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GLOSSARY

Brand Awareness Customer capability to recognize or recall that a
brand is a member of a certain product
category.

Website Quality Customer assessment about information quality
and actractiveness of website that be given while
experience it.

Perceived Product Quality Customers perception of overall components of
the product, both tangible and intangible.

In-Game Repurchase Intention  An assets or value created by company to see
how much customer intend to do purchasing

again in the game.

Alvin Vinsensius



VIDEO GAMES BUSINESS IN PANDEMIC: ANALYSIS OF Page 92 of 101
BRAND AWARENESS, WEBSITE QUALITY AND PERCEIVED

PRODUCT QUALITY TOWARDS IN-GAME REPURCHASE INTENTION

: A CASE STUDY OF MIHOYO IN TANGERANG AND JAKARTA

References

J. Billieux, M. Van der Linden, S. Achab, Y. Khazaal, L.Paraskevopoulos, D. Zullino,
etal.,, 2013. Why do you play World of Warcraft? An in-depth exploration of self-
reported motivations to play online and in-game behaviours in thevirtual world of
Azeroth. Volume 29(1), p. 103-1009.

Aaker, D. A., 1991. Managing brand equity., New York: The Free Press.

Aaker, D. A., 1996. Managing Brand Equity Capitalizing on The Value of A, New
York: The Free Press.

Alvisi, A. N. A. & Zamarian, M., 2003. Playstation and the power of unexpected
consequences.. Information Communication & Society, Volume 6(4), pp. 608-627.
Annur, C. M., 2019. Putaran Bisnis Esports Rp 9,8 Triliun, Peran Gim Lokal Masih
Minim. [Online]

Auvailable at: https://katadata.co.id/berita/2019/04/17/potensi-esports-rp-98-triliun-

rudiantara-dorong-industri-gim-lokal

Baalbaki, S. & Guzman, F., 2016. A consumer-perceived consumer-based brand
equity scale.. Journal of Brand Management, VVolume 23(3), pp. 229-251.

Babu, A., 2019. Gojek launches GoGames for Gamers in Indonesia. [Online]
Available at: https://blog.gojekengineering.com/gojek-launches-gogames-for-gamers-
in-indonesia-989b33255245

Balakrishnan, J. & Griffiths, M. D., 2018. Loyalty towards online games, gaming

addiction, and purchase intention towards online mobile in-game features.. Computers
in Human Behavior, Volume 87, pp. 238-246.

Bigné, E. et al., 2011. Product Placement in Video Games as a Marketing Strategy:
An Attempt to Analysis in Disney Company. Advances in Advertising Research,
Volume 2, pp. 3-20.

Bloomberg, 2021. Covid Is Delaying All the Video Games. [Online]

Available at: https://www.bloomberg.com/news/newsletters/2021-02-19/covid-is-

delaying-all-the-video-games

Alvin Vinsensius



VIDEO GAMES BUSINESS IN PANDEMIC: ANALYSIS OF Page 93 of 101
BRAND AWARENESS, WEBSITE QUALITY AND PERCEIVED

PRODUCT QUALITY TOWARDS IN-GAME REPURCHASE INTENTION

: A CASE STUDY OF MIHOYO IN TANGERANG AND JAKARTA

Brenna, 1., Dubas, K. M. & Babin, L., 1999. The Influence of Product-Placement
Type and Exposure Time on Product Placement Recognition. Research Gate.

C. Gonzélez-Gonzéles, P. Toledo-Delgado, C. Collazos Ordofiez & J. L. Gonzélez-
Sanchez, 2014. Design and analysis of collaborative interactions in social educational
videogames. VVolume 31, pp. 602 - 611.

Casselman, B., 2015. Resistance is futile: eSports is massive ... and growing. [Online]
Available at: https://www.espn.com/espn/story/ /id/13059210/esports-massive-

industry-growing

Chaney, I. et al., 2018. Size Does Matter: Effects of In-Game Advertising Stimuli on
Brand Recall and Brand Recognition. Computers in Human Behavior.

