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Abstract— this research aims to determine the factor of 

usefulness, ease of use, credibility; social environment and 

facilitating condition have effect on millennial generation using 

e-money. Sample of this research is millennial generation at 

Batam. Data collection method uses questionnaire. The results 

of this research are the usefulness, ease of use, credibility and 

facilitating conditions factors have a significant effect on 

millennial generation, meanwhile social environment factor 

does not have a significant effect on millennial generation 

interest using e-money. Research limitation is about has not 

been able to generalize the existing population. Research 

suggestion for further research is to add the related variable on 

interest.   

Keywords— usefulness, ease of use, credibility, social 

environment, facilitating condition, e-money 

 

I. INTRODUCTION 

Technology has been developing and come in every 

process in life. Instant needs of human accompanied by 

technology development makes easier on activities. 

Moreover, technology development begins to penetrate in 

payment instrument.  

The implementation of this technology development is 

happening in Indonesia right now. Bank Indonesia has been 

doing Non Cash National Movement (GNNT). This 

movement purposes to improve citizen’s awareness on using 

non cash tool, then it will make citizen  use non cash tool 

more (Less Cash Society/LCS) especially on their economic 

activities transaction [1]. This movement started at August 

14
th

 2014. At the movement beginning, citizens do not 

understand and afraid to use it. However, the implementation 

of GNNT in Indonesia has been beginning until now. The 

technology advance on payment instrument is called e-

money.  

E-money is growing increasingly in Indonesia. In 2017, 

the circulate average of electronic money was 69,50 million, 

increasing until 85% in 2018, in 128,5 juta  [2].  In 2019, 

according to Bank Indonesia’s data, there are 36 types of 

electronic money or e-money that have obtained outstanding 

license from Bank Indonesia. These electronic types consist 

of 12 electronic money products that are issued by bank and 

24 types of electronic money from non-bank. The increasing 

number of e-money products make citizen have several 

options in using e-money.  

The habit of citizen right now especially millennial 

generation is to get something easy. For example, when 

people buy things, they prefer choose the stuff by online and 

pay with e-money that is integrated by online application. 

Another example is people do not have to go to the payment 

places for pay electricity and water bills. They need to 

download e-money application and pay the bills by using 

that application. These habits are caused by several affecting 

factors. There are several factors that make millennial prefer 

to use e-money than carrying cash. These factors consist of 

ease of use factor, usefulness factor, credibility or security 

factor , and social environment factor that affect the interest 

of millennial using e-money as their transaction tool added 

by supporting conditions [3]. 

Usefulness factor can affect the interest using e-money. 

Usefulness factor affects on consumer performance who use 

it. This easier performance can provide more efficient work 

while using e-money product and make consumer have a 

faster transaction by online. According to Oliveira [4], 

usefulness factor had a significant effect on people interest 

using mobile payment. The research of Ramadhan [5], 

reported that usefulness factor had no significant effect on 

students interest using e-money.  

The ease of use factor is very influential in using e-

money. Ease of use can be interpreted as easy to be 

understood, learned and operated. Someone will be 

interested in a product when its product is  easy to be used 

and understood. According to Aritonang [6], ease to use 

factor had a significant effect on interest using e-money. The 

study of Daurrohmah [7], explained that ease of use factor 

had no significant effect on interest using debit card. 

Credibility or security factor is an important element to 

affect the somebody’s interest using e-money product. The 

users need their security and privacy in a secured way. Based 

on Utami [8], security factor had a significant effect on 

students interest using e-money product while Quthbi [9], 

security had no significant effect on the decision using e-

money.  

Supporting facilities factor have a relation on interest 

using e-money. Somebody will be interested if the required 

facilities is available and easy to be found. Alalwan et al. 

