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PENGARUH GAYA KEPEMIMPINAN, KOMUNIKASI ORGANISASI, 

DAN MOTIVASI KERJA TERHADAP KINERJA TIM DALAM GAME 

MOBILE LEGENDS 

 

MUHAMMAD RIZKI OKSEVIANO 

ABSTRAK 

 

Penelitian ini bertujuan untuk menguji dan menganalisis pengaruh gaya 

kepemimpinan, komunikasi organisasi, dan motivasi kerja terhadap kinerja tim 

dalam game Mobile Legends khususnya di kota Jakarta. Data dalam penelitian ini 

didapatkan dengan cara menyebarkan kuesioner kepada masyarakat umum 

khususnya di kota Jakarta yang tergabung di dalam suatu tim tertentu. 

Pengambilan sampel pada penelitian ini menggunakan metode convenience 

sampling. Teknik analisis data yang digunakan ialah regresi linier berganda. 

Hasil dari penelitian ini menyatakan bahwa ada pengaruh secara simultan 

dan signifikan dari faktor gaya kepemimpinan, komunikasi organisasi, dan 

motivasi kerja terhadap kinerja tim. Faktor gaya kepemimpinan secara parsial 

tidak berpengaruh secara signifikan terhadap kinerja tim, sedangkan faktor 

komunikasi organisasi dan motivasi kerja secara parsial berpengaruh positif dan 

signifikan terhadap kinerja tim. 

 

 

Kata kunci: gaya kepemimpinan, komunikasi organisasi, motivasi kerja, kinerja 

tim, game, mobile legends 
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THE INFLUENCE OF LEADERSHIP STYLE, ORGANIZATIONAL 

COMMUNICATION, AND WORK MOTIVATION AGAINST THE TEAM 

PERFORMANCE IN MOBILE LEGENDS GAME 

 

MUHAMMAD RIZKI OKSEVIANO 

ABSTRACT 

 

The purpose of this study is to identify and figure out the influence of 

leadership style, organizational communication, and work motivation against the 

team performance in Mobile Legends game especially in Jakarta. The data were 

obtained by distributing questionnaires to society in Jakarta who are joined in a 

such particular team. Sampling technique which used in this study is convenience 

sampling method. The data were analyzed using multiple linear regression. 

The results from this study showed that there was a simultaneous and 

significant influence of leadership style, organizational communication, and work 

motivation towards team performance. Leadership style factor partially had no 

significant influence on team performance, while only organizational 

communication and work motivation factors had positive and significant influence 

towards team performance. 

 

Keywords: leadership style, organizational communication, work 

motivation, team performance, game, mobile legends 
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