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ABSTRAKSI

Generasi Z dikenal sebagai generasi yang sangat dekat dengan teknologi
digital dan media sosial, serta menjadi kelompok yang paling sering terpapar oleh
konten di media sosial. Selain itu, Gen Z juga tercatat sebagai generasi yang paling
banyak menghabiskan waktu untuk bermain game. Salah satu konten kreator yang
turut berkontribusi dalam membentuk tren bermain game di kalangan Gen Z adalah
Windah Basudara. Melalui platform YouTube, Windah berhasil mempopulerkan
kembali game lama Plants vs. Zombies dalam versi modifikasi penggemar yaitu
Plants vs. Zombies Fusion, dan berhasil menarik banyak perhatian penonton.
Penelitian ini bertujuan untuk mengetahui dan menganalisis hubungan antara
terpaan konten Windah Basudara dengan minat bermain game pada Gen Z.
Penelitian ini menggunakan pendekatan kuantitatif dengan metode korelasional.
Teknik pengumpulan data menggunakan purposive sampling yang disebarkan
melalui kuesioner kepada 100 responden Gen Z. Hasil penelitian menunjukkan
bahwa terdapat hubungan yang signifikan antara variabel terpaan konten dan minat
bermain game, dengan nilai koofisensi korelasi sebesar 0,634.

Kata kunci : Terpaan Konten, Minat Bermain, Windah Basudara, Plants vs.
Zombies Fusion
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ABSTRACT

Generation Z is known to be a generation that is very close to digital
technology and social media, as well as being the group that is most exposed to
content. In addition, Gen Z is also noted as the generation that spends the most time
playing games. One content creator who has contributed to shaping the gaming
trend among Gen Z is Windah Basudara. Through the YouTube platform, Windah
successfully re-popularized the old Plants vs. Zombies game in a fan-modified
version, Plants vs. Zombies Fusion, and managed to attract a lot of audience
attention. This study aims to determine and analyze the relationship between
exposure to Windah Basudara content and interest in playing games on Gen Z. This
research uses a quantitative approach with a correlational method. The data
collection technique used purposive sampling which was distributed through
questionnaires to 100 Gen Z respondents. The results showed that there was a
significant relationship between the variable content exposure and interest in
playing games, with a correlation coefficient value of 0.634.

Keywords : Content Exposure, Interest in Playing, Windah Basudara, Plants vs.
Zombies Fusion
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