Cheng, H.-H. & Lin, K.-C., 2017. Determinants of Online Game Purchase Intention..
Proceedings of the 3rd International Conference on Industrial and Business
Engineering - ICIBE 2017..

DeLone, W. H. & McLean, E. R., 2003. The DeLone and McLean Model o
finformation Systems Success: A Ten-Year Update, s.l.: s.n.

E. A. Boyle, T. M. Connolly, T. Hainey, and J. M. Boyle, 2012. Engagement in
digital entertainment games: A systematic review. Volume 28(3), pp. 771 - 780.

E. A. van Reijmersdal, J. Jansz, O. Peters, and G. van Noort, 2013. Why girls go pink:
Game character identification and game—players’ motivations. Volume 29(6), p.
2640-2649.

Farquhar, P. H. P. M. H. a. R. H. F., 1989. Extending Brand Equity to New
Categories, s.l.: Carnegie Mellon University.

Flyybjerg, 2006. Five misunderstandings about case study research.

Gawrysiak, J., 2016. E-sport: Video games as sport. In: Defining sport. s.l.:Lexington
Books, pp. 207-221.

Han, B. & Windsor, J., 2013. investigation of the smartphone user’s in-game purchase
intention. International Journal of Mobile Communications, Volume 11(6), p. 617.
Hwang, Y., Ballouli, K., So, K. & Heere, B., 2017. Effects of Brand Congruity and
Game Difficulty on Gamers’ Response to Advertising in Sport Video Games..

Journal of Sport Management, Volume 31(5), pp. 480-496.

Alvin Vinsensius



VIDEO GAMES BUSINESS IN PANDEMIC: ANALYSIS OF Page 94 of 101
BRAND AWARENESS, WEBSITE QUALITY AND PERCEIVED

PRODUCT QUALITY TOWARDS IN-GAME REPURCHASE INTENTION

: A CASE STUDY OF MIHOYO IN TANGERANG AND JAKARTA

Kapferer, J. N., 2004. The new strategic brand management: Creating and sustaining
brand equity long term., London: Kogan Page.

Keller, K. L., 2009. Building strong brands in a modern marketing communications
environment.. Journal of marketing communications, Volume 15(2-3), pp. 139-155.
Keller, K. L., 2013. Strategic brand management: Building, measuring and managing
brand equity., Essex: Pearson Education Limited.

Keller, K. L. & Lehmann, D. R., 2006. Brands and branding: Research findings and
future priorities. Marketing Science, Volume 25(6), pp. 740-759.

Kilei, P., (PhD), D. M. I. & (PhD), .. J. O., 2016. The Impact Of Brand Awareness On
Market Brand Performance Of Service Brands: Contextual Consideration of Kenya’s
Banking Industry. European Journal of Business and Management, 8(18).

Kilin, E., 2014. Top 5 most popular eSports games right now. [Online]

Available at: http://www.loadthegame.com/2014/11/11/top-5-popular-esports-games-
right-now/

Kline, S., Dyer-Witheford, N. & De Peuter, G., 2003. Digital Play: The Interaction of
Technology, Culture, and Marketing., Montreal and Ithaca, NY: McGill-Queen’s

University Press.

Koehn, N. F., 2001. Brand-new: How entrepreneurs earned consumers’ trust from
wedgewood to dell., Boston: Harvard Business School Press.

Kresse, C., 2016. 43 Million Unique Viewers Reached Throughout League of Legends
World Championship 2016. [Online]

Available at: https://esports-marketing-blog.com/43-million-unigue-viewers-reached-

throughout-league-legends-world-championship-2016/#.\WHzy21MrJOI
Kuan, H.-H., Bock, G.-W. & Vathanophas, V., 2008. Comparing the effects of

website quality on customer initial purchase and continued purchase at e-commerce

websites.. Behaviour & Information Technology, Volume 27(1), pp. 3-16.

