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ABSTRAK

Nama Mahasiswa / NPM :  Filda Dwi Meirina / 22082010025

Judul Skripsi :  Analisis Penerimaan Pengguna Gamifikasi
Lazada Menggunakan Modified Technology
Acceptance Model (TAM)

Dosen Pembimbing : 1. Arista Pratama, S.Kom., M.Kom.

2. Siti Mukaromah, S.Kom., M.Kom.

Perkembangan e-commerce mendorong perusahaan menghadirkan inovasi
seperti gamifikasi untuk meningkatkan keterlibatan pengguna. Lazada telah
menerapkan fitur gamifikasi seperti poin, reward, level, dan misi harian. Namun,
hasil pra-survei menunjukkan bahwa gamifikasi Lazada masih dinilai belum
optimal dibandingkan Shopee, terutama pada aspek daya tarik, kemudahan,
pemahaman mekanisme, reward, dan manfaat. Sehingga penelitian ini bertujuan
untuk menganalisis penerimaan gamifikasi pada aplikasi Lazada menggunakan
Modified Technology Acceptance Model (TAM) dengan tujuh variabel yaitu
Gamification, Flow Experience, Perceived Ease of Use, Perceived Usefulness,
Attitude, Continued Use Intention, dan Intention to Spread Word of Mouth.
Penelitian in1 menggunakan pendekatan kuantitatif dengan metode survei terhadap
pengguna gamifikasi Lazada di Indonesia, dengan melibatkan 420 responden yang
dipilih menggunakan teknik purposive sampling. Pengolahan dan analisis data
dilakukan menggunakan pendekatan PLS-SEM dengan perangkat lunak SmartPLS.
Hasil penelitian menunjukkan bahwa seluruh hipotesis yang diajukan diterima.
Hasil tersebut menunjukkan bahwa variabel gamification berpengaruh signifikan
terhadap flow experience, perceived ease of use, dan perceived usefulness.
Selanjutnya, flow experience berpengaruh signifikan terhadap perceived ease of use
dan perceived usefulness. Variabel perceived ease of use dan perceived usefulness
terbukti berpengaruh signifikan terhadap atfitude, yang kemudian memengaruhi

continued use intention dan intention to spread word of mouth.

Kata kunci : E-commerce, Lazada, Gamifikasi, Technology Acceptance Model
(TAM), Penerimaan Pengguna.
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ABSTRACT

Student Name / NPM : Filda Dwi Meirina / 22082010025

Thesis Title : User Acceptance Analysis of Gamification in
Lazada Using the Modified Technology
Acceptance Model (TAM)

Advisor . 1. Arista Pratama, S.Kom., M.Kom.

2. Siti Mukaromah, S.Kom., M.Kom.

The rapid growth of e-commerce has encouraged companies to introduce
innovations such as gamification to enhance user engagement. Lazada has
implemented various gamification features, including points, rewards, levels, and
daily missions, however, user acceptance of these features remains suboptimal. This
study aims to analyze user acceptance of gamification in the Lazada application
using the Modified Technology Acceptance Model (TAM), which includes seven
variables: Gamification, Flow Experience, Perceived Ease of Use, Perceived
Usefulness, Attitude, Continued Use Intention, and Intention to Spread Word of
Mouth. This research adopts a quantitative approach using a survey method
involving 420 respondents who are users of Lazada gamification features in
Indonesia, selected through purposive sampling. Data processing and analysis
were conducted using the PLS-SEM approach with SmartPLS. The results indicate
that all proposed hypotheses are accepted. Gamification significantly influences
flow experience, perceived ease of use, and perceived usefulness. Furthermore, flow
experience significantly affects perceived ease of use and perceived usefulness.
Both perceived ease of use and perceived usefulness significantly influence attitude,
which in turn affects continued use intention and intention to spread word of mouth.

Therefore, gamification in the Lazada application is well accepted by users.

Keywords: E-commerce, Lazada, Gamification, Technology Acceptance Model

(TAM), User Acceptance.
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