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Abstract

Given that the use of gamification is becoming more and more widespread,
nowadays, companies implement gamification marketing strategies in the hope of
attracting customers’ attention, retaining customers, and maintaining customer loyalty
for profits. Because scant research focused on the application of gamification to
e-commerce mobile applications, this study used the Gamification as a customer
engagement experience environment of model as the theoretical lens to explore the
impacts of gamified customer engagement mechanism on social interaction,
achievement, enjoyment, and customer loyalty of e-commerce platforms, which in
turn influences customers' purchase intention. In the study, an online questionnaire
survey was conducted. Customers who had experienced the Shopee game were the
sampling respondents. 482 usable questionnaires were collected and SmartPLS was
used for data analysis. The results showed that gamified customer engagement
mechanisms are positively related to social interaction, achievement, and enjoyment.
Achievement is positively related to enjoyment, whereas social interaction,

achievement and enjoyment are positively related to customer loyalty. Customer
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loyalty is positively related to purchase intention. Furthermore, customer loyalty plays
the mediating role for the influence of social interaction, achievement, and enjoyment
on purchase intention, respectively. The findings of this study provide suggestions for
managers while exercising gamification strategies on e-commerce sites.

Keywords: Gamification, Customer engagement, E-commerce
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@ﬂ@%%@%ﬂ;—@:wﬁ&’éﬁi%i#4’¢W”#%~f@”£ﬁ
B BPPRAE S LG TSGR A o P RS o &f@vx% *E
*F 7 5 * Eckardt & Robra-Bissantz (2018)2. #7& R' 38 3 & 1 =~ 38R 58 - ﬁfw\ T

- R A R A L E AR R AR b s AT 4

Feng et al. (2018) g B J?’ﬁ‘F NI o BRI E 5 - B N hER T
IPEr R T e s /%I/]ﬁ”ﬁ 7 % AF 7 &yx Hsuetal (2013)2 §rg R° 78 3 &
AREROIE o AL T B R VSRV 0 MR E AT R E L IFASR B AR
h3 &> »F7 3 ik 5 Eckardt & Robra-Bissantz (2018)2_ #7& F* 57 4 & 11 SR 77 o
NREERGRISRDERR P RE S Y PR AE R
Fazal-e-Hasan et al. (2018)2_ 7% F* 35 » T3 B I 4 4ER 78 - 3 X (R4g ¥ R A 7
'Iﬁl PR X ATECE R 0 B AT R kg Kose et al. (2019)2 7€ B3R 0 =
EAARIROE R LR R YIRS A SR EF A L o Ko d
©OAE s AT ﬁ%YMnamammngﬁﬁ% N3 RERE o BT A
PAEE A KRB BT 5 Y A S0 E Bl 0 A 7 & 5 Balakrishnan &
Griffiths (2018)2 =& A 584 B 1) 5 3R IE o & B L otio i 8 54 iér

— o

-
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2 TR

A B

Y %“&P&émy%"Wﬁﬂm®ﬁ%’#%24&ﬁﬁw%’#
O G R S e R AR AERE BT A 0 d T77.0%) 0 FERIT A2 R
—r]rv» = f’&ﬁﬁ‘*’”rrm%ﬁin’g Mo 3Rié e phany B P %ﬁﬂ‘-ﬁ/ﬁ}bﬂ—\—* 5305 5 4y

§ A Bmﬁ%ﬂmﬁﬁw%’%%¢%%@W#ﬁ@i’ﬂ%%vﬁﬁéé
H % g1t bl F (Money DJ JLpfie 2019) - X R[F £ &1 & & 20 18~24
(234 ~ >} 48.5%) > H =t 5 25~34 (160 % - § 332%); KT ARR UL E/x &
VBB (345 4 0 71.6%) 5 TR qeor 12 10,000(F )2 T (164 4 0 F 34.0%)
SR S BRI L SRR SR (5 A )IAZE - #E S S B(232 4 0 48.1%)
T IDRU R IE L SRR pE (B 0 * B L PP PR 72) 1 0~0.5 /) PR ECE (216 £ o
§ 448%); @ * L APP M aHE S (5 A - )= B 55 7(196 & o}
40.7%) ; T35 h¥E R APP G £ (7 (FT & )2 501~1,000 = § vt g (184 4
t 38.2%) o 1454 ATH (2021)3% F UUPON e pbdr jf § (75 3 4 7 87 >
A gl 20-29 peinE dEREER Y o B AT B M oT 2 KRl A AL S
FROBEPT REA A I PREFMAPEE

