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ABSTRAK

Willie Darmawan

Skripsi

Pengaruh Keputusan Pembelian Konsumen Terhadap Top Up Steam Wallet
di Kota Surabaya pada Masa Pandemi COVID-19 dan Sesudah Pandemi COVID-
19

Penelitian ini bertujuan untuk menganalisis pengaruh keputusan pembelian
konsumen terhadap top up Steam Wallet di Kota Surabaya pada masa pandemi
COVID-19 dan sesudah pandemi COVID-19. Penelitian ini menggunakan metode
kuantitatif dengan jenis penelitian eksplanatori yang melibatkan 50 responden
pengguna Steam yang pernah melakukan top up di Surabaya. Data dikumpulkan
melalui kuesioner dan dianalisis menggunakan teknik analisis regresi. Hasil
penelitian menunjukkan bahwa terdapat pengaruh signifikan keputusan pembelian
konsumen pada masa pandemi COVID-19 terhadap peningkatan jumlah top up
Steam Wallet. Selain itu, keputusan pembelian konsumen setelah masa pandemi
COVID-19 juga menunjukkan pengaruh signifikan terhadap top up Steam Wallet.
Temuan ini mengindikasikan bahwa perubahan perilaku konsumen selama dan
setelah pandemi COVID-19 berdampak langsung pada peningkatan transaksi
digital di platform game. Penelitian ini memberikan kontribusi dalam memahami
dinamika perilaku konsumen di sektor game digital selama periode krisis kesehatan
global dan memberikan wawasan bagi pengembang platform game dan penyedia
layanan top up untuk mengoptimalkan strategi pemasaran mereka di masa depan.

Kata Kunci: Pengaruh Keputusan Pembelian, Top Up
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ABSTRACT

Willie Darmawan
Thesis
The Influence of Consumer Purchasing Decisions on Steam Wallet Top Ups

in the City of Surabaya during the COVID-19 Pandemic and After the COVID-19
Pandemic

This research aims to analyze the influence of consumer purchasing decisions on
Steam Wallet top ups in the city of Surabaya during the COVID-19 pandemic and
after the COVID-19 pandemic. This research uses a quantitative method with an
explanatory research type involving 50 respondents who are Steam users who have
topped up in Surabaya. Data was collected through questionnaires and analyzed
using regression analysis techniques. The research results show that there is a
significant influence on consumer purchasing decisions during the COVID-19
pandemic on increasing the number of Steam Wallet top ups. Apart from that,
consumer purchasing decisions after the COVID-19 pandemic also showed a
significant influence on Steam Wallet top ups. These findings indicate that changes
in consumer behavior during and after the COVID-19 pandemic have a direct
impact on increasing digital transactions on gaming platforms. This research
contributes to understanding the dynamics of consumer behavior in the digital
gaming sector during the global health crisis period and provides insights for game
platform developers and top up service providers to optimize their marketing
strategies in the future.

Keywords: Influence of Purchasing Decisions, Top Up
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