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ABSTRACT

Play-to-earn games were created from Blockchain technology which is
composed of Cryptocurrency and NFT. In the beginning, players must deposit their
funds to exchange for in-game digital currency and playable characters before playing
for digital incentives and returns. The purpose of this study is to understand factors
that influence the intention to adopt play-to-earn games and the factors were Goal
Contagion theory, Incentives, Group Conformity, Social Network Intensity, Group
Composition, Self-Esteem, and Fear of Missing Out by using quantitative methods from
experienced Console, PC, Mobile, or Arcade game players and used to know play-to-
earn gaming.

The results were as followings; Goal Contagion and Incentives influenced
Intention to adopt play-to-earn games and sub-factors which are Social Network
Intensity which influenced Goal Contagion consisted of Fear of Missing out and Self-
esteem factors. Group Conformity which influenced Goal Contagion is driven by only
Group Composition while Self-Esteem is not. The result of this study can be utilized

by play-to-earn game developers for marketing purposes to attract gamers.
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