp 100.000
Rp 110.000 - Rp 130.000

Lebih dari Rp 130.000

Rertang waktu vang dihabiskan untuk bermain *
10-30 Menit
I Jam -1 Jam 30 Menit
2 Jam - Z Jam 50 Menit
3 Jam - Sdam

Lebih dari 5 Jam

PERTANYAAN PENELITIAN

Di bawah ini adalah kuesioner yang berakaitan dengan penelitian. Anda
dipersilakan untuk menjawab salah satu dari alternatif jawaban yang telah

disediakan.
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PETUNJUK

Pertanyaan dalam kuisioner ini dalam bentuk pilinan ganda dan masing-masing jawaban memiliki skor yang berbeda, skor
tersebut sebagai berikut

AMGKA 1 = Sangat Tidak Setuju (STS)

ANGKA 2 = Tidak Setuju (TS)

ANGKA 3 = Netral (N)

ANGKA 4 = Setuju (S)

ANGKA 5 = Sangat Setuju (55)

A. Time Flexibility

Time Flexibility

Pertanyaan STS |TS |N | S

1 | Sava bisa bermain game elektronik kapan saja

2 | Saya dapat memulai dan berhenti bermain game
elektronik kapan saja

3 | Saya bermain game  elektronik  untuk
menghabiskan waktu

4 | Saya bermain game elektronik saat saya tidak
punya pekerjaan

B. Arousal

Arousal

Pertanyaan STS |TS |N | S

1 | Saya menemukan bahwa bermain game
elektronik meningkatkan /evel adrenalin saya

2 | Game elektronik membuat saya tetap tenang

3 | Saya bermain game elektronik karena
merangsang €mosi saya

4 | Saya bermain game elektronik karena itu
menggairahkan saya
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C. Challenge

Challenge

Pertanyaan

STS

TS

SS

Saya merasa bangga saat menguasai aspek
permainan elektronik

Saya merasa mendapatkan kepuasaan untuk naik
achievement keberikutnya.

Saya merasa mendapatkan kepuasaan untuk
mencapai achievement tingkat berikutnya dari
sebuah game elektronik

Saya senang menemukan cara baru dan kreatif
dalam permainan elektronik

D. Competition

Competition

Pertanyaan

STS

IS

SS

Saya merasa bangga saat menguasai aspek
permainan elektronik

Ketika saya kalah dari seseorang, saya langsung
ingin bermain lagi untuk mengalahkannya

Penting bagi sava untuk menjadi orang yang
tercepat dan paling terampil dalam memainkan
permainan elektronik.

4

Saya kesal saat kalah dari teman-teman saya

E. Diversion

Diversion

Pertanyaan

STS

Ts

SS

Saya tetap bermain game ketika ada hal lain yang
harus saya lakukan

Saya lebih memilih bermain game daripada
melakukan hal lain yang harus saya lakukan
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F. Fun

Fun

Pertanyaan STS

1 | Saya bermain game elektronik karena itu
menyenangkan

2 | Saya bermain game elektronik karena itu keren

G. Fantasy

Fantasy

Pertanyaan STS

1 | Saya bermain game elektronik karena saya dapat
melakukan hal-hal yang tidak dapat saya lakukan
dalam kehidupan nyata

2 | Game elektronik memungkinkan saya untuk
berpura-pura menjadi orang / tempat lain

3 | Saya suka melakukan sesuatu yang biasanya tidak
dapat saya lakukan dalam kehidupan nyata
melalui permainan elektronik.

4 | Saya menikmati kegembiraan mengasumsikan
dirinya karakter dalam permainan elektronik

H. Social Interaction

Social Interaction

Pertanyaan STS

1 | Teman-teman saya dan saya menggunakan
permainan elektronik sebagai alasan untuk
berkumpul

2 | Seringkali, saya dan teman menghabiskan waktu
bermain game elektronik

3 | Saya memainkan permainan elektronik untuk
berhubungan dengan orang lain
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Intention to Play

Intention to Play

Pertanyaan SIS | TS | N S8
1 | Saya bersedia bermain game elektronik
2 | Saya akan mencoba bermain game elektronik
seluler
3 | Saya dapat memulai dan berhenti bermain game
elektronik kapan saja
J. Intention to Pay
Intention to Pay
Pertanyaan SIS | TS | N S8

1 | Saya akan merekomendasikan kepada orang lain
item dari permainan elektronik

2 | Ada kemungkinan besar saya membuang-buang
uang untuk barang-barang permainan elektronik

3 | Saya berniat membeli item game elektronik di
masa depan

4 | Saya memprediksi bahwa saya akan membeli
item game elektronik di masa depan

5 | Saya berharap untuk segera membeli item game
elektronik
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LAMPIRAN 11

JAWABAN RESPONDEN

Karakteristik Responden

Jenis Kelamin

d2E responsss

@ Lakidaki
@ Percmpuan

Umur (dalam bentuk angkz)
2B responses

B0

Ch

o 20E 1% | [T
- 15 42 g 245w
. 0% L
2 papad i 250 4.0 22 (0.6, 10.3%
.
14 16 1B 20 » 2] 26 2B 30 =

Pekerjzan |D

d2E responsas

P Pelajar ! Mahasicaa
@ Tidak bekerja

B Wirausaha

B Jual Bali Akun
B Re=aller Akun
B FENGLSAHA

i=a J
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Dornisili

32E resporses
‘Yogyakarta
Solo
Semarang
Klaten
Palembang
Bandung
Tangerang
fagelang

Jogja

Frekuensi pengguna game elektronik

32B responses

Perangkat vang digunakan untuk memainkan game elekiranik

2B responsas
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B Sekali At dua B2l scbuler
@ Sekali atru dun kal serminggL
i mtaw empal kal seminggu

) Lebih dari sekali s=ha

i Smarhane
iy Komputer
i Tablet



Apakah anda pernah menghabiskan uang didalam game elektronik PUBG Mobile di 4 season
sebelumnya sampai sekarang ?

328 respons=s

@k
i Tidak

Berapa banyak jurm!ah uang yang anda habiskan untuk game pubg mobile di 4 season
sebelumnya sampai sekarang 7

3B responses

@ Rp 10000 - Rp 50,000
@ Fip 60.000 - Fp 100,000
@ Rp 110,000 - Rp 150.000
@ _utih dari Rp 150 000

Rentang waktu yvang dinabiskan untuk bermain

328 respons=s

@ 10-50 Menit

@ 1 Jarn - 1 Jam 30 Menit
i 2 Jorn - 2 Jam 50 Menit
W 3 Jam - 5 Jam

@ Lebih dar 5 Jam
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PENGOLAHAN DATA

LAMPIRAN 111

Hasil Analisis Deskriptif Responden

Indicators:

