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PENGARUH WORD OF MOUTH TERHADAP BRAND IMAGE
GAME ONLINE MOBILE LEGENDS PADA GENERASI
MILENIAL

Moch Wingga Nurdiansyah

ABSTRAK

Penelitian ini bertujuan untuk menganalisis pengaruh word of mouth terhadap
brand image game online Mobile Legends pada generasi milenial. Variabel word
of mouth menilai pada daya tarik generasi millenial terhadap brand image Mobile
Legends diukur melalui dua dimensi pada word of mouth yang terdiri dari volume
dan dispersion. Dan variabel brand image diukur melalui tiga dimensi, yaitu
corporate image, user image, dan product image. Penelitian ini menggunakan
pendekatan kuantitatif dengan menyebarkan kuesioner kepada generasi millenial
yang memiliki aplikasi game Mobile Legends dan telah memainkan Mobile
Legends dalam satu bulan terakhir. Responden diambil dengan teknik convenience
sampling sebanyak 100 responden. Metode analisis yang digunakan adalah analisis
regresi sederhana dengan menggunakan aplikasi IBM SPSS 25. Hasil dari analisis
regresi sederhana menunjukkan bahwa variabel word of mouth secara positif dan
signifikan berpengaruh terhadap brand image game online Mobile Legends pada
generasi milenial. Penelitian ini menyimpulkan bahwa dengan sering
membicarakan serta merekomendasikan suatu produk dapat membuat perusahaan
lebih dikenali dan potensial mampu memperkuat brand image dari Mobile Legends.

Kata kunci: Word of Mouth, Brand Image, Game Online Mobile Legends, Generasi
Milenial.
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THE EFFECT OF WORD OF MOUTH TOWARD BRAND
IMAGE GAME ONLINE MOBILE LEGENDS ON
MILLENNIAL GENERATION

Moch Wingga Nurdiansyah

ABSTRACT

This study aims to analyze the influence of word of mouth on the brand
image of Mobile Legends online game on Millennial generation. Word of mouth
variables assesses the attractiveness of the millennial generation of Mobile Legends
brand image that is measured by two dimensions in word of mouth consisting of
volume and dispersion. And brand image variables measured through three
dimensions, namely a corporate image, user image, and product image. This study
uses a quantitative approach by spreading the questionnaire to millennials who
own the Mobile Legends game application and have played Mobile Legends in the
past month. Respondents were taken with convenience sampling technique as many
as 100 respondents. The analytical method used is simple regression analysis using
SPSS 25 IBM application. The result of simple regression analysis shows that word
of mouth variable positively and significantly affect the brand image of Mobile
Legends online game on millennial generation. This study concludes that by often
discussing and recommending a product can make the company more recognizable
and potential to strengthen the brand image of Mobile Legends.

Keywords:Word of Mouth, Brand Image, Game Online Mobile Legends, Millennial
Generation.
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