Liang, T.-P. & Lai, H.-J., 2002. Effect of store design on consumer purchase: van
empirical study on-line bookstores. Information & Management , Volume 39, pp.
431-444.

Lin, H. F., 2010. An application of fuzzy AHP for evaluating course website quality.
Computer & Education Journal, Volume 54, pp. 877-888.

Alvin Vinsensius



VIDEO GAMES BUSINESS IN PANDEMIC: ANALYSIS OF Page 95 of 101
BRAND AWARENESS, WEBSITE QUALITY AND PERCEIVED

PRODUCT QUALITY TOWARDS IN-GAME REPURCHASE INTENTION

: A CASE STUDY OF MIHOYO IN TANGERANG AND JAKARTA

Miremadi, A. B. N. Y. M. &. F. H., 2011. Importance of the Corporate Reputation in
B2b Context in Iran: An Empirical Study.. International Journal of Marketing
Studies, 3(4), p. 146-157.

Montoya-Weiss, M. M., Voss, G. B. & Grewal, D., 2003. Determinants of Online
Channel Use and Overall Satisfaction With a Relational, Multichannel Service
Provider, New York: s.n.

Neijens, P., Smit, E. G. & Reijmersdal, E. A. v., 2010. How media factors affect
audience responses to brand placement. Research Gate.

Nieborg, D. B., 2014. Prolonging the Magic: The Political Economy of the 7th
Generation Console Game.. Eludamos, Volume 8(1), pp. 47-63.

Organization, W. H., 2020. Advice for public.. [Online]

Available at: https://www.who.int/emergencies/diseases/novel-coronavirus-
2019/advice-for-public

Pamungkas, D. D. A., 2020. THE INFLUENCE OF CUSTOMER BRAND
IDENTIFICATION AND PERCEIVED VALUE TOWARDS BRAND LOYALTY
(A STUDY OF PLAYSTATION 4 PRODUCT OF SONY COMPUTER
ENTERTAINMENT INC. IN MALANG CITY).

Panda, T. K., 2014. Effectiveness of Product Placements in Indian Films and its

effects on Brand Memory and Attitude with Special Reference to Hindi Films.
[Online]
Available at: http://dspace.iimk.ac.in/handle/2259/555

Papadopoulos, S., 2020. Effects of in-game advertising on brand awareness in virtual
reality game interactions, Stockholm: KTH ROYAL INSTITUTE OF
TECHNOLOGY SCHOOL OF ELECTRICAL ENGINEERING AND COMPUTER
SCIENCE.

Papagiannidis, S. B. M. a. L. F., 2008. Making real money in virtual worlds.
MMORPGs and emerging business opportunities, challenges and ethical implications
in metaverses.. Technological Forecasting and Social Change, 75(5), pp. 610-622.
Paulssen, R. R. D. G. a. M., 2019. Customers’ experienced product quality: scale
development and validation. Switzerland, Geneva School of Economics and

Management, University of Geneva.

Alvin Vinsensius



VIDEO GAMES BUSINESS IN PANDEMIC: ANALYSIS OF Page 96 of 101
BRAND AWARENESS, WEBSITE QUALITY AND PERCEIVED

PRODUCT QUALITY TOWARDS IN-GAME REPURCHASE INTENTION

: A CASE STUDY OF MIHOYO IN TANGERANG AND JAKARTA

Ranganathan, C. & Ganapathy, S., 2002. Key dimensions of business-to-consumer
web sites. Information & Management , VVolume 39, pp. 457-465.

Romaniuk, J., Wight, S. & Faulkner, M., 2017. Brand awareness: Revisiting an old
metric for a new world.. Journal of Product & Brand Management,, Volume 26(5),
pp. 469-476..

Rossiter, J. & Percy, L., 1987; 1997. Advertising Communications & Promotion
Management, New York: McGraw-Hill.

Sabine Trepte, L. R. a. K. J., 2012. The Social Side of Gaming: How Playing Online
Computer Games Creates Online and Offline Social Support. Computers in Human
Behaviour, Volume 28, p. 832-839.

