
218 

 

References 

Andersen, G. (2024). game and social media. https://moldstud.com/articles/p-the-

impact-of-social-media-on-game-development 

Antepenko, C. L., Rickey, S. R., Hibbets, A. L., & Rusk, J.-D. (2022). 

Microtransactions and Gambling in the Video Game Industry (Vol. 12). 

https://digitalcommons.kennesaw.edu/ccerp 

Atmoko, B., & Ellyawati, J. (2021, April 26). DETERMINANT OF IN-APP MOBILE 

GAME PURCHASE INTENTION: AN EMPIRICAL STUDY OF INDONESIAN 

MOBILE GAMER. https://doi.org/10.4108/eai.1-10-2020.2304925 

Barta, S., Belanche, D., Fernández, A., & Flavián, M. (2023). Influencer marketing on 

TikTok: The effectiveness of humor and followers’ hedonic experience. Journal 

of Retailing and Consumer Services, 70. 

https://doi.org/10.1016/j.jretconser.2022.103149 

Bauckhage, C., Kersting, K., Sifa, R., Thurau, C., Drachen, A., & Canossa, A. (2012). 

How players lose interest in playing a game: An empirical study based on 

distributions of total playing times. 2012 IEEE Conference on Computational 

Intelligence and Games, CIG 2012, 139–146. 

https://doi.org/10.1109/CIG.2012.6374148 

Becker, J. M., Ringle, C. M., Sarstedt, M., & Völckner, F. (2015). How collinearity 

affects mixture regression results. Marketing Letters, 26(4), 643–659. 

https://doi.org/10.1007/s11002-014-9299-9 

Bennet, J. (2017). Fake Loot, Real Money, The Uncertain Legal Future of Loot Boxes. 

Games and Culture, 12(1), 56–71. https://doi.org/10.1177/1555412015581087 

Böffel, C., Würger, S., Müsseler, J., & Schlittmeier, S. J. (2022). Character 

Customization With Cosmetic Microtransactions in Games: Subjective 

Experience and Objective Performance. Frontiers in Psychology, 12. 

https://doi.org/10.3389/fpsyg.2021.770139 

Bougie, Roger., & Sekaran, Uma. (2020). Research methods for business : a skill-

building approach. John Wiley & Sons, Inc. 

Buijsman, M. (2024). Newzoo Free Global Games Market Report 2024. 

Bycer, J. (2019, November 27). Playability in Game Design Part 1: Quality of Life. 

https://medium.com/super-jump/playability-in-game-design-310e94c4e88e 



219 

 

Cao, Y., Qu, X., & Chen, X. (2024). Metaverse application, flow experience, and Gen-

Zers’ participation intention of intangible cultural heritage communication. Data 

Science and Management, 7(2), 144–153. 

https://doi.org/10.1016/j.dsm.2023.12.004 

Cheah, J. H., Thurasamy, R., Memon, M. A., Chuah, F., & Ting, H. (2020). Multigroup 

analysis using smartpls: Step-by-step guidelines for business research. In Asian 

Journal of Business Research (Vol. 10, Issue 3, pp. I–XIX). Asia Business 

Research Corporation. https://doi.org/10.14707/ajbr.200087 

Chen, H., & Chen, H. (2022). Investigating the intention to purchase virtual goods in 

social networking service games: a self-presentation perspective. Behaviour and 

Information Technology, 41(6), 1171–1184. 

https://doi.org/10.1080/0144929X.2020.1864017 

Chung, J. C., Lai, Y. H., & Chang, Y. T. (2024). Factors Influencing Consumer 

Impulsive Buying Behavior regarding Mobile Game Purchase Intention †. 

