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ANALISIS PERBANDINGAN PENGARUH UI/UX TERHADAP
ENGAGEMENT DAN RETENTION PENGGUNA PADA APLIKASI

E-COMMERCE DAN SOCIAL COMMERCE

Jason Belmiro

ABSTRAK

Perkembangan pesat teknologi digital mendorong pentingnya desain antarmuka
pengguna (UI/UX) dalam meningkatkan keterlibatan (engagement) dan
keberlanjutan penggunaan (retention) aplikasi. Penelitian ini bertujuan untuk
menganalisis perbandingan pengaruh UI/UX terhadap engagement dan retention
pengguna pada dua jenis platform, yaitu aplikasi e-commerce (Tokopedia) dan
social commerce (TikTok Shop). Metode penelitian menggunakan pendekatan
kuantitatif berbasis survei terhadap 163 responden melalui website interaktif
berbasis tangkapan layar (user journey). Instrumen survei terdiri dari 35 pertanyaan
skala Likert dan 5 pertanyaan esai terbuka yang dianalisis menggunakan perangkat
lunak RStudio serta pendekatan tematik kualitatif. Hasil menunjukkan bahwa
Tokopedia unggul dalam kejelasan informasi, stabilitas antarmuka, dan navigasi;
sedangkan TikTok Shop menonjol dalam interaktivitas dan fitur live shopping,
meskipun dengan variasi pengalaman pengguna yang lebih besar. Analisis statistik
menunjukkan perbedaan signifikan pada persepsi UI/UX kedua platform. Simpulan
penelitian menekankan bahwa desain visual yang menarik perlu didukung oleh
struktur antarmuka yang konsisten untuk menciptakan pengalaman pengguna
yang optimal dan berkelanjutan. Penelitian ini memberikan kontribusi praktis dan
teoretis berupa rekomendasi desain berbasis konsep UI/UX, HCI, serta prinsip
desain antarmuka bagi pengembangan platform digital.

Kata kunci: e-commerce, engagement, retention, social commerce, UI/UX
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COMPARATIVE ANALYSIS OF THE IMPACT OF UI/UX ON USER
ENGAGEMENT AND RETENTION IN E-COMMERCE AND SOCIAL

COMMERCE APPLICATIONS

Jason Belmiro

ABSTRACT

The rapid development of digital technology emphasizes the importance of user
interface and user experience (UI/UX) design in enhancing user engagement and
long-term retention. This study aims to analyze the comparative influence of UI/UX
on engagement and retention between two types of platforms: an e-commerce
application (Tokopedia) and a social commerce application (TikTok Shop). The
research employed a quantitative survey method involving 163 respondents using
an interactive website based on screenshot-driven user journey scenarios. The
instrument consisted of 35 Likert-scale questions and 5 open-ended essay questions,
analyzed using RStudio and thematic qualitative analysis. The results indicate that
Tokopedia excels in information clarity, interface stability, and navigation, while
TikTok Shop stands out for its interactivity and live shopping features, although
with greater variation in user experience. Quantitative and qualitative analyses in
Chapter 4 highlight that visual consistency, ease of use, and user trust significantly
shape user experience. Chapter 5 concludes that an appealing visual design must
be supported by a stable interface structure to create an optimal and sustainable
user experience. This study also offers design recommendations grounded in
UI/UX theories, human-computer interaction (HCI) principles, and interface design
guidelines, providing practical contributions to digital platform development.

Keywords: e-commerce, engagement, retention, social commerce, UI/UX
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