[10], supporting facilities factor had a significant effect on 

people interest using moblie banking while Oliveira [4] 

explained that supporting facilities had no significant effect 

on people interest using mobile payment. 
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The difference results of research is the main reason of 

this research to be conducted. There are several difference 

between this research and previous research such as research 

objets in e-money product in Indonesia and research 

geographical location focused in Batam. On the other hand, 

this research needs to conduct and review whether the related 

factors are the reason of millennial generation in Batam to be 

interested using e-money.  

 

II. REVIEW OF RELATED LITERATURE 

This research uses an UTAUT theory and TAM theory. 

This theory is developed by Venkatesh in 2003 and Wang in 

2003. In this theory, someone’s interest behavior in receiving 

and using technology is influenced by several perceptions 

such as perception on performance expectancy, perception 

on effort expectancy, social influence, and facilitating 

condition.  

In addition to these four variables, there are four 

mediators that strengthen the main variables on receiving and 

technology used. These faour mediators are gender, age, 

experience and volunteerism. 

 

Performance Expectancy 
Performance expectancy or user usability can be 

explained as somebody’s level of confidence  by using 

system it can achieve working performance [11]. 

Performance expectancy is a variable that can be explained 

as an ability to get a significant usefulness after using a 

system.  It describes if electronic money gives advantage to 

users, then users will use the electronic money service and 

will impact on interest using electronic money directly.  

H1: Usefulness has a significant effect on millennial 

interest using e-money 

 

Effort Expectancy 
Effort expectancy or ease is degree of effort in every 

individual in using a system for doing a job in effective and 

efficient way [11]. Effort expectancy is ease level of using 

technology that is felt by individual for doing an effective 

and efficient work. When technology is simple to use then 

user will be more comfortable and desire to use the system.It 

is differernt when technology is difficult to be used then user 

will be not interested using the system. 

H2: Ease has a significant effect on millennial interest 

using e-money 
 

Credibility 
 Credibility factor uses TAM theory [12]. Credibility 
factor means how the security and privacy of user in using e-
money product secures the security and confidentiality 
[12].When e-money product gives a good security in identity 
and secure from theft, the interest of somebody will rise. 
Security related to e-money is about users feel protected 
from publisher error that causing e-money cannot be used or 
feel protected from damaging and e-money card theft. 
H3: Credibility factor has a significant effect on 
millennial interest using e-money 

Social Environment 
Social environment can be described as the measurment 

of someone considers others have a capability to influence 
for using new technology [11]. Social environment refers to 
somebody’s feeling to use application system because it is 
affected by others that have effect on their life. When the 

environment around us like family or friends use an e-money 
product, then there is a desire to use and somebody will reuse 
e-money product.  
H4: Social environment has a significant effect on 
millennial interest using e-money 
 
Supporting Facilities 
 Supporting facilities can be explained as level of 
individual confidence that facilities provided and available 
techical can support system using [11]. On the other hand, 
supporting facilities refer to range, network and device 
availability include somebody’s belief on facilities in 
environment become somebody’s belief to accept a 
technology.   
H5: Supporting facilities has a significant effect on 
millennial interest using e-money. 

 
Behavior Intention 

Interest using a system is an user interest to use a system 
continuosly with assumption that they have access on that 
system [11]. Behavioral intention means that somebody’s 
interest to do some certain behavior because of an interest.  

 

 

 

 

 

 

III. RESEARCH METHODOLOGY 

This research is a quantitative research. Type data is 

interval data. Source of data in this research is primary data. 

In providing data source, it uses a questionnaire to get 

research data. Questionnaire used is an adaption [4, 18]. This 

research uses likert scale. In this research, the scale is 

distinguished by 4 consist of 4 for very agree, 3 agree, 2 

disagree 1 very disagree. 

This research is conducted in Batam and research object 

is millennial generation in Batam. Sample technique uses 

convenience sampling. Criteria in this research is millennial 

generation in Batam range age at 19 – 39 and using e-money 

product.  

