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QUOTES 

 

 
 “Do not pray for an easy 

life, pray for the strength 

to endure a difficult one.” 

 

 

 

 

 

 

- Bruce Lee - 
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ABSTRAK 

 

 
Pesatnya pertumbuhan internet di Indonesia membuat masyarakat 

Indonesia semakin peka akan peluang untuk menghasilkan keuntungan melalui 

internet. Berbagai macam industri menggunakan internet mulai bermunculan 

seperti social media, online shopping, internet banking, instant messenger, begitu 

juga industri yang akan menjadi topik utama objek penelitian yaitu industri online 

games. Online game yang cukup populer saat ini salah satunya adalah RF Prime. 

RF Prime memiliki ribuan member dalam komunitas yang terpencar di Indonesia 

dan memiliki ratusan gamers yang bermain setiap harinya. RF Prime ini adalah 

online game private server dimana RF Prime bukan hanya satu-satunya yang 

menyediakan permainan RF ini. Sebulan setelah awal pembukaan, RF Prime 

menghadapi masalah dimana gamers RF Prime yang melakukan pembelian game 

item dengan menggunakan uang masih sedikit. Untuk perkembangan RF Prime 

masa mendatang, tentu saja RF Prime harus mendapat profit atau keuntungan dan 

profit akan meningkat jika pembelian game item meningkat. Untuk mendapatkan 

hal itu, maka diadakanlah penelitian ini. Penelitian akan mencakup variabel 

Integrated Value of Purchasing Game Items, Character Identification, dan 

Satisfaction about Games dimana variabel tersebut memiliki pengaruh pada 

variabel Game Item Purchase Intention. 

 

Penelitian ini menggunakan desain riset deskriptif dengan metode non-

probability sampling serta teknik judgemental sampling. Cara pengumpulan data 

dilakukan dengan penyebaran kuisioner secara online kepada gamers RF Prime 

yang nantinya akan diolah dengan metode Structural Equation Model.  
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Hasil analisis dalam penelitian ini menunjukkan bahwa terdapat hubungan 

positif antara Integrated Value of Purchasing Game Item dengan Game Item 

Purchase Intention, Character Identification dengan Game Item Purchase 

Intention, serta Satisfaction about Games dengan Game Item Purchase Intention. 

Hal tersebut menunjukkan bahwa seluruh hipotesis yang didukung oleh data 

penelitian. 

 

Kata Kunci: Game Items, Integrated Value of Purchasing Game Items, 

Enjoyment Value, Character Competency Value, Visual Authority Value, 

Monetary Value, Character Identification, Satisfaction about Games, Game Items 

Purchase Intention. 
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ABSTRACT 
 

The rapidness of internet growth in Indonesia makes Indonesia’s citizen more 

aware about probability of getting profit with internet. Various industries that 

used internet keep showing up like social media, online shopping, internet 

banking, instant messenger, so is the industry which will be the main topic of 

research object, online games industry. Online games is famous enough this day 

and one of them is RF Prime. RF Prime has thousand members in community that 

spread in Indonesia and has hundred gamers that will play every day. RF Prime 

is an online game in which the RF Prime private server is not just the only one 

that provides the RF this game. A month after the initial opening, the RF Prime 

facing a problem where the RF Prime gamers who purchase game items using 

money is still small. For the future development of the RF Prime, of course, the 

RF Prime must get a profit or advantage. Profit will rise if the purchasing game 

item rise. To get it, it was held this research. Research will include variable 

Integrated Value of Purchasing Game Items, Character Identification and 

Satisfaction about Games where these variables have an influence on the 

variables Game Item Purchase Intention. 

This study used a descriptive research design with non-probability sampling 

method and technique judgmental sampling. The data collected by distributing 

questionnaires online to gamers RF Prime which will be processed by the method 

of Structural Equation Model. 

Results of analysis in this study shows that there is a positive relationship between 

Integrated Value of Purchasing Game Item with Game Item Purchase Intention, 
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Character Identification with Game Item Purchase Intention and Satisfaction 

about Games with Game Item Purchase Intention. It shows that the entire 

hypothesis are supported by research data. 

 

Keywords: Game Items, Integrated Value of Purchasing Game Items, Enjoyment 

Value, Character Competency Value, Visual Authority Value, Monetary Value, 

Character Identification, Satisfaction about Games, Game Items Purchase 

Intention. 
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