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Judul : Analisis Faktor Yang Mempengaruhi Niat Berkelanjutan  

Bermain Game Otome Online Menggunakan Teori Uses and 

Gratification 

Pembimbing 1 : Tri Lathif Mardi Suryanto, S.Kom, M.T 

Pembimbing 2 : Asif Faroqi, S.Kom, M.Kom 

 

ABSTRAK 

Di dunia teknologi yang semakin berkemajuan ini, game telah menjadi 

sebuah hiburan menyenangkan yang digemari oleh masyarakat. Namun, pemain 

yang cepat bosan atau mudah burnout selama bermain, membuat developer game 

kesulitan untuk mempertahankan pemain loyal mereka serta keberlangsungan game 

itu sendiri. Karena itulah dibutuhkan analisis faktor yang mempengaruhi niat 

berkelanjutan bermain game otome berbasis online.  

Dalam skripsi ini, penulis meneliti game otome online, yang dalam studi 

kasus ini adalah Tears of Themis menggunakan analisis uses and gratification yang 

terdiri atas enjoyment, fantasy, escapism, social interaction, social presence, 

achievement, self – presentation dan juga menggunakan variabel moderasi umur 

terhadap continuance intention bermain game Tears of Themis.  

Dari pengujian yang dilakukan dengan menggunakan metode SEM-PLS 

terhadap 135 responden pemain Tears of Themis asal Indonesia, hasil membuktikan 

bahwa enjoyment dan achievement berpengaruh positif pada niat berkelanjutan 

bermain atau continuance intention game Tears of Themis. Sementara itu hasil 

pengujian moderasi menunjukkan bahwa umur tidak memiliki hubungan antara 

tujuh variabel independen dengan continuance intention  dalam bermain game 

Tears of Themis. Namun berdasarkan sub-kelompok umur, ditemukan bahwa 

kelompok umur 16 – 19 tahun dipengaruhi oleh enjoyment dan self—presentation 

terhadap continuance intention dan kelompok umur 20 – 24 tahun dipengaruhi 

enjoyment terhadap continuance intention dalam bermain game Tears of Themis. 

 

Kata Kunci: 
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ABSTRACT 

In this advanced world of technology, games have become a fun 

entertainment that is loved by the people. However, players who get bored quickly 

or burnout easily while playing, causing the game developers to find it difficult to 

retain their loyal players and the continuity of the game itself. That’s why an 

analysis of the factors that influence the intention to continue playing online-based 

otome games is needed. 

In this thesis, we examine online otome game, which in this case study is 

Tears of Themis, using uses and gratification theory-based model that consists of 

enjoyment, fantasy, escapism, social interaction, social presence, achievement, 

self-presentation and also age moderation variable on continuance intention to 

play Tears of Themis. 

From the analysis testing which performed using PLS-SEM method on 135 

respondents who were Tears of Themis players from Indonesia, the results revealed 

that enjoyment and achievement have significantly affected the continuance 

intention of playing Tears of Themis. Meanwhile, the moderation test results 

showed that there was no relation between all independent variables and 

continuance intention. Meanwhile the results of the moderation test show that age 

has no relationship between the seven independent variables and continuance 

intention in playing the game Tears of Themis. However, based on the age sub-

group, it was found that the 16-19 years old group was influenced by enjoyment 

and self-presentation on continuance intention and the 20-24 years old group was 

influenced by enjoyment on continuance intention in playing the game Tears of 

Themis. 
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