Engineering Proceedings, 74(1). https://doi.org/10.3390/engproc2024074061 

Cohen, J. (1992). Statistical Power Analysis. Current Directions in Psychological 

Science, 1(3), 98–101. https://doi.org/10.1111/1467-8721.ep10768783 

Costes, J. M., & Bonnaire, C. (2022). Spending Money in Free-to-Play Games: 

Sociodemographic Characteristics, Motives, Impulsivity and Internet Gaming 

Disorder Specificities. International Journal of Environmental Research and 

Public Health, 19(23). https://doi.org/10.3390/ijerph192315709 

Csikszentmihalyi, M. (1990). Flow: The Psychology of Optimal Experience Flow-The 

Psychology of optimal experience. 

https://www.researchgate.net/publication/224927532 

Csikszentmihalyi, M. (2015). The Psychology of Optimal Experience. 

Cui, R., Zheng, Z., Jiang, L., Ma, W., Gong, D., & Yao, D. (2024). Co-activation 

patterns during viewing of different video game genres. Brain Research Bulletin, 

213. https://doi.org/10.1016/j.brainresbull.2024.110974 

Decarlo, M. (2018). Scientific Inquiry in Social Work. 

Drossos, D. A., Kokkinaki, F., Giaglis, G. M., & Fouskas, K. G. (2014). The effects of 

product involvement and impulse buying on purchase intentions in mobile text 

advertising. Electronic Commerce Research and Applications, 13(6), 423–430. 

https://doi.org/10.1016/J.ELERAP.2014.08.003 



220 

 

Duetzmann, S. (2022, February). Video Game Definition of the Week: “Skins.” 

https://engagedfamilygaming.com/videogames/video-game-definition-of-the-

week-

skins/#:~:text=A%20“skin”%20is%20a%20kind,screen%20that%20represents%

20the%20player). 

Eklund, L., & Roman, S. (2017). Do adolescent gamers make friends offline? Identity 

and friendship formation in school. Computers in Human Behavior, 73, 284–289. 

https://doi.org/10.1016/j.chb.2017.03.035 

Elson, M., Breuer, J., Ivory, J. D., & Quandt, T. (2014). More than stories with buttons: 

Narrative, mechanics, and context as determinants of player experience in digital 

games. Journal of Communication, 64(3), 521–542. 

https://doi.org/10.1111/jcom.12096 

Ersche, K. D., Lim, T. V., Ward, L. H. E., Robbins, T. W., & Stochl, J. (2017). Creature 

of Habit: A self-report measure of habitual routines and automatic tendencies in 

everyday life. Personality and Individual Differences, 116, 73–85. 

https://doi.org/10.1016/j.paid.2017.04.024 

Evers, E. ;, Van De Ven, N. ;, Weeda, D., Evers, E. R. K., Van De Ven, N., & Weeda, D. 

(2015a). The Hidden Cost of Microtransactions: Buying In-Game Advantages in 

Online Games Decreases a Player’s Status; The Hidden Cost of 

Microtransactions: Buying In-Game Advantages in Online Games Decreases a 

Player’s Status. International Journal of Internet Science, 10(1), 20–36. 

Evers, E. ;, Van De Ven, N. ;, Weeda, D., Evers, E. R. K., Van De Ven, N., & Weeda, D. 

(2015b). The Hidden Cost of Microtransactions: Buying In-Game Advantages in 

Online Games Decreases a Player’s Status; The Hidden Cost of 

Microtransactions: Buying In-Game Advantages in Online Games Decreases a 

Player’s Status. International Journal of Internet Science, 10(1), 20–36. 

FeatureUpvote. (2024, August 26). Game Retention: 12 strategies from the most 

popular games. https://featureupvote.com/blog/game-

retention/#:~:text=Fresh%20content%20keeps%20players%20engaged,schedule

%20to%20meet%20player%20expectations. 

Garson, G. D. (2016). PARTIAL LEAST SQUARES (PLS-SEM) 2016 Edition (2016th 

ed.). Statistical Associates Publishing. www.statisticalassociates.com 

Geuens, R. (2024). What’s the average time spent on social media each day_ (2024). 

https://soax.com/research/time-spent-on-social-



221 

 

media#:~:text=Research%20highlights%3A%20On%20average%2C%20people,

a%20day%20on%20social%20media. 