TH
TR2
TF3

AL1
AL2
AL3
AlL4
CEl
CE2
CE3
CE4
CN1
CN2
CN3
Ch4
DN1
DN2
FN1

Indicator Correlations | Raw File
No. Missing Mean Median Min Max Standard Devia...
1 0 4.055 4.000 1.000 5.000 0.977
2 0 4.201 4.000 1.000 5.000 0945
3 0 3.030 4.000 1.000 5.000 1.073
4 0 4213 4.000 1.000 5.000 0.999
5 0 4.006 4.000 1.000 5.000 1.006
6 0 3.750 4.000 1.000 5.000 1.061
7 o 3.595 4.000 1.000 5.000 1157
8 0 3677 4.000 1.000 5.000 1.155
9 0 4.076 4.000 1.000 5.000 1.014
10 0 4.055 4.000 1.000 5.000 0958
1 0 4.030 4.000 1.000 5.000 0.965
12 0 4122 4.000 1.000 5.000 0952
13 0 4.168 4,000 1.000 5.000 0843
14 0 381 4,000 1.000 5.000 1.091
15 0 3.976 4,000 1.000 5.000 0997
16 0 3415 4,000 1.000 5.000 1299
17 0 2790 3.000 1.000 5.000 1.440
18 0 2674 2,000 1.000 5.000 1421
19 0 4373 5.000 1.000 5.000 0977
20 0 3.790 4,000 1.000 5.000 1135
21 0 3.695 4,000 1.000 3.000 1.191
2 0 3.351 4.000 1.000 5.000 1.236
23 0 3.649 4.000 1.000 5.000 1124
24 0 3.546 4.000 1.000 5.000 1748
25 0 4.064 4.000 1.000 5.000 1.062
26 0 4.027 4.000 1.000 5.000 0915
27 0 4076 4.000 1.000 5.000 1.023
28 0 4.302 5.000 1.000 5.000 0.864
29 0 4162 4.000 1.000 5.000 0.881
30 0 4232 4,000 1.000 5.000 0.934
31 0 3.665 4,000 1.000 5.000 1154
32 0 3.649 4.000 1.000 5.000 1113
33 0 3.698 4.000 1.000 5.000 1.064
34 0 3.753 4.000 1.000 5.000 1.008
35 0 3.744 4.000 1.000 5.000 1119

120

Excess Kurtosis
0.645
1.666
0.152
1.708
0.429

-0.070
-0.262
-0.410
0.800
0.947
1.280
1341
0.990
-0.163
0.278
-0.975
-1.312
-1275
3044
0.169
-0.402
-0.759
-0.211
-0.369
0.326
0.838
0.646
2.167

0.975
1.939
-0.829
-0.135
-0.151
0.039
-0.346

Skewness
-0.958
-1.306
-0.887
-1.417
-0.969
-0.701
-0.670
-0.621
-1.106
-1.030
-1.123
-1.184
-1.151
-0.723
-0.861
-0.344

0.219

0302
-1.833
-0.874
-0.697
-0.409
-0.661
-0.572
-1.019
-0.965
-1.064
-1.394

-1.021
-1.378
-0.418
-0.686
-0.611
-0.621
-0.624



Hasil Analisis Model Struktural dan Model Pengukuran
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Path Coefficients

Original Sample Mean | Standard Deviation T Statistics P Values
Sample (O) (M) (STDEV) (|O/STDEV])

j bility -> Intenti .
g’ﬁi it et 0.152 0.156 0.062 2.459 0.014%* | Signifikan
Arousal -> Intention To Play -0.029 -0.025 0.062 0.467 0.641 Tidak

Signifikan

> i .

gf;:f enge -= Intention To 0.158 0.157 0.077 2.053 0.041** | Signifikan
gfgperm"” Intention To 0.241 0.237 0.073 3.313 0.001** | Signifikan
D.il-:ersio}:-' -=> Intention To Tidak
Play -0.026 -0.022 0.044 0.576 0.565 | qionifikan
Fun -> Intention To Play 0.163 0.168 0.061 2.685 0.008** | Signifikan
Fantasy -> Intention To Play 0.012 0.008 0.059 0.206 0.837 Tidak

Signifikan
Social Interaction -> , S
Intention To Play 0.242 0.24 0.081 2.988 0.003** | Signifikan
eption 1o P lay -> Intention 0.541 0.542 0.047 11462 | 0,000%* | Signifikan
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Average Variance Extracted (AVE)

Construct Reliability and Validity

= Matrix

tti Cronbach's Alpha

% rho A

1% Composite Reliability

{5% Average Variance Extracted (AVE)

Cronbach's Al...

o_f  Composite Rel..  Average Varian...
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Cross Loading

Arous | Challen | Competiti | Diversi | Fanta E Intention Intention To Social Time
al ge on on sy un To Pay Play Interaction Flexibility

A |o78s | o481 | 0415 | 0146 | 0319 | 0.241 | 0.267 0.29 0.235 0.299
A-|osiL | 0420 | 0367 | 0255 | 0.386 | 0.225 | 0.301 0.31 0.29 0.333
A 0811 | 0366 | 0366 | 0229 | 0.33 | 0226 | 0.269 0.245 0.262 0.395
Arl082s | 037 | 0348 | 0252 | 0442 | 0205 | 0.359 0.287 0.306 0.322
" | 0489 | 0854 | 0557 | 0108 | 0.367 | 0.407 | 0285 0.428 0.305 0.401
| 0415 | 08s6 | 0456 | 0103 | 0283 | 0.201 | 0281 0.423 0.324 0.365
| 0413 | 0848 | 0430 | 0122 | 0342 | 0363 | 0236 0.408 0.331 0.327
;| 0403 | 0801 | o468 | 0058 | 020 | 0315 | 0226 0.459 0.327 0.454
V| 0407 | 0555 | 0839 | 0098 | 0314 | 0366 | 0368 0.512 0.346 0.449
V| 0379 | 0406 | 0795 | 0247 | 0277 | 0236 | 0383 0.371 0.264 0.374
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C3N 0342 | 052 0853 | 0132 | 0292 | 0332 | 0389 0.461 0.38 0.435
C4N 0359 | 0307 | 0708 | 0371 | 0.335 | 0169 |  0.422 0.353 0.238 0.171
Dl'\' 026 | 0104 | 0231 | 0954 | 0377 | 0051 | 0.314 0.114 0.198 0.018
DZN 026 | 0116 | 0234 | 0952 | 0321 | 0.066 |  0.327 0.112 0.208 0.098
F1N 0226 | 0387 | 0288 | -0017 | 022 | 0912 | 0.307 0.482 0.455 0.406
FZN 0274 | 0342 | 0356 014 | 0371 | 0.875 |  0.408 0.41 05 0.35
FlY 0.461 | 0.402 0.39 0243 | 0.884 | 0.335 | 0.464 0.364 0.47 0.263
FZY 0327 | 0198 | 0253 | 0377 | 0824 | 0203 | 0.444 0.19 0.313 0.145
F; 0434 | 0343 | 0329 | 0326 | 0901 | 0291 | 0.428 0.299 0.416 0.242
FI 0382 | 0323 | 0302 | 0373 | 0858 | 0257 | 0428 0.28 0.349 0.149
IP1 | 0382 | 051 0538 | 0115 | 0329 | 0.462 | 0476 0.885 0.477 0.445
P2 | 0312 | 045 0436 | 0119 | 028 | 0433 | 0474 0.874 0.52 0.45
IP3 | 0.196 | 0343 | 0401 | 0067 | 0261 | 0387 | 0436 0.801 0.419 0.446
IYL| 0275 | 0267 | 0402 | 0247 | 0.443 | 0338 | 0.776 0.385 0.422 0.333
IY2| 0321 | 0282 | 0487 | 0327 | 0.424 | 0347 | 0855 0.486 0.451 0.336
IY3| 0331 | 0257 | 0397 | 0264 | 0.406 | 0.33 0.894 0.475 0.451 0.329
IY4| 0329 | 0264 | 0369 | 0303 | 0.453 | 0.346 |  0.899 0.484 0.448 0.302
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1ys| 0327 | 0241 | 0409 | 0293 | 045 | 0.332 0.85 0.474 0.426 0.387
SIL| 0316 | 0311 | 0366 | 0181 | 0454 | 0507 | 0537 05 0.88 0.457
SI12| 0285 | 0344 | 0336 | 0164 | 0368 | 0.462 |  0.428 0.507 0.883 0.47
SI13| 0293 | 0358 | 0328 022 | 0386 | 0.431 | 0.384 0.451 0.876 0.466
TlF 0287 | 0394 | 0401 | 0032 | 0168 | 0316 | 0.333 0.457 0.409 0.815
T2F 031 | 0359 | 0336 | -0009 | 0141 | 0.342 |  0.274 0.413 0.412 0.781
T3F 0.363 | 0.34 0364 | 04175 | 0246 | 0312 | 0313 0.352 0.371 0.7