 

IV. RESULT AND DISCUSSION 

A. Characteristic of Respondents 

Questionnaire was distributed by 300 and returned at the 

same level. Based on 300 samples, there were 105 males 

(35%) and 195 females (65)%. Based on age, the range of 

age were in 19-21 (51,3)%, 22-24 (36,3%), 25-27 (5,7%), 

28-30 (3%), 31-33 (1,3%), 34-36 (0,3%) and 37-39 (2%).  

Based on working, the average of respondents were 

students (67%), private employees (26,7%), enterpreneurs 

(2,3%), and others (4%). Based on last education, 

Fig. 1. Research Model 
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respendents were senior high school (65,3%), diploma 

(19,3%), undergraduate (14%), and master (1,3%).  

Based on e-money types used, most respondents used 

GoPay (57%), OVO (37.7%), Dana (32,7%), T-Cash 

(22,7%), and Brizzi (18,3%). Based on long time using, 

respondents were user under 1 year,  (61,7%), 1-2 years 

(26,7%), and more than 2 years (11,7%). 

 

B. Research Instrument Test 

Research instrument test was conducted to understand 
whether the questionnaire used was valid and reliable. 
Validity test was done to test how valid the distributed 
questionnaire to research respondents. An instrument can be 
described valid if the validity value is high, vice versa. If the 
result was obtained r count > r table, then the questionnaire 
was valid. If the result was r count < r table, then the 
questionnaire was not valid. Based on table 1, it can be 
explained that the research questionnaire was valid. 

Table 1 Validity Test Results 

Variables Item 
r 

Count 
r Table 

Information

s 

Usefulness (X1) 

KEG1 0,828 0,113 valid 

KEG2 0,637 

 

valid 

KEG3 0,750 valid 

KEG4 0,765 valid 

Ease of Use (X2) 

MUD1 0,735 0,113 valid 

MUD2 0,771 

 

valid 

MUD3 0,807 valid 

MUD4 0,712 valid 

Credibility (X3) 

KRE1 0,790 0,113 valid 

KRE2 0,829 

 

valid 

KRE3 0,583 valid 

KRE4 0,739 valid 

KRE5 0,575 valid 

Social Environment 

(X4) 

LIN1 0,760 0,113 valid 

LIN2 0,757 

 

valid 

LIN3 0,763 valid 

Supporting 

Facilities (X5) 

FAS1 0,764 0,113 valid 

FAS2 0,622 

 

valid 

FAS3 0,448 valid 

Interest Using  (Y) 

MIN1 0,761 0,113 valid 

MIN2 0,744 

 

valid 

MIN3 0,747 valid 

 
Reliability test referred on reliability instrument level, if 

the data tested is in accordance with reality then if it will be 
retaken the data the result would be the same. Reliability test 
used Alpha Cronbach formula. If the value of Cronbach’s 
Alpha > 0,60 then data was reliable, if the value of 
Cronbach’s Alpha < 0,60 then data was not reliable. Based 
on table 2, it can be concluded that questionnaire research 
questions were reliable. 

 

C. Hypothesis Test 
Table 3 showed the result of t test that was used to test 

research hypothesis partially. Based on table 3, usefulness 
had beta value 0,124 and significancy value 0,007 < 0,05 
which mean H1 was accepted. It can be concluded that 

usefulness had a significant effect on millennial interest 
using e-money.  

Ease of use had beta value 0.294 and significancy value 
0,000 < 0,05 which mean H2 was accepted. It can be 
concluded that ease of use factor had a significant effect on 
millennial interest using e-money. 

Credibility had beta value 0,089 and significancy value 
0,008 < 0,05 which mean H3 was accepted. It can be 
concluded that credibility factor had a significant effect on 
millennial interest using e-money. 

Social environment had beta value 0,065 and significancy 
value 0,109 > 0,05 which mean H4 was not accepted. It can 
be concluded that socia; environment factor had no 
significant effect on millennial interest using e-money. 

Supporting facilities had beta value 0,220 and 

significancy value 0,008 < 0,05 which mean H5 was 

accepted. It can be concluded that supporting facilities factor 

had a significant effect on millennial interest using e-money. 
 

