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ABSTRACT

Electronic Sports (eSports) is a form of sport activities that used
electronically as a major factor to process the competition. Currently, there are limited
amount of research articles about the eSports education. In this research investigated
the factors influence intention to adopt eSports. This study applied the Theory of
Technology Acceptance Model (TAM) and the Theory of Planned Behavior Model (TPB)
as well as Experience factors for use in education and to propose a research model.
The purpose of this research is to predict factors affecting the intention to adopt
eSports. The results found by conducting quantitative research on a sample of 200
people using analytical methods including simple linear regression analysis and
multiple regression analysis.

From the results, it can be concluded that Perceived ease of use, Hedonic,
and Utilitarian are the most significant influence on attitude towards adopt eSports.
The factors that do not affect the attitude towards adopt eSports is Peer. Overall, the
results revealed the intention to adopt eSports is Hedonic, Attitude,
Social Influence, Experience, and Peer. However, the factors that do not affect

intention to adopt eSports is Perceived ease of use and Utilitarian.
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