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ABSTRAK

AISYAH FARAH SALSABILA. Analisis Intensi Pembelian /tem Virtual
Game Online Menggunakan Pendekatan Extended Theory of Planned Behavior.
Dibimbing oleh LILIK NOOR YULIATI.

Kemajuan teknologi dan ilmu pengetahuan menjadikan industri game online
meningkat pesat. Game online kini tidak hanya menawarkan hiburan, tetapi juga
mendorong penggunanya untuk membeli item virtual yang menjadi sumber
pendapatan bagi developer game. Penelitian ini bertujuan untuk menganalisis
intensi pembelian item virtual game online dengan menggunakan pendekatan
Extended Theory of Planned Behavior. Desain penelitian yang digunakan adalah
cross sectional study dengan voluntary sampling berjumlah 215 dengan kriteria
remaja berusia 13-21 tahun dan belum pernah membeli item virtual game.
Analisis data pada penelitian ini adalah analisis deskriptif dan korelasi
menggunakan software SPSS versi 25, dan analisis SEM menggunakan software
SmartPLS 3.0. Hasil uji korelasi menunjukkan bahwa jenis kelamin, tingkat
pendidikan, dan pendapatan memiliki hubungan positif signifikan dengan intensi
pembelian item virtual game online. Analisis SEM menunjukkan bahwa flow
experience berpengaruh signifikan terhadap sikap terhadap perilaku. Selanjutnya,
norma subjektif dan persepsi kontrol perilaku berpengaruh signifikan terhadap
intensi pembelian item virtual game online.

Kata kunci: flow experience, intensi pembelian, item virtual, theory of planned
behavior

ABSTRACT

AISYAH FARAH SALSABILA. Analysis of Purchase Intentions For
Online Virtual Game Items Using The Extended Theory of Planned Behavior
Approach. Supervised by LILIK NOOR YULIATI.

Advances in technology and science have led to rapid growth in the online
gaming industry. Online games now offer not only entertainment, but also
encourage users to purchase virtual items that generate revenue for game
developers. This study aims to analyze the intention to purchase virtual items in
online games using the Extended Theory of Planned Behavior approach. The
research design used is a cross-sectional study with voluntary sampling of 215
participants, with the criteria being teenagers aged 13-21 years who have never
purchased virtual game items. Data analysis in this study is descriptive and
correlation analysis using SPSS version 25 software, and SEM analysis using
SmartPLS 3.0 software. The correlation test results show that gender, education
level, and income have a significant positive relationship with the intention to
purchase online game virtual items. SEM analysis shows that flow experience has
a significant effect on attitudes towards behavior. Furthermore, subjective norms
and perceived behavioral control have a significant effect on the intention to
purchase online game virtual items.

Keywords: flow experience, purchase intention, theory of planned behavior,
virtual item
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