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ABSTRAK

Penelitian ini bertujuan untuk menganalisa Pengaruh Self-Indulgence,
Social Interaction, dan Competition terhadap Intention to Pay yang dimediasi oleh
Intention to Play pada game PUBG Mobile di Surabaya serta melakukan
pengembangan dan perbaikan aplikasi pada aplikasi game anak-anak yang beredar.
Saat ini terdapat banyak sekali jenis game online yang berbasis mobile yang
diminati oleh pasar. Namun beberapa pilihan tersebut tentunya memiliki faktor
yang mendukung supaya tetap menjadi pilihan seseorang. Salah Satu diantara
beberapa pilihan tersebut adalah PUBG Mobile.

Teknik pengambilan sampel yang digunakan adalah non probability
sampling dengan cara purposive sampling. Sampel yang digunakan dalam
penelitian ini sejumlah 250 responden. Persyaratan responden dalam penelitian ini
adalah gamer PUBG Mobile dengan rentang usia 18-28 tahun yang berdomisili di
Surabaya dan memiliki pengeluaran dalam sebulan kurang dari 1 juta sampai
dengan lebih dari 4 juta rupiah, serta pernah melakukan pembelian barang virtual
dalam PUBG Mobile minimal 1 sampai 3 kali dalam kurun waktu 2 bulan terakhir.

Hasil penelitian membuktikan bahwa Self-Indulgence, Social Interaction,
dan Competition berpengaruh signifikan terhadap Intention to Play. Selain itu,
Intention to Play berpengartuh signifikan terhadap Intention to Pay. Selain itu juga,
Self-Indulgence, Social Interaction, dan Competition berpengaruh signifikan

terhadap Intention to Pay yang dimediasi oleh Intention to Play..

Kata Kunci: Self-Indulgence, Social Interaction, Competition, Intention to Pay,
Intention to Play, PUBG Mobile
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ABSTRACT

This research aims to analyze the Influence of Self-Indulgence, Social
Interaction, and Competition on Intention to Pay, mediated by Intention to Play in
PUBG Mobile game in Surabaya, as well as to develop and improve applications
for children's games currently circulating. There are numerous types of mobile-
based online games in high demand in the market. However, certain choices
undoubtedly possess factors that support their continued appeal to individuals. One
of these choices is PUBG Mobile.

The sampling technique used is non-probability sampling through purposive
sampling. The sample size for this research is 250 respondents. The criteria for
respondents in this study are PUBG Mobile gamers aged between 18 to 28 years
old, residing in Surabaya, with a monthly expenditure ranging from less than 1
million to over 4 million rupiahs, and have made virtual purchases in PUBG Mobile
at least 1 to 3 times within the last 2 months.

The research results demonstrate that Self-Indulgence, Social Interaction,
and Competition significantly influence Intention to Play. Furthermore, Intention
to Play significantly influences Intention to Pay. Additionally, Self-Indulgence,
Social Interaction, and Competition significantly influence Intention to Pay,

mediated by Intention to Play.

Keyword: Self-Indulgence, Social Interaction, Competition, Intention to Pay,
Intention to Play, PUBG Mobile
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