Gleason, H. A. , Jr. (2007). Data Definition & Meaning - Merriam-Webster. 

https://www.merriam-webster.com/dictionary/data 

Grguric, M. (2024). Get the insider’s edge in mobile gaming What Is a Gacha Game 

and How Does It Work? 

Hair, J. F., Risher, J. J., Sarstedt, M., & Ringle, C. M. (2019). When to use and how to 

report the results of PLS-SEM. In European Business Review (Vol. 31, Issue 1, 

pp. 2–24). Emerald Group Publishing Ltd. https://doi.org/10.1108/EBR-11-2018-

0203 

Hair, J. F., Sarstedt, M., Hopkins, L., & Kuppelwieser, V. G. (2014). Partial least 

squares structural equation modeling (PLS-SEM): An emerging tool in business 

research. In European Business Review (Vol. 26, Issue 2, pp. 106–121). Emerald 

Group Publishing Ltd. https://doi.org/10.1108/EBR-10-2013-0128 

Hair, J. F., Tomas, G., Hult, M., Ringle, C. M., & Sarstedt, M. (2022). A Primer on 

Partial Least Squares Structural Equation Modeling (PLS-SEM) (3rd ed.). 

https://www.researchgate.net/publication/354331182 

Henseler, J., Ringle, C. M., & Sarstedt, M. (2015). A new criterion for assessing 

discriminant validity in variance-based structural equation modeling. Journal of 

the Academy of Marketing Science, 43(1), 115–135. 

https://doi.org/10.1007/s11747-014-0403-8 

Hollebeek, L. D., Abbasi, A. Z., Schultz, C. D., Ting, D. H., & Sigurdsson, V. (2022). 

Hedonic consumption experience in videogaming: A multidimensional 

perspective. Journal of Retailing and Consumer Services, 65, 102892. 

https://doi.org/10.1016/J.JRETCONSER.2021.102892 

Hubert, M., Hubert, M., Linzmajer, M., Riedl, R., & Kenning, P. (2018). Trust me if 

you can – neurophysiological insights on the influence of consumer impulsiveness 

on trustworthiness evaluations in online settings. European Journal of Marketing, 

52(1–2), 118–146. https://doi.org/10.1108/EJM-12-2016-0870 

Hyeong, J. H., Choi, K. J., Lee, J. Y., & Pyo, T. H. (2020). For whom does a game 

update? Players’ status-contingent gameplay on online games before and after an 

update. Decision Support Systems, 139, 113423. 

https://doi.org/10.1016/J.DSS.2020.113423 



222 

 

Jecius, D., Frestadius, A., & Baird, J. (2022). How do players experience a gacha game 

depending on their perspective as a starting or a veteran player? A case study of 

Genshin Impact Faculty of Arts Department of Game Design. 

Jitoku, D., Kobayashi, N., Fujimoto, Y., Qian, C., Okuzumi, S., Tei, S., Matsuyoshi, D., 

Tamura, T., Takahashi, H., Ueno, T., Yamada, M., & Fujino, J. (2024). Explicit 

and implicit effects of gaming content on social media on the behavior of young 

adults. Frontiers in Psychology, 15. https://doi.org/10.3389/fpsyg.2024.1332462 

Kaye, L. K., Kowert, R., & Quinn, S. (2017). The role of social identity and online 

social capital on psychosocial outcomes in MMO players. Computers in Human 

Behavior, 74, 215–223. https://doi.org/10.1016/J.CHB.2017.04.030 

Kesuma, A. E., & Princes, E. (2024). Antecedents of Gacha gaming intention: 

Extending UTAUT2 with structural video game characteristics. Computers in 

Human Behavior Reports, 14. https://doi.org/10.1016/j.chbr.2024.100405 

Kock, N. (2018). SHOULD BOOTSTRAPPING BE USED IN PLS-SEM? TOWARD 

STABLE P-VALUE CALCULATION METHODS. Journal of Applied Structural 

Equation Modeling, 2, 1–12. https://doi.org/10.47263/JASEM.2(1)02 

Kock, N., & Hadaya, P. (2018). Minimum sample size estimation in PLS-SEM: The 

inverse square root and gamma-exponential methods. Information Systems 

Journal, 227–261. 