% & & J& i £ (Non-response bias)# i#| > % » A# 7 4% Armstrong & Overton
19777z 2k > M EwirenpFF LS B R » Bk A T30 5 5wtk BLw s
HoX I UF S ARKBISLABEFEAARITHR # 5 P B SR £
TIHFAR REHTRITRE BT ICS FR AL %j\g‘[' TR REFOL
Bogtsbod 2t RVERIIET i € A2 F KK L (Common method bias, CMV)
A7 3 i % Liang et al. (2007)#% #! "Method ; = 2 kB CMV > f /it & 5.
¥ 34— B "TMethod | #£4 - @ TMethod | # 4 2 4878 & #7F H 478 T 2 309 >
F2 "Method , HAMA2ZFF A FEM > 2 X Sl Z 2 ¥ > A A3ge
oA 2 Joach s > K %”%ﬂﬁﬁﬁnﬁéoipfkﬁﬁ@
smartPLS 3.2 & 7 SH 5 2 47 0 7 R A\’}’?"L%ﬁr“n‘fs’*: o REFRERE
(Rl)(Substantlve factor loading) % =+ ** 3 ;2 1% { j7 £ (R?) (Method factor loading)
PITEESR R F L 10 AP REAAFETER S ERBRESY G K

[

Iy

SHEA R R

LR AT L T OHE R LGS - R R R A Y ¢ 3
TP ﬁ/,,\,uaﬁéj&_ B 2FEL (v 4] > Peikz. T afc ) >t 4.92~591 2 & » &
BE A 1.00~140 22 F - H P02 T FpbplagE 4 2550 0 B ¥ e RapR » €0
2 Hi A 2RI NI 3ok F A T A3t 5.08~549 2 B RE L 4
1.17~1.33 22 @ > 29 00 TiE A S50 A L A2 R > 4 fi & 0 Blde B A
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@i 2 133 R R AR > B 7 RE A 2 MO T ik B
T 3of i 3.43~5.61 22 B o R L A0 1L11~1.78 2. FF » B ¢ v Tig g w5k ik &
SR G Fl A A D G TR o blde s BB 8 2 B 2 BOF ST ok
B oALY T BT 3 4.95~5.77 2 B AR A2 1.25~1.76 2 B B P il g
AR eng (T3 IR BR o bldr  BESFRS b 2 BT s
ﬁ&%‘$ﬁiﬁ@ﬂﬁﬂﬁminiﬁfﬁﬁiﬁﬁLM%A@&@@Urﬂﬂ
o wAERIE AL SSEN Y RRTE A RAE L APP ¢ R BB R R Blde
BHjc S SLfeenes B RA L 2 BT o8k F o 3 % T 1083 4.41~4.92
2R L A 133~1.53 2 B 0 B o DA 2Rk (G AR 2 B IE oD
Tiofh B o VR TAFRIE L SEEY B hEPIE o B F R SNk
ARt T hEfi iyt ot ARAEE L EFAPT EELBART
ol i 448~458 2 0 L A0 145~148 2 F o HP TR e s A g
B A DEEN | 2 OB enT odch B o R & BT 58/ 3 5.13~5.89 2 /F > R
A A0 1.02~139 2 fF > H¢ u TA XK€ AiEd APP w R 5 2 B 38 anT 35
Bebof o

ERRN R AR

AP ARG EER E RN oS R L Y T2 B R
@'Fﬂ‘#ﬁfﬂ—*ﬁﬁ\ P AP R B A g i £ 0 d YRR
%A b e 2 7@;“4 % BAPAM > F]pt AF7 % 2 Variance inflation factor
(Wﬂﬁﬁ%ﬁﬁfw RN R RRUECY (BT SR R IS N P
@'71 VIF &4 % % 1.953 ~1.635 2 1.746 » VIF &% /] 3~ 2> R & 2 —+t?l\.>\ E
7@;%/}» F L SR AL @ ﬁ—]%‘ﬁ"i)§1 oo AR LR A %\'r}iﬁ’fﬂmfg‘é‘ ok