T4F 0303 | 0205 | 0276 | -0.003 | 0184 | 0317 | 0.264 0.336 0.402 0.711
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Fornell-Lacker Criterium

Discriminant Validity

|| Fornell-Larcker Criterion ||| CrossLoadings | = Heterotrait-Monotrait Ratio (HTMT) | % Heterotrait-Monotrait Ratio (HTMT)

Arousal Challenge Competition Diversion Fantasy Fun Intentionto Pay Intentionto Play Secial Interacti..
Arousal 0.808
Challenge 0.512 0.840
Competition 0.463 0.572 0.801
Diversion 0273 0.116 0.244 0.953
Fantasy 0472 0381 0377 0.367 0.867
Fun 0277 0409 0.357 0.061 0.324 0.884
Intention to Pay 0371 0.306 0.482 0.336 0507 0.395 0.856
Intention to Play 0353 0513 03539 0119 0341 0501 0541 0.854
Social Interacti.. 0339 0.383 0391 0213 0458 0532 0513 0.534 0.880
Time Flexibility 0414 0463 0.460 0.060 0.240 0425 0.393 0.522 0.528

Nilai R-Square and Adjusted R-Square

R5quare | {{i R 5quare Adjusted

R Square R Square Adjus...
Intenticn to Pay 0.293 0.291
Intenticn to Play 0.497 0.484
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Ahsiract

‘The electronic games market is one of the mo profitable in the leisure segment. having serpassed the film indusiry. [n tenms of profsbalicy, it is
ranked a5 elevensh in the world mnd first in Latin America. Despaie it relevance, dhere is listle information about the: reasoss thae: lead consunsers
10 play. This paper examinesd which: aitributes of the games infeence consumers o pley and pay for them. The methodology was & field research
survey conducsed with 800 clecironic games' plavers, and seuctural equation modeling was used o est the model. The resulrs indicate thas the
cordanacts challenge, diversion, fisn. fantasy snd socizl inseroction influence e inweniion 1o ploy and pay for games, whils ihe constret competition
has & negative effect on the iniestion so play. Mo significan cassalilies were found, reganding the construces sime Sexibality and arousal, on the
imention o play. Funthermore, we also observed tha motivations that had & highest impact were fun, challenge and faniosy, mtribuies that shoukd
e considered by game developers and imdesiry.
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significanies dos consanmos flexibilidade de senpo e exciiaghio, no comstruie inlengdo de jogar. Ademais, fiod observado que os molivagtes gue
abiiveran naior impacto ko o diversio, o desalio e a fantasia, caracierisiicss gee devem ser ohservadas por desemolvedores e indisirias do sesor.
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El mercado de videnjuegos es mmo de bos meds renmbles en el dmibiio del ocio, ssperando el mercado del cine, y figura como el 117 del mundo
v el 1° de Amdrica Larima en lo gee se reficre @ la ressbilidad de las empresas. A pesar de esin imponancia, hay escasa infomaciin sobwe las
razones gee motivan a las personas a jugar. El objetive en esie trabajo es analizar cudles carscieristicas de los juesgos inSayen en el comsumidor y

li llevan o jugar v pagar S ba levada & cabo oo estudio de campo con aprocimad smente 800 usuanics v s2 ha unlizsdo como meiodolopls ns
mixdelos de ecuaciones estrucsarles. Los resulisdes muestran que bos comsirucies desaffo, desvio, diversiin, faninsia ¢ imeracciin social inflaven

e expugis esdrul

en ln imtencidn de pagar y pagar, que el ipeticiin tieme influencia negativa en b inienciin de jagar. Mo se han obienido
causalidades significaiivas de los comstructos flexibilidad del riempo y exciiackén en & consruco imencidm de jugar. Ademds, se ba observdo gue
|as motivaciones gee liensn mayor impacio son 1a diversidn, el desafio v la fomissls, carscteristicns gee deben ser observadas por los desarmalladores
de juegos v la indusiria del secior.
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Stxdies on the creative imdusitry have been mcreasingly
receiving attention. The imporance of this sector's growth
For the economy & noteworthy, as well 2 the need for mare
research o understand this ficld, which operales essentizlly
through mformal work (Bendassolli, Wood, Kirschbaam, &
Pina, N9, Castro & Figueiredo, X6 Ofiveira, Ribeiro,
Cabral, & Semios, 2H5). A specific Beld of the creative
imdustry that hes shown better resulis is that of electronic
games, which experienced a remarkable growth in the last few
years, and = comsidered a valuable secior for the ecompomies
of many countries (Plum & Hassik, 20014} The games
markei amd the electronic games indusiry are booming, bav-
ing surpassed even the film indusiry in revenue, and huve
become one of the largest sources of leisure in the world
(Bammngarten, 2013; Mascena, Pimentel, Fischmann, & Palo,
e

However, sindies focused on the electromic games market
are still scarce, despile ihe growing imterest of researchers in
this field {Jin, 2014). In Brazil, according 1o the Growp of
Studies and Development of the Gamesx Industry (Gedigames,
201 4), data are scant, making # even harder o develop orga-
nizational sirategies. Data show that until 2003 the Brazilian
consumer markel for games was the | 1h in the world amd the
frst in Lakin America, in erms of revenee, which amounbed
to more than USS 13 rrillios (New Zoo, 2013). It should be
noted that this data only express the results of the regulated
games markel. The Brazilian Axssociation of Electronic Games
Developers (Abragames) acknowledges that this market is
strongly affected by piracy and illegal imponts [ ABRAGAMES,
JMXE).

The Brazilizn marked has 49 million consumers, of which
61% spend o games (MNew Foo, 2013). However. most of

ths audience is nod served by local companies. Accord-
mg to Codigames (2014), Brazilian companies are small,
amd more tham TR have yearly revenue up o RS 24000
They are also relatively young, being in the market for
lesx than fve years. As a result, they cannot afford o
develop products of high production costs. Therefore, ®
s impartant for Grazilian companies (o know this market,
a4 modern and dymamic sector, which mot only promotes
emtertzinment, but also creates jobs, revenue and promotes inme-
vation.

In addition, the amival of smarphones hos sigmificamily
changed the market by increasing games” consumption {Wei &
Lai. 201 4). These changes brought a mew dynamics b the market,
which now atiracts different types of comsumers. Considering
the importance of the games market for the cumrent coatext. #
& relevamt 1o cury oul studies o better understamd the con-
text and the consumers. Therefore, this paper iries o answer
the following research question: which altributes influence the
behavior of electromic games” consumers in the Brazilizn mar-
ket, regardimg, their inbention 1o play and o pay for them? To
amswer this question, the objective of the study was to analyze
games features that influence consumers” behavior, with respect
o playing amd paying for the games. In ander to do o, we sought
i the lferture which variables are considered important for
game consumers, amd analyzed if there ix a causal relationship
between these varishles and the inlention to play and pay.

