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“PENGARUH COOLNESS, JOY, GAME EXPERIENCE, DAN
IMMERSION TERHADAP PURCHASE INTENTION DALAM
GAME MOBA “POKEMON UNITE” DI INDONESIA”

Arden Jeremy

ABSTRAK

Penelitian ini bertujuan untuk menganalisis faktor-faktor yang
mempengaruhi Purchase Intention dalam game MOBA “Pokémon Unite” di
Indonesia. Model penelitian ini menguji hubungan antara Joy, Coolness, Game
Experience, dan Immersion terhadap Purchase Intention. Secara spesifik,
penelitian ini menguji tujuh hipotesis: (1) Joy berpengaruh positif terhadap Game
Experience; (2) Joy berpengaruh positif terhadap Immersion; (3) Coolness
berpengaruh positif terhadap Game Experience; (4) Coolness berpengaruh positif
terhadap Immersion, (5) Game Experience berpengaruh positif terhadap
Immersion; (6) Game Experience berpengaruh positif terhadap Purchase
Intention; dan (7) Immersion berpengaruh positif terhadap Purchase Intention.
Penelitian ini menggunakan pendekatan kuantitatif dengan menyebarkan
kuesioner kepada pemain "Pokémon Unite" di Indonesia. Data yang terkumpul
akan dianalisis menggunakan metode PLS-SEM untuk menguji validitas dan
reliabilitas konstruk serta menguji hubungan antar variabel. Temuan ini penting
bagi pengembang game untuk memahami preferensi dan motivasi pemain,
sehingga dapat mengembangkan strategi pemasaran yang lebih efektif dan

meningkatkan engagement pemain.

Kata kunci: Coolness, Joy, Game Experience, Immersion, Purchase Intention,
Pokémon Unite, MOBA.
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"THE EFFECT OF COOLNESS, JOY, GAME EXPERIENCE,
AND IMMERSION ON PLAYERS' PURCHASE INTENTION
IN "POKEMON UNITE" MOBA GAME IN INDONESIA"

Arden Jeremy

ABSTRACT (English)

This study aims to analyze the factors influencing Purchase Intention in
the MOBA game "Pokémon Unite" in Indonesia. This research model examines
the relationship between Joy, Coolness, Game Experience, and Immersion on
Purchase Intention. Specifically, this study tests seven hypotheses: (1) Joy
positively influences Game Experience; (2) Joy positively influences Immersion,
(3) Coolness positively influences Game Experience; (4) Coolness positively
influences Immersion, (5) Game Experience positively influences Immersion; (6)
Game Experience positively influences Purchase Intention; and (7) Immersion
positively influences Purchase Intention. This study employs a quantitative
approach by distributing questionnaires to "Pokémon Unite" players in Indonesia.
The collected data will be analyzed using the PLS-SEM method to test the validity
and reliability of constructs as well as the relationships between variables. These
findings are crucial for game developers to understand player preferences and
motivations, enabling them to develop more effective marketing strategies and

enhance player engagement.

Keywords: Coolness, Joy, Game Experience, Immersion, Purchase Intention,
Pokémon Unite, MOBA.
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