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ABSTRAK

Penelitian ini mengeksplorasi motivasi generasi Z di Indonesia dalam menghabiskan
waktu dan uang pada video game yang berbasis sistem Free-to-Play (F2P), terutama yang
menerapkan sistem microtransaction dan loot boxes. Dengan pendekatan kualitatif
etnografi, peneliti melakukan wawancara mendalam terhadap pemain F2P berusia 15-30
tahun dan observasi partisipatif di komunitas daring. Hasil penelitian menunjukkan
bahwa terdapat pengaruh signifikan dari faktor internal seperti self-efficacy, hedonic
reward, dan impulsive buying, serta faktor eksternal seperti desain game, model bisnis
freemium, dan fenomena sosial seperti fear of missing out (FOMO). Sistem loot boxes
dalam game F2P terbukti memanfaatkan mekanisme psikologis seperti operant
conditioning, loss aversion, dan sunk cost fallacy yang mendorong perilaku pembelian
berulang. Fenomena ini berpotensi menimbulkan perilaku adiktif dan praktik eksploitatif,
terutama pada kelompok usia muda yang rentan. Penelitian ini memberikan kontribusi
dalam pemahaman interaksi antara desain sistem game dan psikologi konsumen, serta

memberikan rekomendasi untuk praktik monetisasi yang lebih etis budaya di Indonesia.

Kata Kunci: Generasi Z, Free-to-Play, Microtransaction, Psikologi Konsumen, Loot

Boxes, Motivasi Pemain, Perilaku Adiktif, Game Desain, Eksploitasi Digital.
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ABSTRACT

This study explores the motivations of Generation Z in Indonesia in spending time
and money on Free-to-Play (F2P) video games, particularly those utilizing
microtransaction and loot box systems. Employing a qualitative ethnographic approach,
the research conducted in-depth interviews with F2P players aged 15-30 and engaged in
participant observation within online communities. Findings indicate a significant
influence from internal factors such as self-efficacy, hedonic reward, and impulsive
buying, as well as external factors like game design, freemium business models, and
social phenomena such as fear of missing out (FOMO). The loot box system in F2P
games exploits psychological mechanisms such as operant conditioning, loss aversion,
and sunk cost fallacy, driving repetitive purchasing behavior. These dynamics can lead to
addictive tendencies and exploitative practices, especially among vulnerable young
players. This study contributes to understanding the interaction between game design
systems and consumer psychology, offering recommendations for more ethical

monetization practices in Indonesia.

Keywords : Generation Z, Free-to-Play, Microtransactions, Consumer Psychology, Loot

Boxes, Player Motivation, Addictive Behavior, Game Design, Digital Exploitation.
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