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ABSTRAK 

 

Tujuan dari penelitian ini adalah untuk mengetahui pengaruh functional value, 

emotional value dan social value terhadap intent to purchase item virtual pada 

game online genshin impact (studi kasus pada player genshin impact server asia). 

Penelitian ini dilakukan dengan metode kuantitatif asosiatif menggunakan jenis 

non propability sampling dengan metode judgment sampling. Sampel diambil 

menggunakan rumus slovin dengan total sampel 100 responden. Pengujian 

kualitas data menggunakan uji validitas dan reliabilitas. Alat analisis yang 

digunakan yaitu regresi linier berganda. Dengan hasil penelitian : functional value 

berpengaruh terhadap intent to purchase item virtual (0.008<0.05), emotional 

value berpengaruh terhadap intent to purchase item virtual (0.000<0.05) dan 

social value berpengaruh tidak signifikan terhadap intent to purchase item virtual 

(0.035<0.05). oleh karena itu, ketiga teori nilai memiliki pengaruh terhadap intent 

to purchase item virtual. 

 

Kata Kunci : Functional Value, Emotional Value, Social Value, Intent to Purchase, 

Item virtual. 
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ABSTRACT  

 

This research's objective is to determine the impact of Functional Value, 

Emotional Value and Social Value toward Intent To Purchase Item virtual upon 

Game Online Genshin Impact (Case Study On Genshin Impact Players On The 

Server Asia). This research was conducted quantitatively associative utilizing the 

Non Probability Sampling type and the Judgment Sampling technique. The Slovin 

formula was used to collect samples from a total of 100 respondents. Using 

validity and reliability tests to evaluate the data's quality. Multiple linear 

regression is the analytic technique employed. By research outcomes : Functional 

Value influences toward Intent To Purchase Item virtual (0.008<0.05), Emotional 

Value influences toward Intent To Purchase Item virtual (0.000<0.05) and Social 

value has no discernible impact on the intention to purchase virtual items (0.035< 

0.05). Consequently, the three conceptions of worth impact the purpose to acquire 

virtual items. 

 

Keywords : Functional Value, Emotional Value, Social Value, Intent to Purchase, 

Item virtual. 
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