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Pengaruh Informativeness, Entertainment, dan Irritability,
Terhadap Purchase Intention dan Brand Image dengan
Advertising Value sebagai Mediasi:

Studi Kasus pada Lazada Indonesia

Antonius Dennis Irwin

ABSTRAK

Ditengah maraknya persaingan antara penyedia layanan e-commerce, kunci dari
memenangkan persaingan antara e-commerce tersebut adalah melalui pemasaran atau
beriklan. Salah satu platform yang menerapkan strategi tersebut adalah Lazada Indonesia.
Lazada merupakan e-commerce yang mulai beroperasi pada tahun 2012 tentunya memiliki
beberapa layanan maupun banyak fitur yang dapat dimanfaatkan oleh konsumen. Akan
tetapi, Lazada belum menjadi pilihan utama bagi konsumen dalam berbelanja online. Dalam
penelitian ini, metode yang digunakan adalah deskriptif kuantitatif dan metode non-
probability sampling dengan menggunakan data sebanyak 212 responden yang diolah
menggunakan aplikasi SmartPLS versi 3. Temuan dari penelitian ini adalah Informativeness
dan Entertainment berpengaruh positif terhadap Advertising Value. Lalu, Advertising Value
juga memiliki pengaruh positif terhadap Brand Image dan Purchase Intention. Lalu, Brand
Image juga memiliki pengaruh terhadap Purchase Intention. Akan tetapi, Irritability tidak

memiliki pengaruh terhadap Advertising Value.

Kata kunci: E-commerce, Lazada Indonesia, Informativeness, Entertainment, Irritability,
Advertising Value, Brand Image dan Purchase Intention.
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The Influence of Informativeness, Entertainment, and Irritability,
on Purchase Intention and Brand Image with Advertising Value
as the Mediation: Case Study on Lazada Indonesia

Antonius Dennis Irwin

ABSTRACT (English)

In the midst of increasing competition between e-commerce service providers, the key to
winning the competition between e-commerce is through marketing or advertising. One
platform that implements this strategy is Lazada Indonesia. Lazada is an e-commerce that
started operating in 2012, of course it has several services and many features that consumers
can take advantage of. However, Lazada is not yet the main choice for consumers when
shopping online. In this research, the method used is quantitative descriptive and non-
probability sampling methods using data from 212 respondents which were processed using
the SmartPLS version 3 application. The findings from this research are that Informativeness
and Entertainment have a positive effect on Advertising Value. Then, advertising value also
has a positive influence on brand image and purchase intention. Then, Brand Image also has
an influence on Purchase Intention. However, Irritability has no influence on Advertising

Value.

Keywords: E-commerce, Lazada Indonesia, Informativeness, Entertainment, Irritability,
Advertising Value, Brand Image dan Purchase Intention.

iX
Pengaruh Informativeness, Entertainment..., Antonius Dennis Irwin, Universitas Multimedia
Nusantara



DAFTAR ISI

HALAMAN PERNYATAAN TIDAK PLAGIAT ...t i
HALAMAN PERSETUJUAN. ...t ii
HALAMAN PENGESAHAN ..ottt iv
HALAMAN PERSETUJUAN  PUBLIKASI KARYA ILMIAH
MAHASISWA ... e s e s e et e e e te e e s s e e e ne e e aseeeeneeeenrees v
AB ST RAK e re e aare e viil
ABSTRACT (ENGIISN)....iiiiiiiiiiicieee s IX
D e I G 1] ST X
DAFTAR TABEL......c.oooo et i
DAFTAR GAMBAR ...ttt e e snae e e nnae e ii
DAFTAR LAMPIRAN ..ottt sttt iv
BAB | PENDAHULUAN ....oooiiii e 1
1.1  Latar Belakang Penelitian ...........ccoccoviiiiiiiiniicieee e 1
1.2  Rumusan Masalah dan Pertanyaan Penelitian..............cccccccovevvenne. 13
1.3 Tujuan Penelitian ...t 15
1.4 Manfaat Penelitian ........ccoocoviiiiiiiiieeee e 15
1.4.1 Manfaat AKAOEMIS.......ciiiiiiiiiiiieie e e 16
1.4.2 Manfaat PraktiSi.........ccoiveieiieiieie e 16

