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ABSTRAKSI

PENGARUH CITRA MEREK, KUALITAS PRODUK, DAN WORD OF
MOUTH TERHADAP LOYALITAS KONSUMEN GAME ONLINE DOTA 2
PADA MAHASISWA FAKULTAS TEKNIK UNIVERSITAS MURIA
KUDUS

ACHMAD ANDREANTO

NIM. 201211063

Dosen Pembimbing : 1. Dr. Mokhamad Arwani. SE. MM
2. Ratih Hesty Utami SE. MM

UNIVERSITAS MURIA KUDUS
FAKULTAS EKONOMI PROGRAM STUDI MANAJEMEN

Penelitian ini bertujuan untuk mengetahui pengaruh citra merek, kualitas
produk, dan word of mouth terhadap loyalitas konsumen game online Dota 2 pada
mahasiswa Fakultas Teknik Universitas Muria Kudus. Dimana diajukan tiga
variabel bebas dan satu variabel terikat, yaitu citra merek, kualitas produk, dan
word of mouth yang berperan sebagai variabel bebas dan loyalitas konsumen
berperan sebagai variabel terikat.

Penelitian ini dilakukan dengan metode survey terhadap mahasiswa
Fakultas Teknik Universitas Muria Kudus dan dianalisis dengan regresi. Tahap
pertama yaitu menguji validitas dan reliabilitas pertanyaan setiap variabel. Tahap
kedua, meregresi variabel citra merek, kualitas produk dan word of mouth
terhadap loyalitas konsumen.

Hasil penelitian menunjukkan bahwa variabel citra merek, kualitas produk
dan word of mouth berpengaruh secara signifikan terhadap loyalitas konsumen
game online Dota 2 pada mahasiswa Fakultas Teknik Universitas Muria Kudus.
Konsumen menggunakan Dota 2 berdasarkan kualitas produknya yang terjamin
bagus dan aman penggunaannya dan sesuai dengan spesifikasinya yang dapat
meningkatkan loyalitas konsumen.

Kata kunci : citra merek, kualitas produk, word of mouth dan loyalitas konsumen
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EFFECT OF BRAND IMAGE, QUALITY PRODUCTS, AND WORD OF
MOUTH OF CONSUMER LOYALTY IN ONLINE GAME DOTA 2
FACULTY OF ENGINEERING MURIA KUDUS UNIVERSITY

ACHMAD ANDREANTO

NIM. 201211063

Pembimbing : 1. Dr. Mokhamad Arwani. SE. MM
2. Ratih Hesty Utami SE. MM

UNIVERSITY OF MURIA KUDUS
FACULTY OF ECONOMICS STUDY PROGRAM MANAGEMENT

This study aims to determine the effect of brand image, product quality, and
word of mouth in loyalty online game Dota 2 at the Faculty of Engineering
students Muria Kudus. Where the proposed three independent variables and the
dependent variable, namely the brand image, product quality and word of mouth
that acts as the independent variable and customer loyalty role as the dependent
variable.

This study was conducted using a survey of students of Faculty of
Engineering University of Muria Kudus and analyzed with regression. The first
phase is to test the validity and reliability questions for each variable. The second
phase, variable regression of brand image, product quality and word of mouth on
customer loyalty.

The results showed that the variables of brand image, product quality and
word of mouth significant influence on customer loyalty online game Dota 2 at
the Faculty of Engineering students Muria Kudus. Consumers use Dota 2 is a
based on the quality of its products are guaranteed good and safe to use and in
accordance with the specifications that can increase consumer loyalty.

Keywords: brand image, product quality, word of mouth, and customer loyalty
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