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ABSTRACT

Muhammad Ramadhani (2024). Analysis of the Application of the
Technology Acceptance Model (TAM) and Gamification as Moderating Variables
on Intention to Use the Shopee Application in the Shopee Games Feature in
Banjarmasin. Management Study Program. Faculty of Economics and Business.
Lambung Mangkurat University. Advisor: Nuril Huda.

This research aims to analyze (1) The influence of Perceived Usefulness on
Intention to Use the Shopee application. (2) The influence of Perceived Ease of Use
on Intention to Use the Shopee application. (3) The influence of Gamification as a
moderation of the relationship between the Perceived Usefulness variable and the
Intention to Use the Shopee application. (4) The influence of Gamification as a
moderation of the relationship between the Perceived Ease of Use variable and the
Intention to Use the Shopee application.

This study employs a quantitative methods and data collection through online
distributed questionnaires. The population in this study are users who know the
Shopee Games features. Sampling was carried out using a purposive sampling
technique of 140 respondents with the criteria: users who live in Banjarmasin, who
are aware of the Shopee Games feature on the Shopee Application and are over 17
yvears old. Research data was analyzed using a Structural Equation Modeling
(SEM) approach based on Partial Least Square (PLS) using SmartPLS sofiware.

The results of this research show that: (1) Perceived Usefulness is predicted
to have a positive and significant effect on Intention to Use among Shopee
application users. (2) Perceived Ease of Use is predicted to have a positive and
significant effect on Intention to Use among Shopee application users. (3)
Gamification as a predicted moderating variable weakens the influence of
Perceived Usefulness on Intention to Use, but the results are positive and
significant. (4) Gamification as a moderating variable for Perceived Ease of Use
on Intention to Use is predicted to have no effect.

Keywords: Perceived Usefulness, Perceived Ease of Use, Gamification, Intention
to Use
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ABSTRAK

Muhammad Ramadhani (2024). Analisis Penerapan Technology
Acceptance Model (TAM) dan Gamification Sebagai Variabel Moderasi Terhadap
Intention to Use Aplikasi Shopee dalam Fitur Shopee Games di Banjarmasin.
Program Studi Manajemen. Fakultas Ekonomi dan Bisnis. Universitas Lambung
Mangkurat. Pembimbing: Nuril Huda.

Penelitian ini bertujuan untuk menganalisis (1) Pengaruh Perceived
Usefulness terhadap Intention to Use pada aplikasi Shopee. (2) Pengaruh Perceived
Ease of Use terhadap Intention to Use pada aplikasi Shopee. (3) Pengaruh
Gamification sebagai moderasi hubungan antara variabel Perceived Usefulness
terhadap Intention to Use aplikasi Shopee. (4) Pengaruh Gamification sebagai
moderasi hubungan antara variabel Perceived Ease of Use terhadap Intention to Use
aplikasi Shopee.

Penelitian ini menggunakan metode kuantitatif dan pengumpulan data
melalui kuesioner yang dibagikan secara online. Populasi pada penelitian ini yaitu
pengguna yang mengetahui fitur Shopee Games. Pengambilan sampel dilakukan
dengan teknik purposive sampling sebanyak 140 responden dengan kriteria:
pengguna yang berdomisili di Banjarmasin, yang mengetahui adanya fitur Shopee
Games pada Aplikasi Shopee dan berusia di atas 17 tahun. Data penelitian dianalisis
menggunakan pendekatan Structural Equation Modeling (SEM) berbasis Partial
Least Square (PLS) menggunakan software SmartPLS.

Hasil penelitian ini menunjukkan bahwa: (1) Perceived Usefulness
terprediksi berpengaruh positif dan signifikan terhadap Intention to Use pada
pengguna aplikasi Shopee. (2) Perceived Ease of Use terprediksi berpengaruh
positif dan signifikan terhadap Intention to Use pada pengguna aplikasi Shopee. (3)
Gamification sebagai variabel moderasi terprediksi memperlemah pengaruh
Perceived Usefulness terhadap Intention to Use, namun hasilnya positif. (4)
Gamification sebagai variabel moderasi Perceived Ease of Use terhadap Intention
to Use terprediksi tidak berpengaruh.

Kata kunci: Perceived Usefulness, Perceived Ease of Use, Gamification, Intention
to Use
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