1.5 Batasan Penelitian ... 16
1.6 Sistematika PenuliSan ..........cccooiiiiiiiiiiiie e 17
BAB Il LANDASAN TEORI ..ot s 18
2.1 Tinjauahiffepd. b A B B & 0.5 A Qe 18
211 INTOIMALIVENESS ....ueiuieieeiieieie sttt 18
2.1.2  ENErtaiNMEeNt......ocoiiieieee et 18
213  Irritalilityd... .. 8o 08B N, 19
2.1.4  AAVErtiSing ValUE .......cccoeiviiiiiiecie e 20
2.1.5  Purchase INtENTION.........ccooviiiiieii e 21
2.1.6  Brand IMage.......cccoeeiiiieiieie ettt 22

2.2 Model PENelItIan........ccoiieiiiii e 23

X

Pengaruh Informativeness, Entertainment..., Antonius Dennis Irwin, Universitas Multimedia
Nusantara



0 B o 11010 (=T USSP 23

2.3.1 Pengaruh Informativeness terhadap Advertising Value Lazada
1T [0 g oL - TS 23

2.3.2 Pengaruh Entertainment terhadap Advertising Value Lazada Indonesia

2.3.3. Pengaruh Irritability terhadap Advertising Value Lazada Indonesia....25
& Pengaruh Advertising Value terhadap Brand Image Lazada Indonesia 25
% Pengaruh Advertising VValue terhadap Brand Image Lazada Indonesia 26
Z Pengaruh Brand Image terhadap Purchase Intention Lazada Indonesia26

2.4 Penelitian TerdahulU..........ccccooiiiiiiiiiii e 27
BAB 111 METODOLOGI PENELITIAN ...cccoiiiiiiiiieieieee e 30
3.1 Gambaran Umum Objek Penelitian...........cccccoovevivnieiieiineieiieieens 30
3.2 Desain Penelitian .........cocoiiiiiiiiiieiicie e 33
3.3 Populasi dan Sampel Penelitian ............ccocooiviiieniiiniinieceeen 36
KT 00 I o] 01U - ] OSSR PS 36
3032 SAMPEL . s 37
3.4  Teknik Pengumpulan Data...........ccccceeveiieiiiie i 37
3.5 ldentifikasi Variabel Penelitian............ccccoooviiiiiiiiiicneeeceee, 39
3.5.1Variabel EKSOGEN .......cciiiiiieiece e 39
3.5.2 Variabel ENGOQEN ......ooviiiiiieecie ettt 39
3.5.3 Variabel Teramati ........ccccueiiuerieiiiiieiese e 40
3.6 Operasionalisasi Variabgl .............ccccoeeviiiiiiiiiiic i 40
3.7 Teknik AnaliSiS DAta........c.cccvviiieiiiiieie e 43
3.7.1 Uji DatePre-Nesty.... N 0=, . B8 .0, 0. 5% D) e, 43
3.7.2 Metode Faktor ANALISIS.......ccciiiieiieiieiesiesir e see s e e ee e sae e 44
3.7.3  Analisis Data Penelitian ...........cccririerienininnencsiseseee e 46
BAB IV ANALISIS DAN PEMBAHASAN ...t 49
4.1  Deskripsi Hasil Penelitian..........ccccooiiiiiiiniiiiiceeecce 49
4.2  Karakteristik Responden Main-TeSt...........cccccevveiveveiieiiene e 50
4.2.1 Karakteristik Responden Berdasarkan Usia ............ccceovvveienencncninnn. 50
4.2.2 Karakteristik Responden Berdasarkan Gender............ccccccevvvevieivveninennn. 51
Xi

Pengaruh Informativeness, Entertainment..., Antonius Dennis Irwin, Universitas Multimedia
Nusantara



