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ABSTRACT

Renggi Adinata (2025), The Influence of Trailer and Innovation on Purchase
Intention in Buying The Game Grand Theft Auto (GTA) VI (A Study Of
Indonesian Gamers). Advisor: Widyarfendhi

This study aims to determine and analyze: (1) The influence of trailers on
interest in buying the Grand Theft Auto VI game; and (2) The influence of
innovation on interest in buying the Grand Theft Auto VI game among Indonesian
gamers.

This study uses a quantitative approach. The population in this study were
Indonesian gamers aged 18 years and over, actively playing games, using social
media, and had seen the Grand Theft Auto VI game trailer. The population was
439,111 members of the Motion Ime community. The sampling technique used
purposive sampling, with 385 respondents. Data collection was carried out through
a questionnaire. Data analysis was carried out with the help of SPSS software,
through validity tests, reliability, classical assumptions, multiple regression, and
hypothesis tests.

The results of the study showed that: (1) Trailers have a positive and
significant effect on the interest in buying the Grand Theft Auto VI game among
Indonesian gamers; (2) Innovation also has a positive and significant effect on the

interest in buying the Grand Theft Auto VI game.

Keywords: Trailer, Innovation, Purchase Interest, Game, Grand Theft Auto V1.
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ABSTRAK

Renggi Adinata (2025). Pengaruh Trailer dan Innovation terhadap Minat Beli
Game Grand Theft Auto (GTA) VI (Studi pada Kalangan Gamer Indonesia).
Pembimbing: Widyarfendhi

Penelitian ini bertujuan untuk mengetahui dan menganalisis: (1) Pengaruh
trailer terhadap minat beli game Grand Theft Auto VI; dan (2) Pengaruh innovation
terhadap minat beli game Grand Theft Auto VI pada kalangan gamer Indonesia.
Penelitian ini menggunakan pendekatan kuantitatif.

Populasi dalam penelitian ini adalah gamer Indonesia yang berusia 18 tahun
ke atas, aktif bermain game, menggunakan media sosial, dan telah melihat trailer
game Grand Theft Auto VI. Jumlah populasi adalah 439.111 anggota dari komunitas
Motion Ime. Teknik pengambilan sampel menggunakan purposive sampling,
dengan jumlah responden sebanyak 385 orang. Pengumpulan data dilakukan
melalui kuesioner. Analisis data dilakukan dengan bantuan software SPSS versi 26,
melalui uji validitas, reliabilitas, asumsi klasik, regresi berganda, serta uji hipotesis.

Hasil penelitian menunjukkan bahwa: (1) Trailer berpengaruh positif dan
signifikan terhadap minat beli game Grand Theft Auto VI pada kalangan gamer
Indonesia; (2) Innovation juga berpengaruh positif dan signifikan terhadap minat
beli game Grand Theft Auto VI.

Kata kunci: Trailer, Innovation, Minat Beli, Game, Grand Theft Auto V1.
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