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Daffa

ABSTRAK

Selama pandemi, game online menjadi sumber penghasilan bagi banyak orang, seperti
menjadi joki game atau konten kreator di YouTube, yang turut mendukung ekonomi
kreatif. Industri ini bahkan menjadi penyumbang ke-7 terbesar PDB ekonomi kreatif
Indonesia pada 2020. Pembelian virtual items seperti Starlight Member di Mobile
Legends dipengaruhi oleh faktor psikologis, termasuk motivasi, persepsi,
Pembelajaran, Kepercayaan dan Sikap, Ekspektasi, dengan daya tarik utama berupa
produk eksklusif berjangka waktu. Penelitian kualitatif yang melibatkan wawancara,
dan dokumentasi menunjukkan bahwa faktor psikologis dalam model Hawkins,
khususnya persepsi, motivasi, dan ekspektasi, sangat dominan dalam keputusan
pembelian konsumen. Ketertarikan, keinginan, dan perhatian menjadi tiga aspek utama
yang mencerminkan minat beli terhadap produk ini. Selain itu, konten kreator yang
mereview skin atau item virtual lainnya berkontribusi dalam mendorong pembelian,
memperkuat perilaku konsumtif pemain. Fenomena ini menegaskan peran penting
faktor psikologis dalam keputusan pembelian konsumen di game online dan
relevansinya bagi perkembangan ekonomi kreatif.

Kata Kunci : Game Online, Mobile Legends, Starlight Member, Faktor Psikologis,
Model Hawkins, Minat Beli.
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ABSTRACT

During the pandemic, online gaming became a source of income for many, such as
game boosters and YouTube content creators, contributing to the creative economy.
The gaming industry ranked as the 7th largest contributor to Indonesia's creative
economy GDP in 2020. Purchases of virtual items like the Starlight Member in Mobile
Legends are influenced by psychological factors, including motivation, perception,
Learning, trusted and attituted, expectations, with a key attraction being exclusive,
time-limited products. Qualitative research involving interviews, and documentation
revealed that within Hawkins’ psychological model, perception, motivation, and
expectations are dominant factors driving consumer purchasing decisions. Interest,
desire, and attention are the three main aspects reflecting buying interest in these
products. Additionally, content creators reviewing skins or other virtual items
significantly influence consumer behavior and encourage purchases, reinforcing
players' consumptive tendencies. This phenomenon highlights the critical role of
psychological factors in purchasing decisions in online gaming and their relevance to
the growth of the creative economy.

Keywords: Online Games, Mobile Legends, Starlight Member, Psychological Factors,
Hawkins Model, Purchase Intention.
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