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CHARACTERISTICS OF HIGH SCHOOL STUDENT AS ONLINE GAMERS IN WEST
JAKARTA: AN EXPLORATION FROM TECHNOLOGY ACCEPTANCE PERSPECTIVE

Tji Beng Jap, Sri Tiatri, Meliana, Yeni Anna Appulembang

Tarumanagara University

The pattern of leisure activity, which is guided by certain socio-cultu
circumstances has changed considerably with the inception of internet bas
activities such as online games (Thirlaway & Upton, 2009). As in many parts
the world, the Indonesian high school students’ interest of online games has b
very high (Oktorina et al, 2010). This study explored the characteristics of h
school students as online gamers from Technology Acceptance perspec
(vankatesh & Davis, 1989, Meliana et al. 2010). Quantitative approach was u
across the study. A total of 463 students from 6 p(xblic and private high school
West Jakarta have participated in this inquiry. The result showed percei
enjoyment (R?=4.83, p<0.01) and descriptive norm (R*=5.19, p<0.01) wl
characterized the acceptance of online games as a lifestyle. Addition
socializing and befriending as in Hofstede’s collectivism (2011) motivated

participants to play online games.
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