HETF A A QT#,\.sTE'/I?HE_)i’ﬁ‘@ CREEZ B84 ° P2 A B
FlEf R L 048 FAZEEI B FlE A FE L 031

BB %38 2. = 3 & (Composite reliability, CR)* & » CR .g_;ﬁ B R &R
BB R NEELYT 0 A CR B3R5 % 0.7 el @ (Hair, Ringle, &
Sarstedt 2011) > 7 % 78 eh-T 3537 B~ B (Average variance extracted, AVE)P| Z 42
i 0.5(Fornell & Larcker 1981) e 4 1 #771 » 2% 7 #6 2 CR & 4 ** 0.83~0.95
2B R E 0.7 A TR EREAPIENZELFAE LG R 1 AVE

A% 0.53~0.87 2. F > 324238 0.5 & AT N B3 L efcape R o d £ 2
T AR B S NAVE S S RIE AOHEL R L A0H B B RS R -
LB BER oL F 0 AR ’llﬁﬂﬁggQ};ka_qu.B!}&’T'}’ FEREL RS
— [ TR ﬁ”?i’%)”‘»k FiaAHm o FIRB AR ELFERE LN Bt
B2 & o
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1AL RG22 GRS

Ly w0 ¥ & ikl T Cronbach’s | 2= Z & | %3
%5 = S - Alpha CR AVE
— F”gb
Cl 0.69 0.03 20.86
C2 0.73 0.03 28.14
- C3 0.75 0.03 27.00
P — bior birg piop 0.78 0.85 0.53
C5 0.71 0.04 18.87
C6 0.77 0.02 35.74
P1 0.80 0.03 30.93
o~ P2 0.85 0.02 55.55 0.76 0.86 0.67
P3 0.80 0.02 37.15
R1 0.81 0.02 42.23
, R2 0.66 0.04 17.62
EE Rs 0.68 0.03 22.15 0.72 0.83 0.54
R4 0.79 0.02 38.10
SI1 Pk Pk K
s | SI2 | 080 0.02 33.07
+ 6 |SB3 0.81 0.03 30.52 0.81 0.88 0.64
- SI4 0.81 0.02 37.25
SI5 0.79 0.03 35.10
Al 0.87 0.02 58.78
ey 0.91 0.01 104.45
Al 0.82 0.02 42.06 0.87 0.91 0.72
A4 0.79 0.03 27.84
El 0.93 0.01 115.18
Yo E2 0.92 0.01 94.99
= T E3 0.89 0.01 78.94 0.91 0.94 0.79
E4 0.81 0.02 39.85
% | CLI 0.89 0.01 67.68
B s CL2 0.95 0.01 150.61 0.92 0.95 0.87
B CL3 0.95 0.01 136.99
PI1 0.85 0.02 47.06
" PI2 0.86 0.02 56.60
" PI3 0.90 0.01 64.72 0.91 0.93 0.72
LW ppg 0.85 0.02 46.32
PI5 0.78 0.02 45.23
gl 3
RN | pem | 048 0.02 29.75
95
rE | FHA 0.31 0.02 22.26 n.a n.a. n.a.
L
v
1 R | 038 0.02 23.48

oinad CE TR R &A1 F A REA > B0 R G Ao AVE & 40T RIS
SR F R PR f R AL RE
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20 RIE B el G Ap B AR

#p (a) (b) (©) (d) () ® (2) (h)
P4 9 (a) 0.73
f# 4 (b) 0.59 | 0.82
i (c) 0.62 | 053 | 0.74
Ak 3 B4 (d) 026 | 026 | 026 | 0.80
3 (e) 0.56 | 045 | 0.58 | 047 | 085
32D 0.54 | 044 | 056 | 036 | 0.68 | 0.89

REZ R AR (g) 0.47 0.36 0.51 0.44 0.65 0.70 0.93

(3]

