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INTISARI 

Perkembangan teknologi saat ini sangat pesat, hingga sistem permainan merambah ke banyak 
sektor industri. Salah satu industri yang melibatkan konsep permainan di dalam proses bisnisnya adalah 
sektor kecantikan. Konsep permainan yang dimasukkan ke dalam konteks non permainan adalah 
gamifikasi. Saat ini, sektor industri kecantikan telah menggunakan platform daring berupa e-commerce, 
salah satunya adalah Aplikasi SOCO by Sociolla. Aplikasi ini memanfaatkan fitur-fitur gamifikasi seperti 
Badges, Points, Progress Bar, Quests, Social Graph, Rewards, dan Gifting sebagai salah satu strategi 
marketing. Dalam penelitian ini dilakukan analisis terkait peran dari setiap fitur terhadap loyalitas 
pelanggan dengan menggunakan uji regresi linear berganda dengan menggabungkan dua metode (mixed 
methods research) yaitu kuantitatif dan kualitatif. Metode penelitian kuantitatif dilakukan dengan 
menyebarkan kuesioner terhadap 400 responden yang diolah menggunakan SPSS dan kualitatif berupa 
wawancara terhadap 15 narasumber. 
 
Kata Kunci: e-commerce,  industri kecantikan, gamifikasi, loyalitas pelanggan 
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ABSTRACT 

 
The rapid advancement of technology has led to the integration of game systems into various 

industrial sectors. One of these sectors is the beauty industry, which has adopted game-like concepts in its 
business processes through the application of gamification. Gamification refers to the implementation of 
game elements in non-game contexts. Currently, the beauty industry sector utilizes online platforms in the 
form of e-commerce, one of which is the SOCO by Sociolla application. This application employs 
gamification features such as Badges, Points, Progress Bars, Quests, Social Graphs, Rewards, and Gifting 
as part of its marketing strategy. This study analyzes the role of each gamification feature in influencing 
customer loyalty by applying multiple linear regression analysis using a mixed methods research approach 
that combines both quantitative and qualitative methods. The quantitative method was carried out by 
distributing questionnaires to 400 respondents and processing the data using SPSS, while the qualitative 
method involved in-depth interviews with 15 participants. 
 
Keywords: e-commerce, beauty industry, gamification, customer loyalty 

 
 

  



VIII 

 

DAFTAR ISI 

HALAMAN JUDUL ...................................................................................................... I 

HALAMAN PENGESAHAN ......................................................................................... II 

LEMBAR PERNYATAAN KEASLIAN PENELITIAN ......................................................... III 

INTISARI .................................................................................................................. VI 

ABSTRACT .............................................................................................................. VII 

DAFTAR GAMBAR .................................................................................................... X 

DAFTAR TABEL ........................................................................................................ XI 

BAB I PENDAHULUAN ............................................................................................... 1 

1.1. LATAR BELAKANG ................................................................................................... 1 
1.2. RUMUSAN MASALAH .............................................................................................. 3 
1.3. TUJUAN PENELITIAN ............................................................................................... 3 
1.4. BATASAN MASALAH ............................................................................................... 4 
1.5. MANFAAT PENELITIAN ............................................................................................ 4 
1.6. BAGAN KETERKAITAN .............................................................................................. 4 

BAB II  TINJAUAN PUSTAKA ...................................................................................... 5 

2.1. STUDI SEBELUMNYA ............................................................................................... 5 
2.2. DASAR TEORI ...................................................................................................... 10 

2.2.1. Gamifikasi ............................................................................................... 10 
2.2.2. Loyalitas Pelanggan ................................................................................ 13 
2.2.3. Gamifikasi Terhadap Loyalitas Pelanggan ............................................. 15 

BAB III METODOLOGI PENELITIAN .......................................................................... 22 

3.1. TAHAPAN PENELITIAN ........................................................................................... 22 
3.1.1. Menganalisis Masalah ............................................................................ 22 
3.1.2. Melakukan Kajian Teoritis ...................................................................... 22 
3.1.3. Pembuatan Hipotesis .............................................................................. 22 
3.1.4. Pembuatan Instrumen Penelitian ........................................................... 23 
3.1.5. Melakukan Uji Validasi dan Reliabilitas pada Instrumen Penelitian ...... 26 
3.1.6. Pengumpulan Data ................................................................................. 26 
3.1.7. Pengolahan Data .................................................................................... 29 
3.1.8. Analisis .................................................................................................... 30 
3.1.9. Pembuatan Kesimpulan dan Saran ......................................................... 30 

