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ABSTRACT 

 

Ahmad Shaf'an Ridhani (2025). The Effect of User Interface, User Experience, 

Season Sale, and Perceived Ease of Use of the Steam Digital Game Online Store 

Platform on Purchasing Decisions. Advisor: Laila Refiana Said 

This study aims to test and analyze: (1) the effect of user interface on 

purchasing decisions (2) the effect of user experience on purchasing decisions, (3) 

the effect of season sale on purchasing decisions, (4) the effect of perceived ease of 

use on purchasing decisions. 

This type of research is quantitative research. The population used in this 

study are Discord users who are members of the Tara Arts and Gema Show Indo 

groups with a minimum age of 17 years and have a Steam account and have 

purchased the game at least once. Data was collected from 255 respondents. The 

sampling technique used in this study was purposive sampling using a 

questionnaire. The data analysis technique used is Multiple Linear Regression 

Analysis which is operated through SPSS software.  

The results showed that: (1) user interface has a significant influence on 

purchasing decisions, (2) user experience does not have a significant influence on 

purchasing decisions, (3) season sale has a significant influence on purchasing 

decisions, (4) perceived ease of use has a significant influence on purchasing 

decisions. 

 

Keywords: User Interface, User Experience, Season Sale, Perceived Ease of Use, 

Purchase Decision 
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ABSTRAKSI 

 

Ahmad Shaf’an Ridhani (2025). Pengaruh User Interface, User Experience, 

Season Sale, dan Perceived Ease of Use Platform Toko Online Game Digital 

Steam Terhadap Keputusan Pembelian. Pembimbing: Laila Refiana Said 

Penelitian ini bertujuan untuk menguji dan menganalisis: (1) pengaruh user 

interface terhadap keputusan pembelian (2) pengaruh user experience terhadap 

keputusan pembelian, (3) pengaruh season sale terhadap keputusan pembelian, (4) 

pengaruh perceived ease of use terhadap keputusan pembelian. 

Jenis penelitian ini berupa penelitian kuantitatif. Populasi yang digunakan 

dalam penelitian ini adalah pengguna Discord yang tergabung dalam grup Tara Arts 

dan Gema Show Indo dengan usia minimal 17 tahun dan memiliki akun Steam dan 

pernah membeli game minimal 1 kali. Data dikumpulkan dari 255 orang responden. 

Teknik sampling yang digunakan dalam penelitian ini adalah purposive sampling 

menggunakan kuesioner. Teknik analisis data yang digunakan adalah Analisis 

Regresi Linear Berganda yang dioperasikan melalui software SPSS.  

Hasil penelitian menunjukkan bahwa: (1) user interface memiliki pengaruh 

signifikan terhadap Keputusan Pembelian, (2) user experience tidak memiliki 

pengaruh signifikan terhadap Keputusan Pembelian, (3) season sale memiliki 

pengaruh signifikan terhadap Keputusan Pembelian, (4) perceived ease of use 

memiliki pengaruh signifikan terhadap Keputusan Pembelian.  

 

Kata Kunci: User Interface, User Experience, Season Sale, Perceived Ease of 

Use, Keputusan Pembelian 
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