FER R BI(h) 0.45 0.41 0.43 0.35 0.51 0.57 0.61 0.85

T 35k 5.18 5.23 4.82 5.34 4.99 4.33 4.54 5.59

e 1.32 1.27 1.66 1.51 1.42 1.55 1.47 1.23

WA RHEKE L AVE 2 T2

B B A 4

AP L BHES AR EAY 'E\Ffu%ﬁa’ I 2 SmartPLS ¥e3t g #fiE 7 7
FL 47 o PLS erficd|® » RIS Gl s AT R T M o v o &k > B
fﬁlb»;rumﬁ*ﬁ_"v wiRET Y G EEFLRE EJA%&P BaA = @ R2u’_§_;“~ i
4 REHN 2 RETR AR R E it o R AT A IR R R » R? &
AR B R £ 7 TER] "i\ﬁzf’*ﬁﬁiﬁim’l{ﬁ*ﬁ » AW L 1AL 3 B2 R2
% 0.10 ~ E\I,T*Li R25 040 3% %2 R25 052 - fEZ L3R 2 R2 5 056 fL R
LB R 5 037 7 2%54cB 2977 o
RpB 2 ~77 7 ﬁf‘v L REE T A PR Jf-’%\-” ERHALR T B
h @&ﬁﬁ B O(B T % 8=0.31 > =7.13 > p<0.001) » #* — 5 5% g7 w250 i AR
LB WA PSR B I FV:IE\QLHIE\;*' N
%'T?%Q%ﬂmﬁ S ARG Lo ER S (R T
=0.63 > t=20.92 > p<0.001) > * — & % B 7% ﬁf%xhaﬁp%@mxﬁfﬁﬂ W AR
TRV Y T AR B H2 X2 5 AT ¢ PRV E E L s
B~ Az ﬁ,%/]ﬁv}"fjr 7w HEEFRRER 4;143;:—0 31>t =5.96 > p<0.001) -
Poo SRR AERCAT R A SRR N S AR Y K3 PR &R
BH3 & zogtebr hfay ¢ & ,T} 1% X3 & o B F R (L % #51=0.46t=8.97 »
p<0.001) » % fg % é,ﬂé»q}:l-:—g AAZXORE FwmBIHS 22 5 AT P AL
umww;&;ﬁ T B F B P (40,15 0 £ =3.96  p<0.001) » 4 %
FE AL Atk }**«B* TIEF AL I R Em A E AR G
H6 & = o

Cé‘ 1-3»} ~mbe
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Flaci®) ik
R2=0.10 R2=040

=
1>
bt
*
*
"\
AN

0.48%%* / /',// o
- 1\ R
A e

I3

* p<0.05, **p<0.01, ***p<0.001
Bl2: 1 HE3%ES

P = g»)]fgwpz:aﬁa o B (B R % 8=0.26 > t =5.11 >
p<0.001) » §AF % KA ¥ SR W 3P > g RARE L FART 0wk HT &
e T

i:ﬂxﬁﬂ"ﬂ‘i} HARE LA L e EF R L B 5=047 0 t <1087

p<0.001) ' - B % BT FHEF Z L DR AIF A RAPELFR

Pl H8 =2 3 AT P L L BAHMYE AWM & v B F R BELE ik
§ A

=0.61 > t =18.82 » p<0 001) >
FBEGR H9 = 2

BEE AR 4B € WAL ST A E

AT B R R AR P T 8=0.05 0 t=1.31 > p<0.05) » # RE L5
f%x@?%?@rﬁ’!&ﬁt’ ’EE};FA&L:T ";ﬁvﬁﬁa‘rﬂ\g%j\g_ m}:i\:? F'I]F)‘
iH4*¢:°?¢*H4%*i’ipig—ﬁgfﬁ IELT EEEME
LA R AR MY LW S %% MacKinnon (2008)3% 2 £ Bootstrap i & & # AR
LPHAEETFT LG P ek > I 4245 Cheung & Lau (2008) ~ Lau & Cheung (2012)

