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ABSTRAK 

 Muhammad Abd. Rahman Sagala, 1810412210039, 2023, Pengaruh 

Desain Produk dan Prestise/Gengsi terhadap Keputusan Pembelian Skin PUBG 

Mobile oleh Player PUBG Mobile di Banjarmasin di bawah bimbingan Dr. 

Taharuddin, S.Sos, MM. 

 Penelitian ini dilakukan untuk menguji pengaruh secara parsial maupun 

simultan variabel desain produk dan prestise/gengsi terhadap keputusan 

pembelian skin PUBG Mobile oleh Player PUBG Mobile di Banjarmasin. 

Pendekatan penelitian yang digunakan adalah dengan cara metode kuantitatif. 

Tehnik sampling yang digunakan adalah nonprobability sampling dengan 

perolehan sampel yang diambil sebanyak 100 responden. Pengumpulan data 

dengan cara kuesioner dan analisis data yang digunakan adalah analisis regresi 

linier berganda dengan bantuan IBM SPSS statistics version 25. 

 Hasil Penelitian ini menunjukkan bahwa desain produk tidak berpengaruh 

positif dan signifikan  terhadap keputusan pembelian skin oleh player PUBG 

Mobile di Banjarmasin, dan prestise/gengsi berpengaruh positif dan signifikan 

terhadap keputusan pembelian skin oleh player PUBG Mobile di Banjarmasin. 

Sedangkan secara simultan desain produk dan prestise berpengaruh positif dan 

signifikan terhadap keputusan pembelian skin oleh player PUBG Mobile di 

Banjarmasin. 

Kata Kunci: Desain Produk, Prestise/Gengsi, Keputusan Pembelian 
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ABSTRACT 

 Muhammad Abd. Rahman Sagala, 1810412210039, 2023, The Influence of 

Product Design and Prestige on Purchase Decision for skin PUBG Mobile by 

Player PUBG Mobile in Banjarmasin. Under the guidance of Dr. Taharuddin, 

S.Sos, MM. 

 This study was conducted to examine the effect partially or simultaneously 

of product design variables and prestige on purchase decision for PUBG Mobile 

skins by PUBG Mobile players in Banjarmasin. The research approach used is by 

means of quantitative methods. The sampling technique used is nonprobability 

sampling with the acquisition of a sample taken as many as 100 respondents. 

Data collection by means of a questionnaire and data analysis used is multiple 

linear regression analysis with the help of IBM SPSS statistics version 25. 

 The results of this study indicate that product design has no positive and 

significant effect on skin purchase decision by PUBG Mobile players in 

Banjarmasin, and prestige has a positive and significant effect on skin purchase 

decision by PUBG Mobile players in Banjarmasin. While simultaneously product 

design and prestige have a positive and significant effect on skin purchase 

decision by PUBG Mobile players in Banjarmasin. 

Keyword: Product Design, Prestige, Purchase Decision 
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