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Abstrak
Penelitian ini memiliki tujuan untuk menganalisis pengaruh literasi keuangan,

lingkungan sosial, dan perencanaan keuangan terhadap perilaku konsumtif
mahasiswa pengguna game online Genshin Impact. Pendekatan penelitian yang
digunakan adalah metode kuantitatif dengan pengumpulan data melalui kuesioner
yang dibagikan secara online. Analisis data menggunakan program SPSS 29
dengan jumlah responden sebanyak 100 mahasiswa. Hasil analisis regresi linier
berganda menunjukkan adanya pengaruh positif signifikan literasi keuangan
terhadap perilaku konsumtif, begitu pula pada lingkungan sosial, sedangkan
perencanaan keuangan memiliki pengaruh negatif tidak signifikan terhadap
perilaku konsumtif.

Kata kunci: Literasi Keuangan, Perencanaan, Sosial
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THE IMPACT OF FINANCIAL LITERACY, SOCIAL ENVIRONMENT,
AND FINANCIAL PLANNING ON CONSUMPTIVE BEHAVIOR AMONG
ONLINE GAME USERS
(A Study on College Students Using Genshin Impact)

Novi Ristanti
Abstract

This study aims to analyze the influence of financial literacy, social environment,
and financial planning on the consumptive behavior of college students who play
the online game Genshin Impact. A quantitative research approach was employed,
with data collected through an online questionnaire distributed to participants.
Data analysis was conducted using SPSS 29, with a sample of 100 college student
respondents. The results of the multiple linear regression analysis indicate a
significant positive effect of financial literacy on consumptive behavior, as well as
a significant influence of the social environment. However, financial planning was
found to have a non-significant negative effect on consumptive behavior.

Keywords: Financial Literacy, Planning, Social
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