3§J7F’/‘£§=Jfﬁ/?‘%ﬂ_§i %7 § F4sc%k £ 95% R %R FCDr 2 7 0
AERFAE S AL EY M0k FaEE A IS%EHEEFCHN 22 3 0
EHFLE > TP EEALISNGEEREFCHN 2 57 00 AERFLE > K~ £
E_’ﬁ 2 h¢ Gonk  BREGEIE AR A 95% BHEBCDAF & 3 00D

ERFRE T2 EE b OS%EHERFCHN 28 7 00 EBF-LE B £

BN Aokk o &3 AN UMA R L BRI sy
PERIIABEF 229 Adock 25RO BELPRAENT X PERTY
LRE G A Aok o

B
Y R B ke | T | 95%Cl

Bk | BRI HDIEELBADET LH | 0.05% 3.52 | 0.03~0.08

E Rk AL T FDEE L E 0.06 1.37 | -0.04~0.14
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ly

F AR ABR S SREPHT LWL Aok T
——

3w

»e % B HER S TiE 95%ClI
eSS S NRDELLFERDET LR 0.09%x* 3.91 0.05~0.14
E ATk =Y ﬁ}u-)k?i‘% % B 0.09 1.46 -0.05~0.21

2STREELPR S SRBFRY LR ke T

¥ % B fT S st | TR 95%CI
eSS S DEELFERDIE] LA 0.17%*%* 524 | 0.11~0.23
E ok L AN 0.25%** | 504 | 0.15~0.33

Ea s LY AN ES -2 L3S 0.41%%* 8.75 | 0.31~0.50

T~y 8

N L

FEARFAGR A ER EBFIHEERE AR T “;%i‘iv/»\
heT R - B R PR AR R R A WA LR B AL Ak 3%
WEAEE R I ApFTE ~ £ 0Fen= 3V ERSE P K % = 4 > 727 Zhangetal. (2020)
SR G RARIT ER T ”Pi‘éﬁ/, PRRN VAR E R S R 7 ARRR N > & BT
%@?Wmm SEIS ”4’ﬁgméﬂw@*ﬁbﬁﬁﬁﬁuﬁ%@ié¢ﬁ
R p R R B 2 gk gt — B % 2 B Antonaci etal. (2017)5%E 7 B % o HF
W R U2 2 s da uu*/aggfa;\ R TR ERS SR A
RO E B LRI AT E 3 £ i B dl el g5 AR D 6
RERN AR 0 M E A4 R Rl G R AR R RIEERNIY KL By U kR
= i £ » &2 Noor et al. (2018)57#7 3§ % 4p 3 »F Ji -

OB RERIE A SRR R S YRR P R "JZE?«F'%“)’]%B? R AR R X D
R o VEHBA LRI RN TR BB AETET L o B
5% £ F o - 2% ot Putwain et al. (2018)m'g 0 N FRG TR E X
Eo&ﬂ’ﬁgﬁgﬁfﬁﬁyuaQﬁ’%FUﬁﬂ@?&ﬁﬁ’%%ﬁé*
AZREE R R Rt FTh R BT UG B R R LB R RS o -
% vf fi; He et al. (2019)5734 8L » 2 ¢ ”é}@&@vfﬂ O Nt - 3P I
PRI H fe A e M REEG LR T ARt oS A A REE LB R R K 2 VREE RO TR

Fap Jf‘ﬁ'léﬁxg%\,i* FESNR BAE RSN A R THE R RS TR
Jfauyx,ﬂqvfi}wﬁzm B AEE A OETH AR (T ORI 0 A ) R T

g%m,\, PFR & Teng 017)dw= 3 % 4p3 et iy » ;ﬁd F PR p %ﬂmq\,j}c, )

v L7 B4 ARG MBS AR -

B REEMSRIE L SSRNEES hehE R o Kl A4 B
B A AR R v RS o M- D S S ? *ﬁJE%
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SRR AL B R 0 g — B % o8l Su et al. (2016) 5 B 0 K 4 3 % chvs R AL
H Iz'i’é:upﬁ&m}\*v OI—L +’i§ﬂé};£}éﬁ_;:upﬁ&4’ir§%’* g %@E‘_%W‘