Lamis, S. F., Handayani, P. W., & Fitriani, W. R. (2022). Impulse buying during flash 

sales in the online marketplace. Cogent Business and Management, 9(1). 

https://doi.org/10.1080/23311975.2022.2068402 

Lapakgaming. (2023). Home » Esports » Apa Itu MPL? Ketahui Penjelasan dan 

Sejarahnya di Sini Apa Itu MPL? Ketahui Penjelasan dan Sejarahnya di Sini. 

Lee, Y. H., & Wohn, D. Y. (2012). Are there cultural differences in how we play? 

Examining cultural effects on playing social network games. Computers in 

Human Behavior, 28(4), 1307–1314. https://doi.org/10.1016/j.chb.2012.02.014 

Lehdonvirta, V. (2009). Virtual item sales as a revenue model: Identifying attributes 

that drive purchase decisions. Electronic Commerce Research, 9(1–2), 97–113. 

https://doi.org/10.1007/s10660-009-9028-2 

Lelonek-Kuleta, B., Bartczuk, R. P., & Wiechetek, M. (2021). Pay for play – 

Behavioural patterns of pay-to-win gaming. Computers in Human Behavior, 115. 

https://doi.org/10.1016/j.chb.2020.106592 



223 

 

Lo, S. kang. (2008). The impact of online game character’s outward attractiveness and 

social status on interpersonal attraction. Computers in Human Behavior, 24(5), 

1947–1958. https://doi.org/10.1016/J.CHB.2007.08.001 

Mahendra, F. A., Jayadi, R., & Halim, E. (2024). Examining Drivers of Urge to 

Purchase in Video Game Microtransactions. Journal of System and Management 

Sciences, 14(5). https://doi.org/10.33168/jsms.2024.0508 

Martilla, J. A., & James, J. C. (1977). Importance-Performance Analysis. Journal of 

Marketing, 41(1), 77–79. 

Martínez, B. R., & Nygren, E. (2017). Purchasing behaviour on aesthetic items in 

online video games with real currency. 

Mason, C. H., & Perreault, W. D. (1991). Collinearity, power, and interpretation of 

multiple regression analysis. Journal of Marketing Research, 28(3), 268–280. 

https://doi.org/10.2307/3172863 

Memon, M. A., Ramayah, T., Cheah, J. H., Ting, H., Chuah, F., & Cham, T. H. (2021a). 

PLS-SEM STATISTICAL PROGRAMS: A REVIEW. Journal of Applied 

Structural Equation Modeling, 5(1), i–xiv. 

https://doi.org/10.47263/JASEM.5(1)06 

Memon, M. A., Ramayah, T., Cheah, J. H., Ting, H., Chuah, F., & Cham, T. H. (2021b). 

PLS-SEM STATISTICAL PROGRAMS: A REVIEW. Journal of Applied 

Structural Equation Modeling, 5(1), i–xiv. 

https://doi.org/10.47263/JASEM.5(1)06 

Moonton. (2024). Mobile Legends Official. https://m.mobilelegends.com 

Ngo, T. T. A., Nguyen, H. L. T., Nguyen, H. P., Mai, H. T. A., Mai, T. H. T., & Hoang, 

P. L. (2024). A comprehensive study on factors influencing online impulse buying 

behavior: Evidence from Shopee video platform. Heliyon, 10(15). 

https://doi.org/10.1016/j.heliyon.2024.e35743 

Nguyen, B., & Klaus, P. P. (2013a). Retail fairness: Exploring consumer perceptions of 

fairness towards retailers’ marketing tactics. Journal of Retailing and Consumer 

Services, 20(3), 311–324. https://doi.org/10.1016/J.JRETCONSER.2013.02.001 

Nguyen, B., & Klaus, P. P. (2013b). Retail fairness: Exploring consumer perceptions 

of fairness towards retailers’ marketing tactics. Journal of Retailing and 

Consumer Services, 20(3), 311–324. 

