ABSTRAK
Pertumbuhan retail supermarket di Bumiayu dan semakin meningkatnya persaingan antar retail yang terjadi mendorong peneliti untuk melakukan penelitian dari masalah terkait guna mengetahui pengaruh motivasi hedonis terhadap compulsive buying pada pengunjung Jadi Baru Swalayan Bumiayu. Sampel dalam penelitian ini sebanyak 96 orang responden. Hasil penelitian menunjukkan bahwa gratification seeking, idea shopping, social shopping, role play, dan value shopping berpengaruh positif terhadap compulsive buying pada pengunjung Jadi Baru Swalayan Bumiayu. Sedangkan adventure shopping tidak berpengaruh terhadap compulsive buying pada pengunjung Jadi Baru Swalayan Bumiayu, karena berbelanja di Jadi Baru Swalayan bukan sebuah petualangan belanja yang dapat memberikan pengalaman berbelanja yang berbeda. Ini bisa dilihat dari konsep Jadi Baru sendiri dimana masih sama saja dengan tempat perbelanjaan yang lain hanya saja yang membedakan adalah luas area, permainan anak-anak dan spot-spot untuk bersantai itu kurang terpenuhi.
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ABSTRACT
The growth of retail supermarkets in Bumiayu and the increasing competition between retails has prompted researchers to conduct research on related problems in order to determine the effect of hedonic motivation on compulsive buying for visitors to become new sipermarkets of Bumiayu. The sample in this study were 96 respondents. The results of the study show that gratification seeking, idea shopping, social shopping, role play, and value shopping have a positive effect on compulsive buying for visitors to the new Bumiayu supermarket. While adventure shopping has no effect on compulsive buying for visitors to become new supermarkets at Bumiayu, because shopping at supermarkets is not a shopping adventure that can provide a different shopping experience. This can be seen from the cocept of being vew itself which is still the same as other shopping places, the only difference is that the area is wide, children’s games, and spots to relax are not fulfilled.
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