The study is siructured n six sections, including this k-
duction. The fellowing section brings a review of studies related
o games market and the motivations that mfluence its con-
sumers. The third section describes the main methodological
aspects. The fourth section presents the research resualts, and the
fifth discusxes them. Fmally, the last section presents the con-
chusions, including limitations and recommendations for future
stusclies.
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Consumers” milivations and theoretical framewark

As reported by Gedipames (3014, the games market is com-
posed of four calegories: online and mobile games, console
and PC. mlemet-delivered games, and serious games. Console
and PC players prefer maore complex and difficult games, while
«casmal players prefer simpler and easier games. Hence, there are
different types of games, with differemt ohjectives; that’s why it
is impartant o usderstand the reasons that drive consumers o
«chovse one game instead of another.

One aspect relsted to the use of smarphones has been
observed recently: the possibility to play anywhere. According
1o Wei and Lo (2014, consumers mostly play in their idle time
‘or when they have time fexibility, 5o games are 2 sort of solution
1o xpend time {Pe-Than, Goh. & Lee, 20 14). The concept of time
Hexibility relates o the amouni of lime a wser can spend play-
img. and his ahility to determine and controd that peried of ime
(Hsian & Chen, 20016, However, the actual time a user spemds
playing depends on the mitivation that game brings (Ghozland,
2000p. Stsdses oo these motivations are still scarce, since they
have only emerped with the use of smariphones and =hlets ax
game platforms (Hsiao & Chen, 20'14). Therefore, time Gexi-
hility is considered a comstruct that affects the inlention o play
among games’ consumers (Pe-Than et al , 2004): since users can
‘play at any time. chances of playing increzse. With this in mind,
‘our farst hypothesis is:

HI. Time Bexibality positively affects the intention o play.

Tt hes also been identificd i the literatare thal users ook for
electromic games 1o stimulale emolions, since they cause excibes
ment through the proposed activitses. Players ane generally alert
and attentive when they play; their minds 2re only focused on that
lask, which oocasionally makes them umaware of other stimuli.
This stale of altention can incresse their adremaline. blood pres-
sure and heartheats, and all these effects are related botbe aroasal
players feel at that moment (Crizzard et al.. 2015 Rech &
Varderer, HH 5}

The concept of arousal can be explained in many ways 1o
define the player’s experience. Games that lead players in exer-
«cixe their atlention, activity and alerimess stimulate them o play
muore and meore, which makes arousal an important element of
Ihe inbention o play. Arousal is scheesdedged e n wotiiing,
featare for the imtention o play (Encl & Nacke, 2003; Gricard
el al., MM 5: Reich & Vorderer, 2015, Sherry, Lucas, Greenbers,
& Lachlan, 200940, In this study we considered it a comstruct that
has a positive influence on the intention o play.

HL Arosal possirvely affects the mbention b play.

Anaother condition found in the literature o explain the inlen-
iom o play ix the motivation for completing the challenge
proposed by the game, thus achieving the specified goals (Engl
& Macke, 2¥13; hin, 2014; Pe-Tham et al_, 2014; Shelion, 20010
Sherry et al, 2006). Carvax, Ishister, Le Bigol, and Vibert (2015)
argue that challenge is an imporiant content of a game. and ome
of the elements that cause the interaction between player and
game. On the other hand, the challenge must be balanced. since
very difficult games may discourage people 1o play, while very

easy games kead 10 boredom. Thus, in some games the challenge
is compased of many stages and missions, while in others it i
important i “stay alive™ for as long ax possible (Sherry et al.,
J0HDG).

In the Arst games created, challenge was one of the main
elemenis. The game should be considered “impossible™, so that
the player who finished it would feel rewarded 1o be one of a
few 10 accomplish it For Mumay (2003), much of the effon
made in the last few years o add value 1o electronic games wemt
into developing viriual s that provide different chal-
lenges to players. Maoreover. this varishle is capable i enbance
the leaming levels of the players: the more effort to complete a
challenge. the greater the learning (Haman et al., 2016: Hung,
Sun. & Yu. 201 5). Therefore, games that challenge players™ ahil-
ities imcrease their mention bo play (Sherry et al_, 2006), which
is our thind hypothesis.

H3. Challenge positively affects the intention o play.

Competition is another variable mentioned in the ltemmue
as a modivator, among electronic games” players. Competition
is an oriented goal o attend a specific event in which there s
a dispute, mdividual or in a group, in order 1o establish whe =
the most skilled in executing a certain task (Cagiliay, Ovcelik.
& Crecelik, 2015). It i a way 1o abtract wsers o play mone and
o improve their performance, which makes it an important con-
dition that must be considened when explaining the intention to
play. However, compelition is nod an attribute valued by every-
one. Avoiding competition. ax explyined by Ferreira, Gouvena,
and Duarte (200 1), corresg I b0 a maladj d abtibade when
faced with a competitive situation. [t is related 1o feelings of
shame and inferiority. In addition, Cagiltay =t al. {201 5) state
that, in coanpetitions, losers usually show higher anxiety kevels.
On the other band, some experts acknowledge thal competi-
Lion may be a positive motivation for electromic games” players.
Sherry et al. (2006 argue that they ke to challenge themsel ves
and show their skills. So, besides the challenges posed by the
game. some players iry to cary ool missions with higher per-
formance than others, or o defeat them i the competitions
propased by the game. To win these matches, many players
spend hours learning, so that ibey can finally be the best and win
all competitions. Within this context, compelition is the basis
o v B, boypetbesie,

. Compeanon positively aiTects ife miemton to play.

Electronic games can also be used 2x a meams to divent
ltention from thing, and ix considered a form of relax-
atiom, as well as an escape mechanism from everyday problems
and rexponsibilities [ Giammarco, Schoeider, Carswell, & Knipe,
204 52 Jan, 204 Shehon, 2010; Sherry et al, 2006). Scholars call
it diversion (Sherry et al., 2006), and it is found in persons wha
seek to escape From everyday tasks, bave fun and reduce stress
(Sherry et al.. 2006). Due to their ahility 1o draw players’ atben-
tion, freeing them from daily duties, some people regand games
as addictive. This construsct has a greater impact on older players,
as opposed b young ones, which makes il an important constnect
o distinguish between plaver profiles (Dsmanovic & Pecchiona,
20116). This condition is the basis for our fifth hypothesis,
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HE. Diversion positively affects the intention to play.

Games are also used for fun, emerainment, gratification and
pleasure. Playing amd comtrolling a character, or Ffeeling one-
self part of the game. make players enjoy the situation (Cohen,
2i¥4: Jin, 2014; Pe-Than et al, 2014: Shelton, 2010; Wei &
Lu, 24}, which in fumn indicates that fun i 2 comstruct that
may affect the intention 1o play. After all, the main reason why
games are created is o people. Thereft it can be
expecied 1o be one of the main conditions of influence in the
games market. [t seems rather clear o suppose that games that
der not entertaim will not appeal 1o players. However, it should
be noted that fun is a motivation that varies greatly from person
1o person, since it depends on the inleraction between the player
and the game (Carcux et al., 2015, Bowman o al., 2016} The
hypothesis regarding fun i expressed as follows.

Hb. Fun positively affect= the inlenion 1o play.

The possibility of cresting imaginary roles is also recogniznsd
by literature 2= a potential motivation for the inlention to play.
The possibility of making a dream come tnee, such as being
a super-bero. driving a Formaula | car or simply having a dif-
ferent Efe through mle playing, makes games very appealing
becanse players can fulfill their fantasies (Jm, 2014; Shelton,
2k Sherry et al, 2006). Through fantasy, games become a
way of escaping the real workd (Kahs et al_, 2701 5).

h bted to ¥ i the creation of imag -
nary environments or sories that ook 2= if they were mvented by
Haollywood directors. Therefore, games serve as an incentive 1o
imagination and creativity (Gianunarco et al., 305, Fodrigoes.
Lowpee, amd Mustaro (2010} call them “digital make-believe™ that
allows plavers tointeract with the virual workd. Faizmga 1995
argues thal games have a liberating element, sigce they represent
an escape from reality into a temporary sphere of activities. All
this fanlzsy belps players o increasing by immerse themselves in
games, which is believed o increase the intention o play. This
is our seventh hypothesis.

