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ABSTRAK 

“Pengaruh Product Placement Sony Xperia Pada Video Games Uncharted 4: The 

Thief’s End Terhadap Brand Awareness” 

Oleh: Ines Caroline 

Product placement merupakan perkembangan strategi komunikasi pemasaran yang 

mengikuti perubahan media dari konvesional menjadi digital. Product placement saat ini 

banyak digunakan dalam film maupun drama baik film Indonesia maupun luar negeri. Pada 

penelitian ini, penulis ingin membahas video games sebagai product placement dari suatu 

produk atau merek. Penulis ingin melihat strategi yang digunakan untuk product placement 

dalam video games. Jenis penelitian yang digunakan adalah kuantitatif dan bersifat 

deskriptif. Penelitian deskriptif merupakan jenis penelitian yang efektif dalam 

menggambarkan fenomena-fenomena yang bertujuan untuk mendeskripsikan peristiwa 

bersifat alamiah atau rekayasa. Dalam penelitian deskriptif, penelitian tidak mencari 

hubungan atau prediksi sementara, tetapi hanya memaparkan situasi atau peristiwa. 

Penelitian ini membahas definisi product placement serta komponen-komponen yang ada 

di dalamnya seperti tiga jenis product placement, yaitu implicit brand placement, 

integrated explicit brand placement, dan non integrated explicit brand placement. Selain 

itu juga ada tiga dimensi dalam product placement, yaitu dimensi visual, dimensi auditory, 

dan dimensi plot connection. Kelebihan dan kelemahan dari product placement juga akan 

dipaparkan dalam penelitian ini. Teori dan konsep yang akan menjadi panutan peneliti 

adalah teori komunikasi pemasaran, teori S-O-R, product placement dalam komunikasi 

pemasaran, brand recall,  dan brand awareness.Hasil penelitian ini menunjukkan nilai 

cronbach’s alpha pada uji reliabilitas sebesar 0,913 yang artinya sangat reliabel. Pada hasil 

uji korelasi pearson menunjukkan adanya nilai korelasi product placement terhadap brand 

awareness sebesar 0,632 yang berarti hubungan keduanya positif dan kuat. Dalam tabel 

model summary, nilai R square menunjukkan nilai 0,400 yang berarti variabel brand 

awareness dapat dipengaruhi oleh variabel product placement sebesar 40%. Selain itu, 

hasil uji F dengan nilai signifikansi 0,000 membuktikan bahwa variabel product placement 

memberikan pengaruh terhadap brand awareness. Dapat disimpulkan bahwa penelitian ini 

Ho ditolak dan Ha diterima, yaitu terdapat pengaruh product placement terhadap brand 

awareness Sony Xperia dalam video game Uncharted 4: The Thief’s End. 

Kata kunci: product placement, video games, brand awareness 
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ABSTRACT 

“THE IMPACT OF SONY XPERIA PRODUCT PLACEMENT ON VIDEO GAME 

UNCHARTED 4: THE THIEF’S END TOWARDS BRAND AWARENESS” 

By: Ines Caroline 

 Product placement is the development of marketing communication strategy that 

follows the change of media from conventional to digital. Product placement currently 

widely used in films and dramas both Indonesian film and abroad. In this study, the author 

wants to discuss video games as product placement of a product or brand. The author 

wants to see the strategies used for product placement in video games. The type of research 

used is quantitative and descriptive. Descriptive research is a type of research that is 

effective in describing the phenomena that aim to describe events are natural or 

engineering. In descriptive research, research does not seek a temporary relationship or 

prediction, but only describes the situation or event. This study discusses the definition of 

product placement and its components such as three types of product placement, namely 

implicit brand placement, integrated explicit brand placement, and non integrated explicit 

brand placement. There are also three dimensions in product placement, namely visual 

dimension, auditory dimension, and plot connection dimension. The advantages and 

disadvantages of the product placement will also be presented in this study. Theories and 

concepts that will be role models are marketing communication theory, S-O-R theory, 

product placement in marketing communications, brand recall, and brand awareness. The 

results of this study show the value of cronbach's alpha in reliability test of 0.913 which 

means very reliable. Pearson correlation test results show that there is a correlation value 

of product placement to brand awareness of 0.632, which means that the relationship is 

positive and strong. In the summary model table, the value of R square shows the value of 

0.400 which means that brand awareness variables can be affected by product placement 

variable by 40%. In addition, the F test result with a significance value of 0,000 proves 

that the variable of product placement gives effect to brand awareness. It can be concluded 

that this research Ho is rejected and Ha accepted, that there is influence of product 

placement to brand awareness Sony Xperia in video game Uncharted 4: The Thief's End. 

 
Key word: product placement, video games, brand awareness 
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