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ANALISIS KOMUNIKASI INTERAKTIF DALAM LIVE STREAMING 

TIKTOK PADA GENERASI MILENIAL (STUDI KASUS PRODUK 

DIGITAL DI KANAL DIGITALCLUB_ID PERIODE MEI-JULI 2025) 

 

Vanesa Monalisa 

 

ABSTRAK 

 

Pemasaran produk digital yang bersifat intangible melalui live streaming TikTok 

semakin marak, namun audiens tidak dapat menilai kualitas produk secara fisik 

sebelum membeli, sehingga kepercayaan bergantung sepenuhnya pada kualitas 

interaksi antara host dan penonton. Penelitian ini menganalisis pola komunikasi 

interaktif dalam live streaming produk digital pada akun TikTok @digitalclub_id 

yang ditujukan kepada Generasi Milenial, menggunakan Teori Komunikasi 

Interaktif Schramm sebagai kerangka utama dan Konsep 4C (Context, 

Communication, Collaboration, Connection) dari Heuer sebagai lensa penjelas 

strategi penerapannya. Penelitian menggunakan metode kualitatif dengan 

pendekatan studi kasus. Data dikumpulkan melalui wawancara mendalam terhadap 

enam informan (satu host dan lima penonton milenial) serta observasi live 

streaming periode Mei–Juli 2025, divalidasi melalui triangulasi sumber. Hasil 

penelitian menunjukkan bahwa dari tujuh indikator yang diamati, tiga (Bidang 

Pengalaman Bersama, Context, Connection) konsisten pada seluruh informan, tiga 

lainnya (Encoding-Decoding, Feedback, Communication) bervariasi, sementara 

Collaboration hanya ditemukan eksplisit pada dua informan. Sapaan khas seperti 

"Marimar Ferguso" dan respons host yang tetap positif terhadap komentar negatif 

menjadi faktor pembeda utama pembangun kepercayaan audiens terhadap produk 

yang tidak dapat disentuh atau dicoba langsung. 

 

Kata kunci: komunikasi interaktif, live streaming, TikTok, produk digital 

intangible, Generasi Milenial 
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INTERACTIVE COMMUNICATION ANALYSIS IN TIKTOK LIVE 

STREAMING AMONG THE MILLENNIAL GENERATION (CASE 

STUDY OF DIGITAL PRODUCTS ON THE DIGITALCLUB_ID 

CHANNEL, MAY–JULY 2025 PERIOD) 

 

Vanesa Monalisa 

 

ABSTRACT 

 

Marketing of intangible digital products through TikTok live streaming is 

increasingly common, yet audiences cannot physically assess product quality before 

purchasing, making trust entirely dependent on the quality of host-viewer 

interaction. This study analyzes interactive communication patterns in live 

streaming of a digital product on the TikTok account @digitalclub_id targeted at 

the Millennial Generation, using Schramm's Interactive Communication Theory as 

the main framework and Heuer's 4C Concept (Context, Communication, 

Collaboration, Connection) as an explanatory lens for its strategic application. The 

research uses a qualitative method with a case study approach. Data were collected 

through in-depth interviews with six informants (one host and five millennial 

viewers) and observation of live streaming sessions during May–July 2025, 

validated through source triangulation. Results show that of seven indicators 

observed, three (Shared Field of Experience, Context, Connection) were consistent 

across all informants, three others (Encoding-Decoding, Feedback, 

Communication) varied, while Collaboration was explicitly found in only two 

informants. A distinctive nickname such as "Marimar Ferguso" and the host's 

consistently positive responses to negative comments were key differentiators in 

building audience trust toward a product they could not touch or try firsthand. 

 

Keywords: interactive communication, live streaming, TikTok, intangible digital 

product, Millennial Generation 
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