
 

 
 
 
 
 
 

SKRIPSI 

 

ANALISIS PENGARUH PERCEIVED VALUE 

TERHADAP NIAT PENGGUNAAN 

BERKELANJUTAN DAN NIAT PEMBELIAN 

ROBUX OLEH PENGGUNA GENERASI Z 

PADA GAME ROBLOX  

 
 

 
WAHYU NISFU MELATI SUKMA 

NPM 22082010230 
 

 
DOSEN PEMBIMBING 

Asif Faroqi, S.Kom, M.Kom. 

Muhammad Septama Prasetya, S.Kom, M.Kom. 

 
KEMENTERIAN PENDIDIKAN TINGGI, SAINS, DAN TEKNOLOGI 

UNIVERSITAS PEMBANGUNAN NASIONAL VETERAN JAWA TIMUR 

FAKULTAS ILMU KOMPUTER 

PROGRAM STUDI SISTEM INFORMASI 

SURABAYA 

2026 

 









ix 

 

ABSTRAK 

Nama Mahasiswa / NPM : Wahyu Nisfu Melati Sukma / 2208201030 

Judul Skripsi   : Analisis Pengaruh Perceived Value Terhadap Niat 

                                                  Penggunaan Berkelanjutan dan Niat Pembelian 

                                                  Robux oleh Pengguna Generasi Z pada Game  

                                                  Roblox 

Dosen Pembimbing  : 1. Asif Faroqi, S.Kom., M.Kom 

                                                  2. Muhammad Septama Prasetya, S.Kom., M.Kom 

 

Perkembangan industri game online berbasis free to play telah mendorong 

pemanfaatan mata uang virtual sebagai bagian dari ekosistem permainan, termasuk 

Robux pada game Roblox. Meskipun Roblox memiliki jumlah pengguna yang 

tinggi di Indonesia, tingkat pembelian Robux masih relatif rendah dibandingkan 

basis pemainnya. Kondisi tersebut menunjukkan adanya kesenjangan antara 

penggunaan game dan keputusan pembelian sehingga perlu dikaji faktor-faktor 

yang memengaruhinya. Penelitian ini bertujuan menganalisis pengaruh Enjoyment, 

Social Value, Quality, dan Economic Value terhadap Continued Use Intention serta 

Purchase Intention pada pengguna Generasi Z Roblox di Indonesia, serta peran 

Continued Use Intention sebagai mediasi. Penelitian ini menggunakan pendekatan 

kuantitatif dengan 418 responden Generasi Z yang aktif bermain Roblox yang 

diperoleh melalui kuesioner dan dianalisis menggunakan PLS-SEM dengan 

SmartPLS 4. Hasil penelitian menunjukkan bahwa 7 dari 9 hipotesis yang diajukan 

diterima. Enjoyment, Social Value, Quality, dan Economic Value berpengaruh 

positif dan signifikan terhadap Continued Use Intention. Selanjutnya, Quality, 

Economic Value, dan Continued Use Intention berpengaruh positif dan signifikan 

terhadap Purchase Intention, sedangkan Enjoyment dan Social Value tidak 

berpengaruh langsung terhadap Purchase Intention namun berpengaruh tidak 

langsung melalui mediasi Continued Use Intention. Secara keseluruhan, temuan ini 

menunjukkan bahwa persepsi nilai, khususnya kualitas dan ekonomi, berperan 

penting dalam meningkatkan niat pembelian Robux. 

 

Kata kunci: Robux, Perceived Value, Niat Pembelian, Niat Penggunaan 

Berkelanjutan, PLS-SEM 
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ABSTRACT 

Student Name / NPM  : Wahyu Nisfu Melati Sukma / 2208201030 

Thesis Title   : Analysis of the Influence of Perceived Value on 

                                                  Continuous Use Intention and Robux Purchase 

                                                  Intention Among Generation Z Users of the 

                                                  Roblox Game 

Advisors   : 1. Asif Faroqi, S.Kom., M.Kom 

                                                  2. Muhammad Septama Prasetya, S.Kom., M.Kom 

The growth of the free-to-play online gaming industry has encouraged the use of 

virtual currencies as part of the gaming ecosystem, including Robux in Roblox. 

Although Roblox has a large user base in Indonesia, the rate of Robux purchases 

remains relatively low compared to its player base. This condition indicates a gap 

between game usage and purchasing decisions, highlighting the need to examine 

the factors influencing such behavior. This study aims to analyze the effects of 

Enjoyment, Social Value, Quality, and Economic Value on Continued Use 

Intention and Purchase Intention among Generation Z Roblox users in Indonesia, 

as well as the mediating role of Continued Use Intention. This study employed a 

quantitative approach involving 418 Generation Z respondents who actively play 

Roblox. Data were collected through a questionnaire and analyzed using PLS-SEM 

with SmartPLS 4. The results indicate that 7 out of the 9 proposed hypotheses were 

supported. Enjoyment, Social Value, Quality, and Economic Value have a positive 

and significant effect on Continued Use Intention. Furthermore, Quality, Economic 

Value, and Continued Use Intention have a positive and significant effect on 

Purchase Intention, whereas Enjoyment and Social Value do not have a direct effect 

on Purchase Intention but have an indirect effect through the mediation of 

Continued Use Intention. Overall, the findings indicate that Perceived Value, 

particularly Quality and Economic Value, plays an important role in enhancing 

users intention to purchase Robux. 

Keyword: Robux, Perceived Value, Purchase Intention, Continued Use Intention, 

PLS-SEM 
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