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ABSTRACT

The purpose of this research was to examine the factors influencing to
play game that affect e-commerce app purchases. Aesthetics of games were sensation,
challenge, and fellowship Perceived Usefulness and Enjoyment of games on
m-commerce Intention to play games on e-commerce Intention to continue using
e-commerce apps and Intention to buy products through e-commerce apps to explain
the reason for playing games on shopping apps by bringing the factors mentioned
above to be studied by quantitative research methods. A total of 259 samples were
collected using online questionnaires, which were validated by component analysis
and validated by Cronbach's alpha coefficient. The hypothesis was also tested using a
canonical correlation analysis method. and multiple linear regression analysis.

The results of this research analysis concluded that Sensation, challenge,
and fellowship have a positive influence on Perceived Enjoyment of games on
m-commerce. Perceived Usefulness and Enjoyment of games on m-commerce has a
positive effect on Intention to play games on e-commerce and Intention to play games
on e-commerce has a positive effect on Intention to continue using e-commerce apps
and Intention to buy products through e-commerce apps. But fellowship factor had

no influence on Perceived usefulness of games on mobile commerce.
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