A featurn: al

HY. Famtaxy positively affects the imention 1o play.

Soci@l mteraction is also recogmized 25 anm imporiant meaoti-
vation for players, who value sharing experiences with other
peaple, making a conmection, having a relaticnship, socializ-
ing, as well as feeling themselves part of a commumity. In other
words, inleracting with others motivales players (Pe-Than ot al..
ikl 4:; Shelton, 2010 Sherry eLal., 2006), which indicates that
social inberaction is an mberesting construct for our research.
Om that subject, Dalisay, Kashin, Yamamoto, Liu, and Skalski
(20 5) observed that social interaction in games has an ele-
ment that goes beyond the game iself, imvolving information
exchange and meeting other players.

The social mteraction construct can be seen in games where
there is competition, although it goes further since it is pot neces-
sary for players 1o compete against each otber; they can also help
ome another, which makes 5t a condition that involves both rails
of competition and cooperation {McGloin, Hull, & Chrisiensen,
20k16). In short., it is pessible to infer that social interaction is a
relevant factor, which can lead games o achieve © izl

Table |

Comstructs arsl thes auhurs.

Comstruct Authurs

Time fleaibility Wi and Lia (2014), Pe-Than c1 al. (20114) snd Hiises and
Chen {2016

Arcual Shery ol al. (2005), Eagl and Nacke (201 3), Grizsed
& al. {2005) amd Reick and Vrderer [ M115)

Challcre Shery ol al. (2061, Shelion (2080, Engl and Nade
{2013}, Jin {20143, Pe-Than o al. (314}, Carous o al.
{201 5), Hamsi ot al. (2006) and Hung 1 6l (3015)

Compition Shery ol al. (2008) snd Cagillay et al. (215)

Diversion. Bhery 1 al. (2001, Shelion (2080, Jin (2014) and

Ostamn i and Peocheom (0H&)

Fua. Cishen (204, Shelion {2000, Jin (3004), We aad Lo
(2014}, Pe-Thin 1 al (2004, Carous &0 al. {300 5) asd
Besaman of gl (2006

Fanlasy Sexry el al. (A0S Shells |2 n (2014, Kaha
et al. (D05 e it o o
Social interaciaon ey el (NS Shellim |2

200 4y, Dualiery e al. (2005) &l Mol

success (Shelion, 1000, The success of online games”
commaunities illustrales the imporance of imleraction and com-
munication between players (Gallo, 2002; Kollock, [1997)
Hence our eighth by pothesis is:

HE. Social mberaction positively affects the mbention to play.

Tahlc | identifies the comstructs used in the research, based
om literature review.

The identified constructs regard consumers” motivation b
play or spend more time playing games. The i o play s
considered the driving construct (Wi & Lu, 2004). 1t indicates
the user’s willimgmess, or lack of. o play a certain game or b
keep playing it. By focusing on the intention to plxy, we seck to
recogmize, in essence, which game features make players active
amd motivaled 1o keep playing.

Finally, it is important o acknowledge thal the games mar-
ket is constamtly chamging. One of these changes regands its
sysiem of purchase. In the begimning, games were made 1o be
played only on consoles or PCs, and il was necessary o buy
the games m order b play them. Thix perind is known ax pay-
tepliay {Gedigames, 200 4). Companies observed, however, that
mamy consumers witld nid buy & game because they feared they
might regret it. As a result, companics launched the play-to-pay
method., where the consumer lests the game before buying
(Gedigames, 20 4). In recenl years, o new siralegy emerged,
called freeminem (2 mix of the words free and preminm). It i
pasible o play for free, but if the user decides 1o pay, he gets
privileges not available on the free version. Therefore, the inben-
ton 1o play may affect the intention to pay (Chou & Kimsuwan,
201 3; Gedigames, 2014; Park & Lee, 2000 1). Cur last hypothesis
rests on this condition.

HY. The intention 1o play positively affects the intention o pay.

Fig. | shows the conceplual framework propoesed in the paper.
As seeninthe Hierature, a set of constrects influence the inbention
o play, and this imtention, in tum, has a direct influence on

the i o b pay. Based on this conceptual framewaork, it i
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Fig. | Hypotheses framesword.

possible o uederstand which consinscts have a real impact on
the imlentica 1o play, and their rel chip with the i HERT]
pay. in the Brazilian elecironic games market.

Third section presents the methodode ey used in the research.

Methodabagy

The study used a descriplive research (Vergara, 1998} in crder
0 understand the electronic games market in Brarsil. The uni-
werse refers o games” players. not oalyv ibose who spend maney
o0 games, bt also those who play for free. We buill a non-
probabilistic sample. chosen by coamvendence | Vergar, | 99=),
since npsktstical procedure was dose (o choose the subjects. An
important condition was that sample participants were already
players.

The survey was conducted both face-to-face and online. The
first approach was employed in two game convenlioms: Gamer
Meating and CINDIE (Ceari Indie). Both took place at a pub-
lic university campus, in a Northeastern capital. For the online
research we used Google Docs forms for Facebook groups
of plavers. such as Playsiation Brasil, Brazilian Federation of
Games, Game fone. and Mega Polion.

The cross-section survey had a filler question in order 1o
select oaly active electromic games” players. Data were collected
in December 2014, with a ol of 606 filled questionnaires:
393 obtained with face-to-face approach, and 213 online. To
build the instrument, we adapied scales from previous studies.
After the customization, the scale wenl through validation proce-

scales. For thix study, and based on Hierature review, tao ather
items were added to the time flexibility scale and one for the
social interaction, in order 1o enhance measurement's vabidity
and reliability.

The sudy adopled a bwo-sizge, seven-point Likert scale,
where the respondents should first conzsider if they agreed or
diszrreed with a cerfam ststement. In the second stxpe, they
were asked o give an opindon on their level of agreement or
disagreement, which could be slightly, strongly or completely
[ Tomi & Maran, 2004).

Ta check ihe comprehension of the queshionmaire, 15 players
ook par on a pre-test, which showed that it was usderstand-
able and adequale for this study. Afier the pre-est, 56 players
participated in a pilod test aimed to better predict bow the vari-
ables would group lsgether, and if they were consislent with the
literature. To axsexs the pilot test, we did an exploratory fac-
tor analysis. As a result, a question aboul time flexibility was
removed (1 have controd over the time | spemd playing elec-
tranic games”), since it could not be grouped with any of the
other constnucts, and presented negative factor loading values.
The other variables grouped wogether a5 expecied, with values
above L5 for anti-image and commoenalities, and facior load-
ings above (L5, comidered by Hair, Black, Babin, Anderson,
and Tatham (2005) as satisfactory. It should be noted that pre-
lest and pillot test participants were nod part of the fimal sample
of 606 respondents of the survey. Table 2 shows the adapted
scale.

