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ABSTRACT

This study aims to analyze the influence of product design, sales
promotion, and reference groups on the purchasing decisions of skins in the game
Mobile Legends: Bang Bang, both partially and simultaneously. The population in
this study consists of students from Universitas Putra Bangsa who have made skin
purchases. The sampling technique used is Non-probability Sampling, with a total
sample of 100 respondents. Data collection was conducted using a questionnaire
that had been tested for validity and reliability, while data analysis was
performed using multiple linear regression analysis (t-test and F-test), preceded
by prerequisite tests including normality, multicollinearity, and heteroscedasticity
tests.

The results of the data analysis indicate the following conclusions: (1)
Product design does not significantly influence the purchasing decisions of skins
in Mobile Legends: Bang Bang. (2) Sales promotion significantly influences the
purchasing decisions of skins in Mobile Legends: Bang Bang. (3) Reference
groups significantly influence the purchasing decisions of skins in Mobile
Legends: Bang Bang. (4) Product design, sales promotion, and reference groups
simultaneously have a significant effect on the purchasing decisions of skins in
Mobile Legends: Bang Bang.

Keywords: product design, sales promotion, reference group, purchasing
decision.
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ABSTRAK

Penelitian ini bertujuan untuk menganalisis pengaruh desain produk, sales
promotion, dan kelompok acuan terhadap keputusan pembelian skin dalam game
Mobile Legends: Bang Bang, baik secara parsial maupun secara simultan.
Populasi dalam penelitian ini terdiri dari mahasiswa Universitas Putra Bangsa
yang telah melakukan pembelian skin. Teknik pengambilan sampel yang
digunakan adalah Non-probability Sampling, dengan total sampel sebanyak 100
responden. Pengumpulan data dilakukan menggunakan kuesioner yang telah diuji
validitas dan reliabilitasnya, sementara analisis data dilakukan menggunakan
analisis regresi linier berganda (uji t dan uji F), didahului dengan uji prasyarat
meliputi uji normalitas, multikolinearitas, dan heteroskedastisitas.

Hasil analisis data menunjukkan kesimpulan sebagai berikut: (1) Desain
produk tidak berpengaruh signifikan terhadap keputusan pembelian skin dalam
game Mobile Legends: Bang Bang. (2) Sales promotion berpengaruh signifikan
terhadap keputusan pembelian skin dalam game Mobile Legends: Bang Bang. (3)
Kelompok acuan berpengaruh signifikan terhadap keputusan pembelian skin
dalam game Mobile Legends: Bang Bang. (4) Desain produk, promosi penjualan,
dan kelompok acuan secara simultan memiliki pengaruh signifikan terhadap
keputusan pembelian skin dalam game Mobile Legends: Bang Bang.

Kata kunci: desain produk, sales promotion, kelompok acuan, keputusan
pembelian.
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