Sekaran, U. & Bougie, R., 2016. Research Methods for Business: A Skill-Building
Approach.

Shay, R. & Palomba, A., 2018. First-Party Success or First-Party Failure? A Case
Study on Audience Perceptions of the Nintendo Brand During the Wii U’s Product
Life Cycle. Games and Culture.

Sheff, D., 1993. Game Over: How Nintendo Zapped an American Industry, Captured
Your Dollars and Enslaved Your Children., New York: Random House.

Shocker, A. a. W. B., 1988. A perspective on brand equity principles and issues..
Summary of Marketing Science Institute Conference, pp. 88-104.

So, I. G. & Simamora, B. H., 2015. The Influence of Website Quality, Brand
Awareness and Perceived Product Quality on Purchase Intention of Video Games
Online Store. International Conference on Technology, Informatics, Management,
Engineering & Environment, pp. 7-9.

Straub, D. & Watson, R., 2001. Research commentary: transformational issues in
researching IS and net-enabled organizations. Information System Research, Volume
12(4), pp. 337-345.

Swait, T. E. &. J., 1998. Brand Equity as a Signaling Phenomenon. Journal of
Consumer Psychology, 7(2), pp. 131-157.

Thomas C. O'Guinn, C. T. A. R. J. S., 2009. ADVERSTISING AND INTEGRATED
BRAND PROMOTION, s.l.: South-Western Cengage Learning.

Alvin Vinsensius



VIDEO GAMES BUSINESS IN PANDEMIC: ANALYSIS OF Page 97 of 101
BRAND AWARENESS, WEBSITE QUALITY AND PERCEIVED

PRODUCT QUALITY TOWARDS IN-GAME REPURCHASE INTENTION

: A CASE STUDY OF MIHOYO IN TANGERANG AND JAKARTA

Times, T. B., 2020. Indonesia's giant video game market gets extra pandemic boost.
[Online]

Available at: https://www.businesstimes.com.sg/asean-business/indonesias-giant-

video-game-market-gets-extra-pandemic-boost

Wall, J. N. a. O., 2017. Online Customer Experience, satisfaction and repurchase
intention for online clothing retailing, Sweden: University of Gothenburg.

Walsh, P., Zimmerman, M. H., Clavio, G. & Williams, A. S., 2013. Comparing Brand
Awareness Levels of In-Game Advertising in Sport Video Games Featuring Visual
and Verbal Communication Cues. Communication & Sport, Volume 2(4), pp. 286-
404.

Walsh, P. Z., M. H., C. G. & Williams, A. S., 2013. Comparing Brand Awareness
Levels of In-Game Advertising in Sport Video Games Featuring Visual and Verbal
Communication Cues. Communication & Sport. Volume 2(4), pp. 386-404.

Watson, D. W. S. &. R. T., 2001. Research Commentary: Transformational Issues in
Researching IS and Net-Enabled Organizations. Information System Research, 12(4).
Wearn, C. C. M. &. N., 2016. How Are Modern Video Games Marketed?. The
Computer Games Journal, Volume 5, p. 23-37.

Wen, C. P. V. R. & X. C,, 2011. An Integrated Model for Customer Online
Repurchase Intention. Journal of Computer Information Systems, Volume 52, p. 14—
23.

Xi, N. & Hamari, J., 2020. Does gamification affect brand engagement and equity? A
study in online brand communities.. Journal of Business Research, Volume 109, pp.
449-460.

Zhang, Y.F. Y.W. K. K. R. E. M. P. &. C. H., 2011. Repurchase Intention in B2c E-
Commerce—a Relationship Quality Perspective.. Information & Management, 48(6),
p. 192-200.

Sekaran, U. & Bougie, R., 2016. Research Methods for Business: A Skill-Building
Approach.