Proceeding with data restment, we decided 1o replace the few
missing values with the variable’s average (Hair et al., 2005).

wures based on Churchill {197%) and Cosea (235001 (i)
walidity (content and face validity ), achieved through a pre-test
and a pilot test; (i) criterion validity (predictive and simulta-
neoush, since all constructs had already been used in previous
studies, and they had effectively measured what they were sup-
posed o messure; and (Fi) construct validity (comvergent and
discrimimant validity). Time fexibility and social interaction
ooastructs had, respectively. three and two items in the original

Five guesti were removed for presenting values four
times greater than the stamdard deviation (univariate outliers)
(Hair et al, 2005). Mo g r were 1 for the
analysis of multivariate outliers, since we understood, afier an
imdivichual analysis, thal it was a respondent”s feature. Among the
6 valid questiomnaires. 471 (78.4% )} were answered by male
players, and 130 (21L.6%) by women. Among the respondents,
mure than B0FE were under 26 years old and 705 had finished
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Table 2

Adithors

[ p—

Tieme Memibility 1 play electronic games b spead Eme

1 play electrni: games when | & sl i sothing 1o de

1 cam b denl sdiop playing electronic pames al amylime

Wi and Lu (2004)

Cvwn sutbuorship

1 find et placying elevismic e raiss my level of adrcrine

Electeimic games hepluu the edge of my sl

ef al (2006

I play ek
1 play o

A ey

ary

s pames b they il

1 fiee] proud when | mesier an spect of an clocimne game.

1 find it very rewsanding ko get b the sl level.
1 find it very remanding b reach the nea level of an dectemic game

ef al (2006

Jin {20143

1 enjory finding rew wd croafie: ways 0 woek throsgh e eloteomie game
1 fiee] proud when | meciler an sspeet of an elosinm: gans

| et it ke | v s oy el
Diversion

1 play et games beiass il's fim
1 play electrne games berase il ool

When | lise Lo someene, | immadislely want b pley again in an sfesp! b bl himfer
It i Saportant b i 1o e the Tastest and mest dilled person playing the cloctron: game.

1 play el tnm: games when |l other things o o
1 prlay chactrim: pames mstead of otber g | should be doing,

Sherry 1 al. [2006)

Sherry 1 al [206)

Jin {20144

L play electroen: gpames besie Ty et e g Lesm't e i seal i

Eleuteimic gasmcs ollow mc b peeiend |

1 libie s b semmethns tht | could ot reovmally & in real Ef theough s cleconic pme.

Shemy enal (X006 )

1 enjory the excilemen! of msuming s alicr cgo i an clociee game.

My Triems sl | isie el evteomic pames s @ redion b el upelher
Often, 4 goup of friend ad §willl spend time playiy: cleetronic gases.
1 play elestrnse games i robie s other paple

T am willing b play ehostiin: ciime
Tnizntion b pliy

1 will ve plasing midsile el toie: g &

Sherry et al 2005
e suuthorship

Wi and 1Lu (20045

1 o besgan ausad ooy Plasving el iromic parme o sy lime

1 will revomrnend b my Genily anl peens ilos of clodmme games
There ae.a b probshility thal | weie meney in ders of dledronic pmes
1 immterad o by cloctronic game ilems i the Fulure

1 preatict ket I weill ey electsomic g ilems @ the feine

P s mlcotiom

1 hope b by elestnonic geme o

Tt il Mellliizon
(30141

Pasrk il L (2011}
sl s el
Bamsarwan [ 2013y

high school. They were also asked about the main device they
used to play electronic games. Results show that 188 (31.3%)
use com soles; 132 (225 | computers: | 1{3.2%), social networks;
L&D (26.5% ), smartphones; 107 (17.8%). onlime games; and
3 (0.5%), other devices. Table 3 shws data collected from the
respondents.

Comvpaziog with data collected by Game Brasil (2006) and
Gedigames (2014}, the sample is comsistent with data on the
Braziliam market, according t which maost users are young
(under X5 years old), and use mainly consolex, smartphones
and compulers o play games. Ako convergent with data on
the Brarilian market. maost players in the sample are men.

Furthermore, we conducted correlation matrix lests, where
varizhles 33 amd 34 were removed for showing., with other
varizhles, values above (L85 (Kline, 1995). The analysis of uni-
wariaie normality identified that data were not normal (o &
Blarsh, 20KM), the same ax with the multivariale normalily test
(Byme, 213} H -, there is ble ¢ in the

literature regarding the difficulty of obtaining normal resulls in
Social Sciences’ empirical studies (Byme, 2003; Hair et al.,
25} Hence, when data express an adequade son-nommaliy,
Mnmmmhm“gl&:m}e Oine:
of them ¢ gh the max-
mmum likelibood (ALY w'n-:h. hr applying the buot.ﬂnppl.lg
procedure, which we used in this research.

Adter data reatment, we proceeded through the use of struc-
tural equation modeling. We created a measuring model for the
proposed framework, and then an estimation medel (A nderson
& Gerhing. 1988; Mota, 201 3). Finally. measurement tests were
carried oul (Baron & Kenny, 1926). Model's reliahility was
tested by Cronbach’s alpha (valses should be greater than 0.7}
(Hair et al., 2005). For the analysis we used the SPSS w20}
statistical software (Statistical Package for Social Sciences).

Toanalyze the measuring model and the estimation model we
wsed the AMOSE v 20 software, since it enables the use of the ML
estimation technique along with the bootstrapping method {5000
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Tale 3 Table 4
Dhalis frven the: eespummalenits. Cann crgent anal dearinsmant validity.
Qs Afmwerns Tod & Conutne R AVE MISY ARV
Ohcs o TWice & Pl an 1481 Fumi DL LEI3 nis3 o124
Ohcs i Dwiee 4 weell a7 14.48 Aol nai 0564 0424 213
Frequency of se of Theee sacs o four limes a waek 114 1EOT {1 DdEh 0424 0 20
shetinnic g Oz 2 dky 100 1664 Inkenlion b pikay 090 (%% 0462 0,253
Muore than once  diy 2kl 3511 Competaizsn nan 522 nxis 108
Tdsl Bl 10000 Fastasy L0 oTaT n1m o 1&7
Bocial mlessclion (1 i} uald 01 o132
e I Divein 392 o7 0S4 i
:’_’T‘m 0 Lga T Scaibility o 0559 nosl o7
Do wseal s iy - Inkenilion b puy IR 0T 0462 o198
clectroni gosees I — 160 26ED
Thilac pamss 107 1780
hern 3 050
Totsd 63 doonn  Hesabis
ke 71 TEIT B | ) : . ;
Cend Femile 130 163 This section deaks with stuctural equations modeling and s
Tzl Ayl 10000 divided in four paris: (i) scales dimension measunes. (i} mea-s
il s : [T, 254 5970 mwﬁi}mmnhwm lexis, amd
with cloctros: games M 230 030 (iv) medialion.
in 20147 Tawsl 3 10000
RS 200 s RS W00 72 051 Scales dimension measures
How mach moncy 8 R, 0000w S 2500 EPRETT
sperd i
e i 5 252000 RS S5m0 LT Comverpent and discriminant validity tests were conducted
4T ::u“mm E |:: by the unidimensional composition of facor loadings, Cron-
B bach’s alpha (o). CR, AVE and squared correlations (Fornell
::fm‘mﬂ ﬁ: ;: & Larcker, 198 1; Garver & Mentrer, 1999), According o 1Lzir
T R P ——— 185 oy et al. [m;hnhdngmﬂlﬂ“bepuh:r}nlﬂj.
pasing b S i ad S mia 134 3178 and Cronbach’s alpha greater than 7. Dala analysis showed
&b or e £ 1468 that factor loading valuwes were below 0.5 for questions | and I,
Tatal s oo while the remuining variables showed resulls greater than (1.5
Ui s B0 years 5 4307 Crombech’s alpha resulis were greater than (1.7 for all constructs,
2125 yeas n Erad The results of convergent and discrimimant validity tests can
A el e 751352 he geen in Table 4. Amang all indicators, onby AVE for the chal-
Muore than 30 years 40 B6E i . . _— . mlr ¢
T s A enge canstnact did not achieve a satisfactory resualt (0.466). We
~ chase, however, 10 keep this comstruct in the estimation model,
- Sl 0287 hosed on theoretical sugport (Jin, 2014; Pe-Than et al., 2014;
Suate where you live T 2 Ak Shelton, 2010; Sherry et al.. 2006)
¥ Minss Geris W\ 107 Shelton, 2010: Sherry et al., 2006).
Tdssl 558 D000

resamples), which reduces the non-pormality effect. AMOS
employs the covariance analysis for confirmatory facior anal-
yxis [(CEA). In addition, our mode! uses a mediating variable
and, in ths case, the mse of ¢ fance analysis bechmig s
recommended (Hair, Gabriel, & Patel, 2014).

