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ABSTRAK

Bidang teknologi digital sekarang terus memperlihatkan kemajuannya.
Perkembangan dunia digital-pun akhirnya berdampak ke segala sektor, tak terkecuali
sektor bisnis atau kini disebut e-commerce. Pada masa digital kini, masyarakat lebih
gemar melakukan transaksi jual beli barang atau jasa melalui e-commerce. Seiring
dengan tingginya minat masyarakat, platform e-commerce pun juga semakin banyak
bermunculan salah satunya Shopee. Agar mampu bersaing, penyedia platform perlu
memiliki keunikan. Shopee mengaplikasikan gamifikasi agar bisa menciptakan
keunikan, salah satu produk gamifikasinya adalah shopee tanam. Menurut teori uses
and gratification, pengguna akan memilih suatu platform berdasarkan kebutuhan
mereka, kebutuhan pengguna e-commerce adalah potongan harga dan shopee tanam
memenuhi kebutuhan itu. Namun, kemudian pengguna dihadapkan pada situasi
dimana mereka tidak bisa mengontrol keinginan untuk membeli barang/jasa atau
disebut perilaku konsumtif. Penelitian ini memiliki tujuan supaya mengetahui
besarnya pengaruh dari gamifikasi Shopee Tanam terhadap perilaku konsumtif
dengan menganalisis elemen-elemen dalam gamifikasi shopee. Metode yang
digunakan adalah kuantitatif dengan metode analisis regresi sederhana. Hasil dari
penulisan ini menunjukkan bahwasanya gamifikasi Shopee Tanam berpengaruh
terhadap perilaku konsumtif khususnya pada mahasiswa ilmu komunikasi UNTAG
Surabaya.

Kata Kunci: Gamifikasi, Perilaku Konsumtif, dan Shopee.
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ABSTRACT

The field of digital technology now continues to show progress. The development of
the digital world has ultimately had an impact on all sectors, including the business
sector or what is now called e-commerce. In today's digital era, people prefer to carry
out buying and selling transactions for goods or services via e-commerce. In line with
the high level of public interest, more and more e-commerce platforms are also
emerging, one of which is Shopee. To be able to compete, platform providers need to
be unique. Shopee applies gamification to create uniqueness, one of its gamification
products is Shopee Planting. According to the uses and gratification theory, users will
choose a platform based on their needs, e-commerce users' needs are price cuts and
Shopee Plant fulfills that need. However, then users are faced with a situation where
they cannot control their desire to buy goods/services, which is called consumer
behavior. This research aims to determine the magnitude of the influence of Shopee
Tanam gamification on consumer behavior by analyzing the elements in Shopee
gamification. The method used is quantitative with a simple regression analysis
method. The results of this paper show that Shopee Tanam gamification has an
influence on consumer behavior, especially among UNTAG Surabaya communication
science students.

Keywords: Gamification, Consumtive Behavior, and Shopee
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