4.2.3 Karakteristik Responden Berdasarkan Profesi ...........c.ccocevvnenencnnnnn. 51

4.2.4. Karakteristik Responden Berdasarkan Domisili.............cccccevviiieninnen. 52
4.2.5 Karakteristik Responden Berdasarkan Biaya yang Dikeluarkan untuk
Belanja Melalui E-COMMEICE ........c.ccveiuiiieiiece e 52
4.2.6 Karakteristik Responden Berdasarkan Frekuensi Belanja Online dalam
SALU BUIAN ...t 53
4.2.7 Karakteristik Responden Berdasarkan Aplikasi E-Commerce yang
Paling Sering DIgUNaKaN .........cooeiiiieeiiiie e 54
4.3 ANalisiS DESKIIPLIT .......oiiiiiie e 55
4.3.1 Informativeness (INF).........ccoiioiiiiiie s 55
4.3.2 Entertainment (ENT) ...oooiiiiiiiiee s 57
4.3.31rritability (IRR)..coueiiiiiiiieeieies s 58
4.3.4 Advertising Value (ADV)......ccveueiieiieeiieeie e se e sie e 59
4.3.5Brand Image (Bl) ....cccuecviieiieieeie et 61
4.3.6 Purchase INtention (P1) .........coiiiiiiiiiiiei s 62
4.4 UJi INSTrUMEN Pre-TEST....coiiiiiiiiiieii st 63
4.4.1 Uji Validitas Pre-TeSt......cciiiiiiiiieieieie e 65
4.4.2 Hasil Uji Validitas Pre-TeSt .......ccocviiiiiiieieic s 65
4.4.3 Uji Reliabilitas Pre-TeSt ........ccove e 66
4.5 Uji INStrumen Main TEST .....cvoiiiiiiiiiiiiieieiee s 68
4.5.1 Uji Measurement Model............ccoooiiiiiiiici e 68
4.5.2 Hasil Uji Inner Model (Structural Model) ............ccoovvvviiiiienciinine, 73
4.6 UjJI HIPOTESIS ....vveveeviciie ettt ettt sttt e teere e staennennes 74
4.7 Interpretasi Hasil Penelitian............ccooooiiiiiiiiiii e 76
4.7.1 Pengaruh Informativeness Terhadap Advertising Value Lazada
Indonesia... . YE8. N B BN WS e LN i, 76
4.7.2 Pengaruh Entertainment Terhadap Advertising Value Lazada Indonesia
........................................................................................................................ 77
4.7.3 Pengaruh Irritation Terhadap Advertising Value Lazada Indonesia.....78

4.7.4 Pengaruh Advertising Value Terhadap Brand Image Lazada Indonesia

4.7.5 Pengaruh Advertising Value Terhadap Purchase Intention Lazada
Xii
Pengaruh Informativeness, Entertainment..., Antonius Dennis Irwin, Universitas Multimedia
Nusantara



INAONESIA......viiiiee ettt eae e nre e res 79
4.7.6 Pengaruh Brand Image Terhadap Purchase Intention Lazada Indonesia

........................................................................................................................ 80
4.8 Implikasi Manajerial............ccoiiiiiiiiii s 80
4.8.1 Upaya Dalam Meningkatkan Informativeness terhadap Advertising
Value Lazada INAONESIA.......ccuviueiierieeiesiesie e see e 80
4.8.2 Upaya Dalam Meningkatkan Entertainment terhadap Advertising Value
= V- (o W 1o (0] 0 TS T L S SS 81
4.8.3 Upaya Dalam Meningkatkan Advertising Value terhadap Brand Image
Lazada INAONESIA .......c.eeiieeiiiie ettt sttt 81
4.8.4 Upaya Dalam Meningkatkan Advertising Value terhadap Purchase
Intention Lazada INAONESIA.........ccuerueiieiieieeie e 82
4.8.5 Upaya Dalam Meningkatkan Brand Image terhadap Purchase Intention
Lazada INAONESIA ......eiueeiiieieiiiesieesie ettt esteeae e sreeeeenes 82
BAB YV SIMPULAN DAN SARAN .....oiiiiiiiiiiiiieie et 84
5.1 SIMPUIAN...c.coii et 84
5.2 SAFAN .ttt 86
5.2.1 Saran Bagi Perusahnaan .............ccccovveveeiieiieii e eie e se e sne e 86
5.2.2 Saran untuk Penelitian Selanjutnya ..........cccccevveriivieiieene e 87
DAFTAR PUSTAKA ... ettt sbe bt ene s e s 88
LAMPIRAN ...ttt et e e e e e e s ab e e e s st e e e e ansbae e e e enrees 90
Xiii