Convergent validity and discriminant validity of each con-
struct were wed o lest the estimation model, through the
procedures propased by Fornell amd Larcker (1981 ) and Garver
and Mentzer ( 199%). It should be noted that satisfaciory resulis
of one validity type do pot pecessarily imply the same results for
the other. Thus, these four authors argue thal the composite reli-
ability (CR) is satisfactory when greater than (1.7, and the average
wariance extracted {AYE ) greater than 0.5, and both indices com-
pose the © validity. Discrimi validily ix achiewed
when AYE ix greater than the maximum shared squared variance
(MSY) and the average shared squared variance (ASY).

Measurement mode!

All constructs are linked by covarance in the mea-
surement model, amd there is neither hypotheses test mor
causality betasen them. Resubls show that the model & ade-
quale to SEM's reference wlues: CMIN=2.19%; GF1=0.914;
IF1 =01956; TLI=0947; CFl=0.955; RMSEA =0.045. There-
fore, we can sy that the theoretical mode] proposed o assess the
intention to play and the background Factors is adequate, because
of the values achieved. Based on these resulis, we proceeded o
the pext step: the structural model.

Siructural model ard hyvpothesis text

Fig. 2 shows the prog | conceptual framework designed on
AMOS v. 20, It should be noted that time Bexibility, arowsal, chal-
lenge, competition., diversion. fun, Fantasy and social imteraction

consiructs are exogenous and cause the inlention o play, which
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Table 5 Mediation
Structural mdel.
Indues Wialues Mediatioa test was employed 1o ddentify if the antecedent
= i) —— mtentic play variahles are also motivabors for the inbention
scqusre 5 B 5 H . =
?:1:!““ o freedom (CMUTF) 1968 to pay; amd if, combined with the intention o play, the effect s
» ftir 1] emhancesd. It is important to undersiand if this mediation oocurs,
GFL 0923 comsidering the current strategies that alkew players 1o lest before
= e ing fe.g. demo lay-to-pay and ium). Hence, i
. | i paying fe.g. games, play-io-pay o frecmium). ence,
A 5963 B important o recognize which vanables also have an impact
RMSEL wndi om ihe intention o pay for games that present their gqualities

in tum influences the intention Lo pay. Thus, the intention o play
comstruct is 3 mediator between the exogenous constructs and the
intention to pay. According to Byrme (2013, the model should
be presented withoat the cormelations and errors associated 1o
comstruct variables.

Tahle 5 shows the values of the fit indices of the strectural
muxdel. where it can be seen that all restrictions estzhlished by
literature (Hair et al., 2005 were med. Therefore, the maodel]
is adequalely Med. Next stzge imolved analyring the stmuc-
tural paths in oader to check if the hypotheses were statistically
sigmificant.

Among the mine hypotheses. three were rejected (1 1. H2 and
14}, and the other six were accepied { Table 6). It should be poted
Ilulh:,-l:mtun {HY), abouwt inleniion io Fln}'pnsil.i'l.'e]].' a.l'l'ecﬁni
the mtention bo pay, was accepled. Mext step was to verify how
mediation between the constnscts ecourred.

mcompletely, since it is pecessary o purchase them o enjoy
their full versions.

The module MEDIATE (SPPS), by Tayes and Preacher
(20114}, was used 1o carry out the mediation, using the boot-

pping of S T ipies and a confidence interval of 95%.
Imoader to check the confdence mterval for this mediating efect,
we used the bixs -cormecied method (BC method). Table 7 shows
the test resulis for the direct effects without mediation, direct
effects with mediation, indirect effects. and the type of media-
tion. where the mediating variable is the intention to play amd
the dependent variable is the inlention o pay.

According o Barom and Kenny (1986), mediation analysis
can anly be done when there i causality between the dependemt
variables amd the mediating variable. Therefore, we did not con-
duct the mediation test for the constnacts time fexibility amd
arousal. Moreover, although s hypothesis was nejected. the
compebibon constnsct was kepd m the analysis, since iE has a
megalive infleence on the inlention 1o play.
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Tabc b
Hyprthesis Issl.
Depemden varzible Endepemdent vanisble Mem-stsmdandised Standisdieed ceror Srmdandizeal Tuest Hypothesis
Tt huling 1} Hactinial lideg
By i
Intentaen e pliy Time Meadsiliny —0iIEE o —1.265 L2086 HI - Dieraed
Intentaen e pliy Arsusal U] 0056 Q3ET QL3ATS HI - Dicrad
Iitention e ply [ N — 0446 s 4603 H3 - Confiewed
Inentam b play Comyplilicn. —0.138 ez —r:% ans H4 - Diesaal
Intentaen e pliy Diversion T [ IEE] 2917 L] HE - Conlfimed
Intentaen e pliy Fua. A ounEl T o H& - Conlfiemed
Inlentien L pliy Fanlsiy w12 [FET 132 HT - Confiersal
Intentaen e pliy Suwial inleraction L k] M7 RS o HE - Conlfimed
Inlenion b pury Ialenilion o play 0.7 s 15137 o HY - Conferacd
= pelil.
Tabe 7
Mediation 1est.
Hyputhesis Relation Drigent effect vt eflect Remlireat elfes Type of medislion
Wil with e Raan
mieadialion
H3 Chullieage == latealion i Pay 00755 o3 nm Panizl
H4 Competition = kalealio Lo Pay —000ss —0.03% —024E Mo medislioa
HE Dhiversion == Intealion 1o Pay oz DT n0E7e Parizl
Hi Fum = Intentsn 1o Pay —0Ed (L1 1 i Pastisl
HT Fantasy == |nlcaisn e Pay sz 0056 o Panisl
HE Sewcial inleraction == Inlentan i Pay n2sm MRk i noasaT Pantisl
- L
= S,
DHscussion construct is considered 1o be particularly valued by those who

As phserved, the scale showed satisfactory resulis for unidi-
mensionality, based on the results for Cronbach’s alpha. facior
loadimgs. CR, AVE and squared correlations. Therefore, Sherry
el al. (2006 scale for arpusal, challenge, competition, diversion
and fantaxy; Fim (3014} scale for diversion; Weiand Lo (2014
scabe forintention to play; Toni and Mazzon (3004), Park and Lee
(201 1 and Chou and Kmmsowan (20013 ) scales for the intention
o pay: and the enhanced scale for time Aexibikity are all appro-
priale tuols o assess these constructs, regarding the behavior of
electromic games” consumers.

The measuremest model had stsfactory resulls, which
shows that the proposed model based on the theoretical
framewock is appropriate. The siructural maodel proved o fit
with suitable values (Byrme, 2003; Hair et al.. 2(05). Based
on the hypotheses test, six oul of mine hypotheses were
confirmeed.

