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ABSTRAK

Tujuan penelitian ini dilakukan yaitu untuk menganalisis berbagai faktor yang
dapat menjadi pengaruh terhadap loyalitas pengguna dalam menggunakan Shopee
Games. Pada penelitian ini digunakan metode kuantitatif dengan teknik purposive
sampling dalam pengumpulan responden. Jumlah data sampel yang dikumpulkan
sebanyak 407 dan dilakukan metode analisis data menggunakan SEM-PLS. Model
penelitian yang digunakan adalah Expectation Confirmation Model (ECM).
Terdapat empat belas hipotesis yang diajukan penelitian ini. Namun adanya
beberapa faktor, peneliti harus menghapus dua variabel yaitu variabel NV dan UV.
Setelah peneliti menghapus dua variabel, terdapat delapan hipotesis yang tersisa
dengan hasil tujuh hipotesis diterima dan satu hipotesis di tolak. Ketujuh hipotesis
yang diterima yaitu trendiness memiliki pengaruh positif signifikan terhadap
hedonic value Shopee, intimacy memiliki pengaruh positif signifikan terhadap
hedonic value Shopee, hedonic value memiliki pengaruh positif signifikan terhadap
satisfaction Shopee, satisfaction memiliki pengaruh positif signifikan terhadap
continuance intention Shopee, hedonic value memiliki pengaruh positif signifikan
terhadap loyalty Shopee, satisfaction memiliki pengaruh positif signifikan terhadap
loyalty Shopee, continuance intention memiliki pengaruh positif signifikan
terhadap loyalty Shopee. Adapun satu hipotesis yang ditolak adalah entertainment

memiliki pengaruh negatif tidak signifikan terhadap hedonic value Shopee.

Kata Kunci : Gamifikasi; Loyalitas pengguna; Shopee; SEM-PLS; ECM.
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ABSTRACT

The purpose of this research is to analyze various factors that can influence user
loyalty in using Shopee Games. This research used quantitative methods with
purposive sampling techniques in collecting respondents. The number of sample
data that has been collected was 407 (four hundred and seven) and the data analysis
method was using SEM-PLS. The research model used in this research was the
Expectation Confirmation Model (ECM). There were fourteen hypotheses proposed
by this research. However, due to several factors, researchers had to remove two
variables, the NV and UV variables. After the researcher removed the two variables,
there were eight remaining hypotheses and the result were seven hypotheses were
accepted and one hypothesis was rejected. The seven hypotheses that were
accepted, trendiness has a significant positive effect on Shopee's hedonic value,
intimacy has a significant positive effect on Shopee's hedonic value, hedonic value
has a significant positive effect on Shopee satisfaction, satisfaction has a significant
positive effect on Shopee's continuance intention, and hedonic value has a positive
influence significantly on Shopee loyalty, satisfaction has a significant positive
effect on Shopee loyalty, continuous intention has a significant positive effect on
Shopee loyalty. One hypothesis that was rejected is entertainment has an

insignificant negative effect on Shopee's hedonic value.

Keywords: Gamification; User loyalty; Shopee; SEM-PLS; ECM.
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