https://doi.org/10.1016/J.JRETCONSER.2013.02.001 



224 

 

Nyst, A. (2023). social media statistics. https://www.searchenginejournal.com/social-

media-statistics/480507/ 

Parsons, A., Dubrow-Marshall, L., Turner, R., Thurston, S., Starkey, J., Omylinska-

Thurston, J., & Karkou, V. (2023). The importance of psychological flow in a 

creative, embodied and enactive psychological therapy approach (Arts for the 

Blues). Body, Movement and Dance in Psychotherapy, 18(2), 137–154. 

https://doi.org/10.1080/17432979.2022.2130431 

Peña-García, N., Gil-Saura, I., Rodríguez-Orejuela, A., & Siqueira-Junior, J. R. (2020). 

Purchase intention and purchase behavior online: A cross-cultural approach. 

Heliyon, 6(6). https://doi.org/10.1016/j.heliyon.2020.e04284 

Putra, D. I., Naweswara, R. B., & Willy, W. G. (2024). Can’t Stop, Won’t Stop Online 

In-Game Purchase on Mobile Phone: The Role of Flow Experience and Gaming 

Addiction (2024). European Journal of Business and Management Research, 

9(5), 45–50. https://doi.org/10.24018/ejbmr.2024.9.5.2401 

Reza, A., Chu, S., Nedd, A., & Gardner, D. (2022). Having skin in the game: How 

players purchase representation in games. Convergence, 28(6), 1621–1642. 

https://doi.org/10.1177/13548565221099713 

Ringle, C. M., Sarstedt, M., Sinkovics, N., & Sinkovics, R. R. (2023). A perspective on 

using partial least squares structural equation modelling in data articles. Data in 

Brief, 48. https://doi.org/10.1016/j.dib.2023.109074 

Rita, P., Guerreiro, J., Ramos, R., & Caetano, R. G. (2024). The role of 

microtransactions in impulse buying and purchase intention in the video game 

market. Entertainment Computing, 50. 

https://doi.org/10.1016/j.entcom.2024.100693 

Rizki, A. (2023, October 15). ONIC Esports juara MPL ID S12, three-peat champions 

pertama dalam sejarah _ ONE Esports Indonesia. 

https://www.oneesports.id/mobile-legends/onic-esports-juara-mpl-id-s12-1 

Sarstedt, M., Ringle, C. M., & Hair, J. F. (2021). Partial Least Squares Structural 

Equation Modeling. In Handbook of Market Research (pp. 1–47). Springer 

International Publishing. https://doi.org/10.1007/978-3-319-05542-8_15-2 

Sharma, P. N., Liengaard, B. D., Hair, J. F., Sarstedt, M., & Ringle, C. M. (2022). 

Predictive model assessment and selection in composite-based modeling using 

PLS-SEM: extensions and guidelines for using CVPAT. European Journal of 

Marketing. https://api.semanticscholar.org/CorpusID:250504917 



225 

 

Shmueli, G., Sarstedt, M., Hair, J. F., Cheah, J. H., Ting, H., Vaithilingam, S., & Ringle, 

C. M. (2019a). Predictive model assessment in PLS-SEM: guidelines for using 

PLSpredict. European Journal of Marketing, 53(11), 2322–2347. 

https://doi.org/10.1108/EJM-02-2019-0189 

Shmueli, G., Sarstedt, M., Hair, J. F., Cheah, J. H., Ting, H., Vaithilingam, S., & Ringle, 

C. M. (2019b). Predictive model assessment in PLS-SEM: guidelines for using 

PLSpredict. European Journal of Marketing, 53(11), 2322–2347. 