HI hypotbesis stated that time Aexibility positively affects the
imention 1o play (Pe-Than et al.. 2004). Other than expecied,
this hypothesis was not confirmed. This means that the play-
ers approached by this study do not play 2= a result of having
lime Bexihility, but play even when they have something else o
do. A possible explanation for this fnding may be the sample
attributes: about 35% of the respondents play more than omce a
day. and most of them between 3 and 6 h. This indicates a highly
active player profile. Moreover, the sample is composed of play-
ers whir use different types of devices, and the time fexibility

use smartphones (Wei & Lu, 2014).

HZ hypothesis stated that d poasitively affects the mnten-
ten toe play (Engl & Nacke, 20013; Sherry et al.. 2006). This
hypothesis was also rejected, which demonstraies that users are
nat motivaled 1o play. or 1o keep playing. by excilement or ema-
Lions that stem fram the game. A possible explanation rests on the
fact that arousal is linked 1o a physiological semsation = a result
of adrenaline production - that may give the player a sense of
well-being in relation to the stimules received while playing, but
that is difficult to recognize. Someone saying thal he plays 6h
everyday might be easier than agreeing that games are linked o
an ohsessive stale thal can make players unable to turn off the
game for several hours.

3 hypoibesis staled that challengze positively affects the
intention o play (Engl & Nacke. 20013; lin, 2014; Pe-Than et al.,
2 4; Shelvon, 201k Sherry etal. 20046). Thix hypothesis was
accepied, which shows that users play electromic games, amd
intend to keep playing them, due 1o their challenges. This means
that challenging games temd 1o have greater levels of acoepiance
in the Brarilian market, which has also strong design implica-
tions for product developers. This is an opportundty that will
certainly resull in new games with new features.

F4 hypothesis siated that competition positively affects the
intention 1o play (Sherry et al., 2006) This hypothesis was
rejecied. amd we could observe that competition has a2 nega-
tive effect on the intention o play. A possible explanation is that
when a plaver loses, be does not feel indined to keep playing.
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Another explanation from the literature (Ferreira et al., 31D
relates 1o an uneasy attitude when faced with competitive situ-
ations, associabed e feelings of embarmassment and inferiority,
while playing games that hive competition as a key Feature.
Beyond this study. itis still possible to imagime that competiltion
is perceived as antisocial. Thus, it is reasomble o assume that
the desire 1o socialize is more impaortant than the desire o win.

HE hypothesis argued that diversion positively affects the
intentioa to play {Jin, 2004; Shelton, 2010; Sherry et al, 2006).
Omnce this hypothesis was acoepted. we can infer that electronic
games” comsumers wish s find a distraction from everyday prob-
lems and they suoceed in escaping by diverting their altention 1o
wther Factors. Moreover, games prowvide to players the possibality
of escaping from daily challenges, as they establish their own
rules, usually less restrictive than real life’s rules.

116 by pothesis claimed that fun has a positive nfluence on the
intentioa to play (Coben, 200 4 Yip, 2014; Pe-Than et al.. 2004:
Shelton, 2010; Wei & Lu, 201 4). This relation showed the meast
standardized efect. which mdicates that this construct is the
must infl al om the i o play. Therefore, the main rea-
san io play electroaic games is fun. An electromic game should
be fum in order to be played, once its mein goal is enlertainment.

o the game: but if the game & perceived as a means of
socialoation, the act of playing minimizes the inlention o
Py,

In addition, the relationship between competition, intention
o play ane imtention o pay is mot properly explained when
these constnacts are directly relsted. This means that the com-
petition constrsct does mod affect the intention to pay. Even
when intention to play medites the relation, competition still
b mo sigmificance, and the indirect effects of the construct are
akso msufficient o influence the intention o pay. showing that
compekition is a kess impaortant construct, as compared b others.

Cunchusion

Given the importance for the national market of games, this
research presents relevant data on the main features that motivale
players. The leading aftribute that affects the intemtion o play
i the fun provided by electronic games. a condition that must
e d by game develop Fantasy amd challenge are the
other variables that should be highlichied. Looking behind the
game's scenanio and considering the rules that define gameplay,
i nt that the challenges fced by players are clear,

HT hypothesis postulabed that Bntasy has a positive mfl e
om the intention to play (Fin, 2014; Shebon. 2010; Sherry et al.,
20¥). Ome of the featares that lead people 10 play is the possi-
hility b 21 in ways they are not allowed in real Efe. Therefare
the avceptance of this hypothesis implies thal il is impartant for
games o provide this fantasy world that creates a simple and

HE hypothesis stated that social interaction affects the mien-
tion bo play (Fe-Than et al., 2014: Shelion. 2010: Sherrv et al..
2045). This hypothesis was accepied, proving that games that
allva players to interact are appealing b conswiners. In practi-
cal terms, the game can enable social interaction through toals
that alkow plavers o know one another, 1o get mformation, and
o commmumicate with other players. This varasble is different
from competition, since players do pot compete between them.
In fact, in many cases, cooperation lakes place.

Fimally, HY hypothesis staled that the intention o play pos-
itively affects the inlention o pay {Chou & Eimsuowan, 2003;
Gedigames, il4: Park & Lee. 2001 ). Once this hypothesis was
confirmed, medniion lests were conducted in order 1o under-
stand the infleence that mtention-to-play independent varahles
have on the intention 1o pay. These lesis were cammied out on the
Following independent variables: chalk compelition, diver-
siom, fun, fntxy, and social inleraction.

‘We observed that challenge, diversion, fun and Fmizsy con-
structs influence the intention to pay: and there is a partial
mediation of the mtention to play in these relations. Intention
o play has a positive effect. sinoe the direct effect with medi-
ation i greater than the direct effect withoul mediation, thus
enhancing the intention to pay: while for the social inlemc.
tiom construct there is an opposite effect, reducing the mbention
o pay. This happers because social imteraction has a grester
effect on the inlention to pay when there is no effect of the

fialing varizhle i o play. It ix vital that the player
haz the imtention o play. in onder o buy something related

beorw they will result in fun, and the stories of the characters i a
warld that has s oam fantasy.

Besiies, results show that the inlention o play has a high
degree of mfluence on the mbention to pay. znd mediation tests
demansirate thal previous varsshles also have a strong influence
om the mbention o pay. Thus, # should be emphasized that the
cument sirategy of freewiam and play-lo-pay games is an effi-
cient way 0 stimulate the mtention to play and, eventsally, the
mbention b pay.

Ax for theoretical contribations, this stedy proposes the use
of eight constnects io explain ibe indention bo play 2nd the inben-
tion to pay. These features. were considered after an extensive
lik review, ranging from empinical evidences of research
stindlies on how human beings interact with machines. io pey-
chological studies that demonstrale how games motivate and
afffect people. Startiing with the proposed model, with a sample
of players who use different devices 1o play, we demonstrabed
that time Aexibility, arousal, and competition do pot have a sig-
mificast relationship wilh the imention to play. Further shodies
should iry to understand, by using this same model. how these

T players who use specific platforms. such as
massively multiplayer saline {MMO | games, where competition
s a relevant factor.

Despile our resalts, we should highlight their limdlations,
regarding the we of a pon-probabilistic sample. Another limita-
tiom is that we did not conduct tests on the individual constrec
modeks. due to the difficulty of calculating the filting measures.
‘This is because i most models the degrees of freedom were
equal 1o zero, and we decided not te do these lesis. Also, the
time flexibility construct should be revisited in future studies,
since varizhles were removed from its content.

Thix research focused only on players of electronic games
amd their motivations. Therefore, we did not study the profiles
of thase who do not play. Another limitation i that we chose
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