TEA VMY P &S0 B b - %% & Hsiao & Chen (2016)crL8E AR T o Ji > %
BRI v enlE > MR A LR > TPk HHEMY LR RA o B AR F
PAPF AIIFENZIIIALIHEFRE AFTHRAT LR T :*3%7_
§ < #7235 (Blau 1964) 0 i A @-f—’rﬁ_g LHET A AN EBGE A E T R
7 K FR TP EL G AR e 2 ’ﬁﬂé}”ﬁf e
RAERAEET LN I LFL FPRANITAGFL KL BB B A &

THRERIEBTRALELPY RS -

=

fééaﬁ,%’ﬁféwwf%ﬁ G

ﬂ—‘af’]‘ ’%‘iﬁif gl %TE’%& A ]E«E%ﬂ]fl]ﬁi—%ﬁj‘}«fg"ﬁ ?E‘Eé‘ié‘iﬁj
Moo a =2 0k ?frv*f‘“}é‘ﬁ”’b’%é_i R PR T
§LJ G Tk BB IR AEE B LT S50 6 F kG £ ol

HE

Bt ATTH T VAL LBRETLIAALT B :,\T%/,,\wg AR N R
N RgAad=rd ook ﬁ*a&‘g%ﬁ%iﬁﬁ»éf“% REE R anbd 3
f"*’%/fk—‘?ﬁftl“ﬁ ZEE‘W?’%\‘T*»Q o RGBT GR NG SR KA R K F S
PLR LB o 2t - 5% 38% 2 Anderson et al. (2014)57 2E > #5% N P B R
’éﬁfii’ni*@m ERPEF RB ot HERPBRFII IR LR [
B Mg AN G ik > TSR A BEENPE 0 B A 2 3 E i K
¥ 'lmﬁ}éﬁ% Wy pA R PRI P SPOARL BT FPF G

¥ 3 XMk E P © VU E B EMY LB 0 o & Zhang et al. (2020)

ST R MR B L niE R BT G R Y i S

s FER

WA R PRAARR LB T EREY bl AR EeER B EE
*RERL I IEE T UK A AR S R w30 e e 51 4 (Georgiou et all.
2019): T35 0 AEY iR R AE 0 T IRP R L RSN Y
3 (Denny 2013) ; A5 d » 3225 T /e bR LEY § 7 4 PE% B AL H
s RER ﬁ%& FOUH A2 E 3 6 (Negrusa et al. 2015) o H @ > & yupggk
R TR Agi*-mF 7 ¢ = 7 (Bozkurt & Durak 2018 ; Koivisto & Hamari 2019)
R o g BURT T RPERTY AL B T OAPP BB ¢ o Flpt o AFF
7 4 Harwood & Garry (2015)cr#ci| 1244834 4L APP cnfis » 7 W42 7
APP 2 REZ 7 5 B 5 %87 L LSt i 134 » B0 b Bdp %R E T B

TATHRNZEN  RE SR EE S BHER > A~ B 0 ST
BEREF AT E -~ S RGN RER & WS X) > 2R Fk
ERERFMELFR) -

PRI L A T Rk > PP F4 4 B M ii(Hsu & Chen
al. 2017) - #xm > {3 g Emn 3 P PRV AL T 2 R A :L,.géﬁi;ﬁiég’ﬁ,guﬁ
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[ERPNRL RS R %Z%Imﬂ ko T A g e R ek B R R
EEHSWAL - LGB L G T L SRR R
%ﬁﬁ&ﬁ*?#ﬁ@mﬂwi#*ﬁa’
FAEP LR Lo E AL I AL R
AME T EY CEE D NP EFIHL oL F) ﬁ‘p
I s iEde— BEBanEhs B 'g)ég"‘?u/,,\%lj v p e g R

WmBE AT ~FR AL R B DA SR SR T il B R
Pz B 3K B ¥B3 7 8 (Augmented Reality, AR) 50 » 38 5 ik 43 ¢
AR fiftaR b £ R ’%ﬁ” fEEEGgEp e o AAREB ARG L
MEFEA R LR IR LI BHFAL BT ER L FiRF BT
RRERUE: Fo IR Iy el peec R A e %ZEB’»%‘/T&}’Q} o JUME A XFEN KRR B A TR
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