BAB IV HASIL DAN PEMBAHASAN ........................................................................... 31 

4.1. HASIL................................................................................................................. 31 
4.1.1. Uji Validitas ............................................................................................. 32 
4.1.2. Uji Reliabilitas ......................................................................................... 33 
4.1.3. Uji Asumsi Klasik ..................................................................................... 34 

4.1.3.1. Uji Normalitas ..................................................................................... 34 
4.1.3.2. Uji Multikolinearitas ........................................................................... 35 
4.1.3.3. Uji Heteroskedastisitas ....................................................................... 36 



IX 

 

4.1.4. Persamaan Regresi Linear Berganda ...................................................... 38 
4.1.5. Uji Hipotesis ............................................................................................ 40 
4.1.5.1. Uji Parsial (Uji T) .................................................................................. 40 
4.1.5.2. Uji F (Uji Simultan) .............................................................................. 42 
4.1.5.3. Uji Koefisien Determinasi (R) .............................................................. 43 

4.1.6. Hasil Wawancara .................................................................................... 43 
4.2. PEMBAHASAN ..................................................................................................... 53 

4.2.1. Elemen Badges berpengaruh positif dan signifikan terhadap Loyalitas 
Pelanggan ............................................................................................................... 53 
4.2.2. Elemen Points berpengaruh positif dan signifikan terhadap Loyalitas 
Pelanggan ............................................................................................................... 54 
4.2.3. Elemen Progress Bar berpengaruh positif dan signifikan terhadap 
Loyalitas Pelanggan ................................................................................................ 55 
4.2.4. Elemen Quests berpengaruh positif dan signifikan terhadap Loyalitas 
Pelanggan ............................................................................................................... 56 
4.2.5. Elemen Social Graph berpengaruh positif dan signifikan terhadap 
Loyalitas Pelanggan ................................................................................................ 57 
4.2.6. Elemen Rewards berpengaruh positif dan signifikan terhadap Loyalitas 
Pelanggan ............................................................................................................... 58 
4.2.7. Elemen Gifting berpengaruh positif dan signifikan terhadap Loyalitas 
Pelanggan ............................................................................................................... 59 

BAB V  KESIMPULAN DAN SARAN ........................................................................... 61 

5.1. KESIMPULAN ....................................................................................................... 61 
5.2. SARAN ............................................................................................................... 63 

DAFTAR PUSTAKA .................................................................................................. 64 

DAFTAR REVISI ....................................................................................................... 70 

LAMPIRAN ............................................................................................................. 71 

 
 
 
 



X 

 

DAFTAR GAMBAR 

Gambar 1.1 Bagan Keterkaitan ......................................................................................... 4 
Gambar 2.1 Octalysis Framework Yu-kai chou ............................................................... 13 
Gambar 2.2 Elemen Reward ........................................................................................... 16 
Gambar 2.3 Elemen Point, Badges, Progress Bar, dan Quest ........................................ 16 
Gambar 2.4 Elemen Social Graph ................................................................................... 17 
Gambar 2.5 Elemen Gifting ............................................................................................ 17 
Gambar 3.1 Tahapan Penelitian ..................................................................................... 21 
Gambar 4.1 Pie Chart Jumlah Transaksi ......................................................................... 31 
 

 
  



XI 

 

DAFTAR TABEL 

Tabel 2.1 Tabel Penelitian Terdahulu ............................................................................... 7 
Tabel 3.1 Tabel Hipotesis ................................................................................................ 22 
Tabel 3.2 Tabel Instrumen Penelitian ............................................................................. 23 
Tabel 4.1 Hasil Uji Validitas ............................................................................................. 32 
Tabel 4.2 Hasil Uji Reliabilitas ......................................................................................... 34 
Tabel 4.3 Hasil Uji Normalitas ......................................................................................... 35 
Tabel 4.4 Hasil Uji Multikolinearitas ............................................................................... 36 
Tabel 4.5 Hasil Uji Heteroskedastisitas ........................................................................... 37 
Tabel 4.6 Hasil Regresi Linear Berganda ......................................................................... 38 
Tabel 4.7 Hasil Uji Parsial (Uji T) ..................................................................................... 40 
Tabel 4.8 Hasil Uji F (Uji Simultan) .................................................................................. 42 
Tabel 4.9 Hasil Uji Koefisien Determinasi (R) .................................................................. 43 
 

 
  


