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Pengaruh Entertainment, Informativeness, Attractiveness, Expertise dan 

Trustworthiness Terhadap Purchase Intentions Di Tiktok Live Shopping 

Pada Produk Ms Glow 

(Padma Paramitha) 

ABSTRAK 

 
Dalam dunia e-commerce yang terus berkembang, TikTok telah menjadi platform social 

commerce yang populer di Indonesia, memanfaatkan fitur live shopping untuk menarik perhatian 

konsumen dan meningkatkan penjualan, terutama di sektor kecantikan. Salah satu merek 

kecantikan Indonesia, Ms Glow, telah memanfaatkan live shopping di TikTok untuk berinteraksi 

secara langsung dengan konsumen. Penelitian ini bertujuan untuk mengidentifikasi faktor-faktor 

utama yang memengaruhi niat beli konsumen Indonesia dalam mengikuti live shopping Ms Glow 

di TikTok. Penelitian ini menggunakan model integrasi berdasarkan Uses and Gratification 

Theory (yaitu hiburan dan informasi) dan Source Credibility Theory (yaitu daya tarik, keahlian, 

dan kepercayaan). Data dikumpulkan melalui survei yang disebarkan menggunakan Google 

Form, dengan target responden adalah penonton yang pernah mengikuti sesi live shopping Ms 

Glow di TikTok, namun belum pernah membeli produk Ms Glow. Jumlah kuesioner yang 

terkumpul adalah 165 responden. Data yang diperoleh dianalisis menggunakan software SPSS 

dengan metode analisis regresi berganda. Uji reliabilitas, validitas, normalitas, dan 

multikolinearitas juga dilakukan untuk memastikan kelayakan model penelitian. Hasil penelitian 

menunjukkan bahwa hiburan, informasi, keahlian, dan kepercayaan memiliki pengaruh positif 

yang signifikan terhadap niat beli. Namun, daya tarik tidak menunjukkan pengaruh signifikan 

terhadap niat beli produk Ms Glow di TikTok Live Shopping. 

 

Kata kunci: Social commerce; Live shopping; TikTok; Uses and Gratification Theory; 

Source Credibility Theory; Purchase Intention 
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The Influence of Entertainment, Informativeness, Attractiveness, Expertise,  

and Trustworthiness on Purchase Intentions in TikTok Live Shopping for 

Ms Glow Products 

(Padma Paramitha) 

 

 

ABSTRACT (English) 

 

In the rapidly evolving world of e-commerce, TikTok has emerged as a popular social 

commerce platform in Indonesia, leveraging live shopping to engage consumers and drive 

sales, particularly in the beauty sector. Ms Glow, an Indonesian beauty and skincare 

brand, has adopted live shopping on TikTok to facilitate real-time interaction with 

consumers. This study aims to identify the key factors influencing purchase intentions 

among Indonesian online shoppers on TikTok Live Shopping for Ms Glow products. The 

study adopted the integrated research model based on Uses and Gratification Theory 

(i.e., entertainment, informativeness) and Source Credibility Theory (i.e. attractiveness, 

expertise, and trustworthiness). Data were collected through a Google Form survey. The 

target respondents in this study are viewers who had participated in Ms Glow’s TikTok 

live shopping sessions but had not previously purchased Ms Glow products, resulting in 

165 completed questionnaires. The collected data were analyzed using SPSS software 

with multiple regression analysis. The model's reliability, validity, normality and 

multicollinearity were evaluated. The results showed that entertainment, informativeness, 

expertise, and trustworthiness have a significant and positive effect on purchase intention. 

While attractiveness showed no relationship with purchase intention for Ms Glow 

products on TikTok Live Shopping. 

 

 

Keywords: Social commerce; Live shopping; TikTok; Uses and Gratification Theory; 

Source Credibility Theory; Purchase Intention 
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