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ABSTRAK 

Valdy Gusti Putra (1705252), Pengaruh Brand Community dan Customer 

Engagement terhadap Positive-WoM (Studi Pada Pemain PUBG dari PUBG 

Corp)DilbawahlbimbinganlDrs.iGiranglRazati,iM.Si.i dan Yusuf Murtadlo 

S.SiiM.Stat. 

 

Penelitianiini bertujuan untuk mengetahui PengaruhiBrand Community dan 

Customer Engagementiterhadap Positive-WoM. Jenisipenelitian yangidigunakan 

adalah deskriptifiverifikatif yaituidengan ipenggambaranidanipemaparanivariabel-

variabel iyangiditelitiidanikemudianiditarikikesimpulan. iVariabel endogenidalam 

penelitianiiniiadalah Positive-WoM ( Yi), lalu BrandiCommunityidan Customer 

Engagement (X) isebagaiivariabel eksogen. Populasiidalam penelitianiiniiadalah 

pengikuti (followers) iakuniInstagram PUBG Indonesia. Pengambilan sampel 

dalam penelitian ini menggunakan metode simpleirandom sampling (pengambilan 

sampel secara acak) dengan menggunakan teknik probabilityisamplingiterhadap 

150 penggunaiakun. iTeknik analisisiyangidigunakaniadalahianalisisiStructural 

EquationiModelingi (SEM) idenganialatibantuiprogramiIBM SPSSiAMOSifor 

Windows. iHasilitemuanipenelitianiiniimenunjukanibahwaiBrandiCommunityidan 

Customer EngagementiterhadapiPositive-WoM beradaipadaikategoriibaik. iBrand 

CommunityidaniCustomer Engagement memilikiipengaruhiyangipositifidan 

signifikaniterhadapiPositive-WoM. iBerdasarkanihasilisurvei tersebut, ipenulis 

merekomendasikanibeberapaihalimengenai dampak BrandiCommunityidan 

Customer EngagementiterhadapiPositive-WoM. Variabel Positive-WoM dengan 

dimensi terendah: Competence Trust, sedangkan variabel Brand Community 

dengan dimensi terendah: Repurchase  dan variabeliCustomer Engagement, dengan 

dimensi terendah: Interaction. Oleh karena itu, penulis memilih perusahaan 

permainan kompetitif PUBG yang dinilai dapat memperlakukan pemain dengan 

tepat, memberikan penyelesaian masalah yang adil, menghormati perlakuan 

pemain, dan mengikuti keinginan mereka. Selain itu PUBG Corp dapat dengan 

mudah memperbarui konten yang menarik dan informatif serta lebih 

memperhatikan keinginan pemain agar mendapatkan pengalaman permainan yang 

menyenangkan dan bersahabat. 

 

Kata kunci: Brand Community, Customer Engagement, Positive-WoM, PUBG 
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ABSTRACT 

Valdy Gusti Putra (1705252), TheiImpactiofiBrandiCommunity and 

CustomeriEngagement on  Positive-WoM (Study on Player of PUBG by PUBG 

Corp) Underitheiguidanceiof iDrs. iGirangiRazati, iM.Si. iand Yusuf Murtadlo 

M.Stat. 

 

Theipurposeiofithis survey isitoiinvestigateithe impactiof Brand Communityiand 

Customer Engagemention  Positive-WoM. Theitypeiofiinvestigationiusediis 

descriptiveivalidation. iThatiis, explainiand explain theivariables under 

investigation and drawiconclusions. iThe endogenousivariablesiin this study are 

Positive-WoM (Y), iBrandiCommunity and Customer Engagement (X) as 

exogenous variables. The subjects of this survey were followers PUBG Indonesia 

Instagram accounts. The sampling of this study was performed usingiaisimple 

randomisamplingitechnique usingithe iprobabilityisamplingitechniqueiofi150 

account users. The Analisis method used is structural equation modelingi (SEM) 

ianalysis using the IBMiSPSS AMOS ioriWindows programmingitools. The results 

of this survey show that Brand Community and Customer Engagement descriptions 

on the subject of Positive-WoM fall into theigoodicategory. BrandiCommunityiand 

Customer Engagement has aipositiveiandisignificantiimpactioniPositive-WoM. 

Basedionithe resultsiof the survey, theiauthorirecommendsiseveralithings aboutithe 

impact ofiBrand Community and Customer Engagement on Positive-WoM. That is, 

variable Positive-WoM, the lowest dimension: Competence Trust, while Brand 

Community variable lowest dimension: Repurchase and for Customer Engagement 

variable, the lowest dimension: Interaction. Therefore, the author Chose PUBG 

game Company that who can treat players appropriately, provide fair problem 

solving, respect players treatment, and follow what they want. Also PUBG Corp 

can udate their exiting and informative content easily and care with what player’s 

want, so they can have amazing and friendly gaming experience. 

 

Keywords: Brand Community, Customer Engagement, Positive-WoM, PUBG 
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