https://doi.org/10.1108/EJM-02-2019-0189 

Statista. (2024, March). Annual revenue generated by Mobile Legends: Bang Bang 

worldwide from 2016 to 1st half 2024. 

https://www.statista.com/statistics/1089412/mobile-legends-player-spending/ 

Steinmetz, F., Fiedler, I., von Meduna, M., & Ante, L. (2022). Pay-to-Win Gaming and 

its Interrelation with Gambling: Findings from a Representative Population 

Sample. Journal of Gambling Studies, 38(3), 785–816. 

https://doi.org/10.1007/s10899-021-10042-1 

Streukens, S., & Leroi-Werelds, S. (2016). Bootstrapping and PLS-SEM: A step-by-

step guide to get more out of your bootstrap results. European Management 

Journal, 34(6), 618–632. https://doi.org/10.1016/j.emj.2016.06.003 

Sweeney, J. C., & Soutar, G. N. (2001). Consumer perceived value: The development 

of a multiple item scale. Journal of Retailing, 77(2), 203–220. 

https://doi.org/10.1016/S0022-4359(01)00041-0 

Takaya, R., & Program, M. M. (2016). Antecedents Analysis of Purchase Intention. 

Business and Entrepreneurial Review, 16(1). 

Tarka, P. (2017). The comparison of estimation methods on the parameter estimates 

and fit indices in SEM model under 7-point Likert scale. 2(1). 

https://doi.org/10.5445/KSP/1000058749/10 

To, P. L., Liao, C., & Lin, T. H. (2007). Shopping motivations on Internet: A study 

based on utilitarian and hedonic value. Technovation, 27(12), 774–787. 

https://doi.org/10.1016/J.TECHNOVATION.2007.01.001 

Tomić, N. Z. (2019). Economic model of microtransactions in video games. Journal of 

Economic Science Research, 1(1). https://doi.org/10.30564/jesr.v1i1.439 

Top Mobile Games in Southeast Asia for October 2022 by Downloads. (n.d.). 

Top video game genres worldwide by age 2024 _ Statista. (n.d.). 



226 

 

TYPE/MOON. (2024). fgo official. https://fate-go.us 

Vítor De Souza, J. (2023). Understanding Player Spending Habits Whales, Dolphins, 

and Minnows in Free-to-Play Games. https://medium.com/agile-game-

development/understanding-player-spending-habits-f547f9140cf0 

Wang, P., & Chapa, S. (2022). Online impulse buying behavior and marketing 

optimization guided by entrepreneurial psychology under COVID-19. Frontiers 

in Psychology, 13. https://doi.org/10.3389/fpsyg.2022.939786 

Wistedt, U. (2024). Consumer purchase intention toward POI-retailers in cross-border 

E-commerce: An integration of technology acceptance model and commitment-

trust theory. Journal of Retailing and Consumer Services, 81. 

https://doi.org/10.1016/j.jretconser.2024.104015 

Wu, I. L., Chen, K. W., & Chiu, M. L. (2016). Defining key drivers of online impulse 

purchasing: A perspective of both impulse shoppers and system users. 

International Journal of Information Management, 36(3), 284–296. 

https://doi.org/10.1016/j.ijinfomgt.2015.11.015 

Xia, L., Xu, Y., Zhang, Y., Jiang, H., & Cui, B. (2024). Impact of airline social media 

marketing on purchase intention:Evidence from China using PLS-SEM. 

Transport Economics and Management, 2, 249–262. 

https://doi.org/10.1016/J.TEAM.2024.09.003 

XL Axiata. (2024, September 16). honor of kings active player base. 

https://www.xl.co.id/id/blog/hok-game-moba-terbaru-ketahui-keuntungan-

bermainnya 

Yang, F., Tang, J., Men, J., & Zheng, X. (2021). Consumer perceived value and impulse 

buying behavior on mobile commerce: The moderating effect of social influence. 

In Journal of Retailing and Consumer Services. https://doi.org/./j.jretconser.. 

  

 

  