Pengaruh Informativeness, Entertainment..., Antonius Dennis Irwin, Universitas Multimedia
Nusantara



DAFTAR TABEL

Tabel 3.1 Operasional Variabel ...........cccccooieiieiiie e 40

Tabel 3.2 Syarat Uji Pre-TeSt.......coiiiiiee e 44

Tabel 4.1 Tabel INterval ..o 54
I

Pengaruh Informativeness, Entertainment..., Antonius Dennis Irwin, Universitas Multimedia
Nusantara



DAFTAR GAMBAR

Gambar 1.1 Alasan Indonesia menggunakan internet ............cccooveveeeeeveeresieeseenn. 1
Gambar 1.2.Alasan masyarakat Indonesia memilih belanja online............c..c.c....... 2
Gambar 1.3 Jumlah pengguna e-commerce di Indonesia............ccccoeveveeiieeneeinnn, 3
Gambar 1.4 Survey Populix terkait Top three Top of Mind E-Commerce di

10T (o] g 1oL - SRR 5
Gambar 1.5 Jumlah kunjungan ke 5 situs e-commerce di Indonesia....................... 6
Gambar 1.6 Advertising campaign Shopee dengan Alfiansyah Komeng................ 8
Gambar 1.7 Advertising campaign Shopee dengan Tukul Arwana...............ccc....... 8
Gambar 1.8 Advertising Campaign Tokopedia Waktu Indonesia Belanja.............. 9
Gambar 1.9 Advertising Campaign Lazada Pengiriman Cepat Gratis Ongkir ......10
Gambar 1.10 Jumlah pengikut Erigo di ShOPEE........cccevveeiveieiiiiieiiee e 11
Gambar 1.11 Jumlah pengikut Erigo di Tokopedia .........ccccceveeieeiieniveiieiieieanns 11
Gambar 1.12 Jumlah pengikut Erigo di Lazada..............ccoceviirininieienincicne 11
Gambar 1.13 Erigo hanya menaruh link Shopee di Instagram resminya............... 12
Gambar 2.1 Research Model............cooiiiiiiiiiiieiee e 23
Gambar 3.1 Instagram Lazada INdONESIA..........ccccverueiiriieeieiie s 31
Gambar 3.2 Website Lazada INAONESIA. .......cccvvereriiiiiieiiiicieiee e 32
Gambar 3.3 Website Lazada INAONESIA. .........ccueiverieririnirieieee e 32
Gambar 3.4 ReSEArCh DESIGN........ccvieieiieiiecie et 33
Gambar 3.5 Variabel EKSOQEN ..o 39
Gambar 3.6 Variabel ENAOQEN........cccoi it 39

iii

Pengaruh Informativeness, Entertainment..., Antonius Dennis Irwin, Universitas Multimedia
Nusantara



DAFTAR LAMPIRAN

Lampiran A KUBSIONET ......c.eiieiieieceesie et se e e e e st ae e sraeste e e sreereanes 90

Lampiran B Hasil Olah Data Smart PLS ..........ccccoooiiiiiiieceeeeeeee, 101

Lampiran C Olah Data Pre-Test Melalui SPSS ............cccooiiiiiiicce e 105

Lampiran D Hasil dan Digital Receipt TUMMItiN...........cccooiviiiniiniiiieencncseie 114
iv

Pengaruh Informativeness, Entertainment..., Antonius Dennis Irwin, Universitas Multimedia
Nusantara



