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MOBILE LEGENDS 

Syahgita Rahayu dan Raden Aryo Febrian S.E. M.M. 
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ABSTRAK 

 
Penelitian ini bertujuan untuk menganalisis pengaruh Strategi Freemium dan Event 

Marketing melalui Mobile Legends Professional League (MPL) terhadap Loyalitas 

Pemain Mobile Legends. Penelitian ini menggunakan pendekatan kuantitatif 

dengan metode asosiatif. Data penelitian diperoleh melalui penyebaran kuesioner 

kepada 130 responden yang merupakan pemain Mobile Legends. Teknik analisis 

data yang digunakan meliputi analisis regresi linear berganda, uji t, uji F, dan 

koefisien determinasi (R²). Hasil penelitian menunjukkan bahwa Strategi Freemium 

berpengaruh positif dan signifikan terhadap Loyalitas Pemain, dengan nilai t hitung 

sebesar 3,564 dan nilai signifikansi sebesar 0,001. Event Marketing melalui MPL 

juga berpengaruh positif dan signifikan terhadap Loyalitas Pemain, dengan nilai t 

hitung sebesar 5,538 dan nilai signifikansi sebesar 0,000. Secara simultan, Strategi 

Freemium dan Event Marketing melalui MPL berpengaruh signifikan terhadap 

Loyalitas Pemain, dengan nilai F hitung sebesar 23,911 dan nilai signifikansi 

sebesar 0,000. Nilai koefisien determinasi (R²) sebesar 0,274 menunjukkan bahwa 

Strategi Freemium dan Event Marketing melalui MPL mampu menjelaskan 27,4% 

variasi Loyalitas Pemain, sedangkan 72,6% sisanya dijelaskan oleh faktor lain di 

luar model penelitian. Dengan demikian, kedua variabel tersebut memiliki 

keterkaitan dengan loyalitas pemain Mobile Legends, baik secara parsial maupun 

simultan. 

 

Kata kunci: Strategi Freemium, Event Marketing, Mobile Legends Professional 

League (MPL), Loyalitas Pemain.  
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THE EFFECT OF FREEMIUM STRATEGY AND EVENT 

MARKETING (MPL) ON MOBILE LEGENDS PLAYER 

LOYALTY 

Syahgita Rahayu and Raden Aryo Febrian S.E. M.M. 

Study Program Of Management, Bakrie University, 

syahgitarahayu05@gmail.com, raden.febrian@bakrie.ac.id 

ABSTRACT 
 

This study aims to analyze the effect of Freemium Strategy and Event Marketing 

through the Mobile Legends Professional League (MPL) on Mobile Legends Player 

Loyalty. This study employed a quantitative approach using an associative method. 

The research data were collected through questionnaires distributed to 130 

respondents who were Mobile Legends players. The data analysis techniques 

included multiple linear regression analysis, t-test, F-test, and coefficient of 

determination (R²). The results showed that the Freemium Strategy had a positive 

and significant effect on Player Loyalty, with a t-value of 3.564 and a significance 

value of 0.001. Event Marketing through MPL also had a positive and significant 

effect on Player Loyalty, with a t-value of 5.538 and a significance value of 

0.000. Simultaneously, the Freemium Strategy and Event Marketing through MPL 

had a significant effect on Player Loyalty, with an F-value of 23.911 and a 

significance value of 0.000. The coefficient of determination (R²) was 0.274, 

indicating that the Freemium Strategy and Event Marketing through MPL explained 

27.4% of the variation in Player Loyalty, while the remaining 72.6% was explained 

by other factors outside the research model. Therefore, both variables are associated 

with Mobile Legends Player Loyalty, both partially and simultaneously. 

 

Keywords: Freemium Strategy, Event Marketing, Mobile Legends Professional 

League (MPL), Player Loyalty. 
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