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PERANCANGAN KAMPANYE INTERAKTIF MENGENAI
MANAJEMEN MICROTRANSACTIONS DALAM GAME

MOBILE LEGENDS

(Fayola Adonia Electra)

ABSTRAK

Negara Indonesia merupakan pasar mobile game terbesar ketiga di dunia.
Salah satu mobile game yang paling banyak pemainnya merupakan game
Mobile Legends: Bang Bang. Mobile Legends mengaplikasikan model game
gratis dengan in-app purchases atau in-game purchases, yang juga dapat
disebut sebagai microtransactions. Selain memiliki jumlah pemain yang
banyak, Mobile Legends juga merupakan mobile game dengan jumlah
pembelian konsumen tertinggi di Indonesia. Dari pembelian-pembelian
tersebut, ada beberapa kasus pencurian, tagihan yang menumpuk, dan lain
sebagainya yang terjadi di Indonesia karena pemain game yang ingin
melakukan top-up pada mobile game yang memiliki in-app purchases,
termasuk game Mobile Legends: Bang Bang. Ini dikarenakan kurangnya
kesadaran terhadap bahaya microtransactions di game yang berlebihan serta
adiksi game mobile. Kurangnya kesadaran tersebut disebabkan oleh
minimnya edukasi mengenai cara mengontrol microtransactions di
Indonesia. Maka, akan dilakukan perancangan kampanye interaktif mengenai
manajemen microtransactions. Metode penelitian yang dilakukan adalah
metode penelitian mixed methods, dan metode perancangan yang dipakai
adalah Human-Centered Design dari IDEO.org.

Kata kunci: microtransactions, kampanye, game online, in-game purchases,
Mobile Legends
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DESIGNING INTERACTIVE CAMPAIGN
ABOUT MANAGING MICROTRANSACTIONS

IN MOBILE LEGENDS

(Fayola Adonia Electra)

ABSTRACT (English)

Indonesia is the third largest mobile game market in the world. One of the
most widely played mobile games is the game Mobile Legends: Bang Bang.
Mobile Legends uses a free game model with in-app purchases or in-game
purchases, which can also be referred to as microtransactions. In addition to
having a large number of players, Mobile Legends is also the mobile game
with the highest number of consumer purchases in Indonesia. From these
purchases, there have been several cases of theft, accumulated bills, and so
on that happened in Indonesia because of game players who want to top-up
mobile games that have in-app purchases, including the Mobile Legends
game. This is due to a lack of awareness of the dangers of microtransactions
in the game and mobile game addiction. This lack of awareness is caused by
the lack of education about how to manage microtransactions in Indonesia.
So, the design that will be made is an interactive campaign design about the
management of microtransaction. The research method used is mixed
methods research method, and the design method used is Human-Centered
Design from IDEO.org.

Keywords: microtransactions, campaign, online game, in-game purchases,
Mobile Legends
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