Table 2 Reliability Test Results 

Variables Cronbachs Alpha Informations 

Usefulness 0,736 Reliable 

Ease of Use 0,746 Reliable 

Credibility 0,751 Reliable 

Social Environment 0,633 Reliable 

Supporting Facilities 0,613 Reliable 

Interest Using 0,601 Reliable 

 

Table 3 Hypothesis Tests 

Variables B t Sig, 

(Constant) .057 .076 .940 

Usefulness .124 2.714 .007 

Ease of use .294 7.065 .000 

Credibility .089 2.686 .008 

Social Environment .065 1.607 .109 

Supporting Facilities .220 2.652 .008 

a. Dependent Variable: Interest Using 

 

 

V. CONCLUSIONS 
Based on the research results, there are several 

conclusions. The result shows the usefulness factor had a 
significant effect on millennial interest using e-money 
product. The more useful and beneficial, then interest using 
e-money product will rise [3, 4, 9, 10]  

The result shows that ease of use had a significant effect 
on interest using e-money. Easiness of e-money product used 
has an effect on interest using e-money. Somebody will use 
technology if it is easy used for users. This easiness makes 
millennials prefer using e-money for their daily life [3, 5, 6]. 

The result shows that credibility had a significant effect 
on using e-money. Security and privacy are important elemts 
for using e-money. Millenial prefers a secure e-money and 
able to keep user confidentiality. Users fearness on leaking 
personal information and insecurity users feeling trigger the 
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importance of credibility factor. The safer of e-money 
product used the higher of interest using e-money [3, 5]. 

The result shows that social environment had no 
significant effect on interest using e-money. Millennial 
assumes that they use e-money because of usefulness and 
benefit. Family and friends do not affect their interest using 
e-money. Most millenials use e-money based on their own 
interest without affected by social environment [10]. 

The result shows that supporting facilities had a 
significant effect in using e-money. Supporting facilities is 
very influencing the interest using e-money. Having 
application or e-money card is an important element for 
payment. The most influential supporting facilities is when e-
money product is connected with store, public services and 
others especially if their favorite merchant is related to their 
e-money [10]. 

Limitness of research are (1) The research has not been 
able to explain millennial generation generally in Batam. (2) 
Respondents did not take serious in filling the questionnaire 
then filling error occured. 

Suggestions for future research are (1) The future 
research should use correct sample technique then it can 
describe the interest of millennial generation using e-money. 
(2) The future research should add variables related to the 
effect of interest.  

 

APPENDIX A.  APPENDICES 

Variables Questions 

 

Usefulness 
(X1) 

 

1. I think using e-money can improve my 
productivity 

2. I think using e-money can postpone my 

activity 

3. I think using e-money can improve my 
working performance  

4. I think e-money is very useful and beneficial  

Ease of Use 
(X2) 

1. I think it is difficult to understand for using e-
money  

2. I think e-money is easy to use  

3. I think i can control the use of e-money 

4. I think using e-money can make me do 
whatever I want  

Credibility 

(X3) 

1. I think secure when using e-money 

2. I think e-money provider can secure my 
privacy 

3. I do not believe in security provided of my e-

money publisher  
4. I think secure when using e-money and giving 

my personal information 

5. I think e-money publisher provide the 
communication between users and publisher.  

Social 

Environment 
(X4) 

1. I use e-money because of my friends or 

family’s suggestion 
2. People around me who use e-money have a 

higher prestige that others who do not 

3. I use e-money bacause affected by 
environment 

Supporting 

Facilities 

(X5) 

1. I have media (card/application) in using e-

money 

2. I believe that e-money is compatible with 
other system (example: e-commerce) i use  

3. I do not have any knowledge on e-money 

product I use 

Interest of 
Millennial 

Generation 

1. I will reuse e-money product 
2. I will persuade others using e-money  

3. I will not use e-money product in daily 

activity.  
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