Tabel 2.
Tabel 3.
Tabel 3.
Tabel 3.
Tabel 3.
Tabel 3.
Tabel 3.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.
Tabel 4.

DAFTAR TABEL

1 Kajian Penelitian Terdahulu............ccoooiiiiiiiiiii e 27
1 Jenis PEnelitian ........cccueeierierienieiie ettt sttt es 53
2 Operasional Variabel..........cccuevierierierieiiiiie et e e sre st e senesnesene s 54
3 Pengukuran SKala LIKeIt.........c.ccccuevvviiiiieiieiiecieciecie et sre e sresneseve v e 61
4 Kriteria INterpretasi.....cccueccieeeieeeieecieecieeeieeeieeeteeerveesireesveessbeessseeeseeeessneens 65
5 Rule of Thumb Discriminant Validity..........ccccceeieiieiiiniineenieneeeeceieeene 66
6 Aturan Praktis Pengujian Structural Model ..........ccccooiiviinienieniieieeeee, 67
1 Hasil Kuisioner Variabel Gamification Elemen Fun ...........c..ccccoocviininnine. 71
2 Hasil Kuisioner Variabel Gamification Elemen Reward ............ccoceiinrnnennee. 73
3 Hasil Kuisioner Variabel Gamification Elemen Storytelling..............ccccvveuneene. 75
4 Hasil Kuisioner Variabel Gamification Elemen Aesthetics ..........cccccceceeriene. 77
5 Hasil Kuisioner Variabel Gamification Elemen Mechanics ............cc.cccceeneene. 79
6 Hasil Kuisioner Variabel Gamification Elemen Dynamics ............ccccccevueennenne. 81
7 Hasil Kuisioner Variabel Perceived Enjoyment............cccoeeveveiencienciencnennennnnn, 83
8 Hasil Kuisioner Variabel Social Interactions ............cecceeereeieseneniesienieneeeene 85
9 Hasil Kuisioner Variabel Hedonic Value ...........ccoccoiiiieiiiniiieeecceeeee 88
10 Hasil Kuisioner Variabel Customer Engagement .............ccccceveiviiviineinnnenn. 90
11 Hasil Kuisioner Variabel Purchase Intentions............cccceeeverveneenirncienciennenns 93
12 Hasil Loading Factor Variabel Gamification ...........ccccocevereeniniecenenencnne. 96
13 Hasil Loading Factor Variabel Perceived Enjoyment...........cccccovevvvvvnnenennns 97
14 Hasil Loading Factor Variabel Hedonic Value...........cccccoeeviieviiiiieeciieciens 97
15 Hasil Loading Factor Variabel Social Interaction............ccceceveievieniiiiieniene 98
16 Hasil Loading Factor Variabel Customer Engagement.........cc.cccccoceevvenenennee. 98
17 Hasil Average Variance Extracted (AVE) .......cccccovviiviiniiniiniececeeeeee 99
18 Hasil Kriteria Fornell-Larcker ............ccoveveeieieninieiiieeeeeceeee e 100
19 Nilai Korelasi Cross Loading ..........ccceevveeviievieenieeneenieniereeseeseeseesveesneens 101
20 Hasil Heterotrait-Monotrait Ration (HTMT)......c.ccccoeeviiiviieiiieiieeiee e 102
21 Hasil Construct Realibility..........ccccoeiieiieiiiiieiieeeieeeeeeee e 103
22 Coefficient of Determination (R?) ..........ccccceeueuereueueueueeeeeeeeeeeeeeeeeeeeeeeseeennns 104
23 Q-SQUATE ...ceveeieeeieeeiee ettt et e et e e teesteeeteeetaeeesteesaseesnseesnseesnsaeenseennees 106
24 BITECE SIZE (£2).veeeeveeeeeeeeeeeeeeeeee ettt eeas 107



Tabel 4. 25 Uji Hipotesis ...

Tabel 4. 26 Control Effects

X1



	HALAMAN PENGESAHAN
	HALAMAN PERNYATAAN
	KATA PENGANTAR
	ABSTRAK
	ABSTRACT
	DAFTAR ISI
	DAFTAR TABEL
	DAFTAR GAMBAR
	BAB I PENDAHULUAN
	1.1 Gambaran Umum Objek Penelitian
	1.2 Latar Belakang Penelitian
	1.3 Perumusan Masalah
	1.4 Pertanyaan Penelitian
	1.5 Tujuan Penelitian
	1.6 Manfaat Penelitian
	1.6.1  Manfaat Teoritis
	1.6.2  Manfaat Praktis

	1.7 Sistematika Penulisan Tugas Akhir

	BAB II TINJAUAN PUSTAKA
	2.1  Teori dan Penelitian Terdahulu
	2.1.1  Pemasaran
	2.1.2  E-Commerce (Perdagangan Elektronik)
	2.1.3  Gamification
	2.1.4 Dimensi Gamification
	2.1.4.1 Teori MDA (Mechanics , Dynamics, Aesthethics)
	2.1.4.2 Fun
	2.1.4.3 Rewards

	2.1.5  Social Interactions
	2.1.6  Hedonic Value
	2.1.7  Customer Engagement
	2.1.8  Perceived Enjoyment
	2.1.9 Storytelling
	2.1.10  Purchase Intention

	2.2  Penelitian Terdahulu
	2.3  Kerangka Pemikiran
	2.4  Pengembangan Hipotesis Penelitian

	BAB III METODE PENELITIAN
	3.1  Jenis Penelitian
	3.2  Operasional Variabel
	3.2.1 Skala Pengukuran

	3.3  Tahapan Penelitian
	3.4  Populasi dan Sampel
	3.4.1 Populasi
	3.4.2 Sampel

	3.5  Pengumpulan Data dan Sumber Data
	3.6  Uji Validitas dan Reliabilitas
	3.6.1 Uji Validitas
	3.6.2 Uji Reliabilitas

	3.7  Teknik Analisis Data
	3.7.1 Analisis Deskriptif
	3.7.2 Structural Equation Modelling (SEM)
	3.7.2.1 Pengujian Measurement Model
	3.7.2.2 Pengujian Structural Model

	3.7.3 Uji Hipotesis


	BAB IV HASIL PENELITIAN DAN PEMBAHASAN
	4.1 Karakteristik Responden
	4.1.1 Karakteristik Responden Berdasarkan Jenis Kelamin

	4.2 Hasil Penelitian
	4.2.1 Analisis Deskriptif
	4.2.1.1 Analisis Deskriptif Variabel Gamification (X)
	4.2.1.2 Analisis Deskriptif Variabel Perceived Enjoyment

	4.2.2 Pengujian Measurement Model (Outer Model)
	4.2.2.1 Convergent Validity
	4.2.2.2 Discriminant Validity
	4.2.2.3 Construct Realibility

	4.2.3 Pengujian Structural Model (Inner Model)
	4.2.3.1 Coefficient of Determination (R2)
	4.2.3.2 Q-Square
	4.2.3.3 Effect Size (f2)

	4.2.4 Uji Hipotesis
	4.2.5 Control effects


	4.3 Pembahasan Hasil Penelitian

	BAB V KESIMPULAN DAN SARAN
	5.1 Kesimpulan
	5.2 Saran

	DAFTAR PUSTAKA
	LAMPIRAN