Alvin Vinsensius



VIDEO GAMES BUSINESS IN PANDEMIC: ANALYSIS OF Page 98 of 101
BRAND AWARENESS, WEBSITE QUALITY AND PERCEIVED

PRODUCT QUALITY TOWARDS IN-GAME REPURCHASE INTENTION

: A CASE STUDY OF MIHOYO IN TANGERANG AND JAKARTA

Shay, R. & Palomba, A., 2018. First-Party Success or First-Party Failure? A Case
Study on Audience Perceptions of the Nintendo Brand During the Wii U’s Product
Life Cycle. Games and Culture.

Sheff, D., 1993. Game Over: How Nintendo Zapped an American Industry, Captured
Your Dollars and Enslaved Your Children., New York: Random House.

Shocker, A. a. W. B., 1988. A perspective on brand equity principles and issues..
Summary of Marketing Science Institute Conference, pp. 88-104.

So, I. G. & Simamora, B. H., 2015. The Influence of Website Quality, Brand
Awareness and Perceived Product Quality on Purchase Intention of Video Games
Online Store. International Conference on Technology, Informatics, Management,
Engineering & Environment, pp. 7-9.

Straub, D. & Watson, R., 2001. Research commentary: transformational issues in
researching IS and net-enabled organizations. Information System Research, Volume
12(4), pp. 337-345.

Swait, T. E. &. J., 1998. Brand Equity as a Signaling Phenomenon. Journal of
Consumer Psychology, 7(2), pp. 131-157.

Thomas C. O'Guinn, C. T. A. R. J. S., 2009. ADVERSTISING AND INTEGRATED
BRAND PROMOTION, s.l.: South-Western Cengage Learning.

Times, T. B., 2020. Indonesia’'s giant video game market gets extra pandemic boost.
[Online]

Available at: https://www.businesstimes.com.sg/asean-business/indonesias-giant-

video-game-market-gets-extra-pandemic-boost

Wall, J. N. a. O., 2017. Online Customer Experience, satisfaction and repurchase
intention for online clothing retailing, Sweden: University of Gothenburg.

Walsh, P., Zimmerman, M. H., Clavio, G. & Williams, A. S., 2013. Comparing Brand
Awareness Levels of In-Game Advertising in Sport Video Games Featuring Visual
and Verbal Communication Cues. Communication & Sport, Volume 2(4), pp. 286-
404.

Walsh, P. Z., M. H., C. G. & Williams, A. S., 2013. Comparing Brand Awareness
Levels of In-Game Advertising in Sport Video Games Featuring Visual and Verbal

Communication Cues. Communication & Sport. Volume 2(4), pp. 386-404.

Alvin Vinsensius



VIDEO GAMES BUSINESS IN PANDEMIC: ANALYSIS OF Page 99 of 101
BRAND AWARENESS, WEBSITE QUALITY AND PERCEIVED

PRODUCT QUALITY TOWARDS IN-GAME REPURCHASE INTENTION

: A CASE STUDY OF MIHOYO IN TANGERANG AND JAKARTA

Watson, D. W. S. &. R. T., 2001. Research Commentary: Transformational Issues in
Researching IS and Net-Enabled Organizations. Information System Research, 12(4).
Wearn, C. C. M. &. N., 2016. How Are Modern Video Games Marketed?. The
Computer Games Journal, Volume 5, p. 23-37.

Wen, C. P. V. R. & X. C., 2011. An Integrated Model for Customer Online
Repurchase Intention. Journal of Computer Information Systems, Volume 52, p. 14—
23.

Xi, N. & Hamari, J., 2020. Does gamification affect brand engagement and equity? A
study in online brand communities.. Journal of Business Research, Volume 109, pp.
449-460.

Zhang, Y.F. Y. W. K. K. R. E. M. P. &. C. H,, 2011. Repurchase Intention in B2c E-
Commerce—a Relationship Quality Perspective.. Information & Management, 48(6),
p. 192-200.

Alvin Vinsensius



VIDEO GAMES BUSINESS IN PANDEMIC: ANALYSIS OF Page 100 of 101
BRAND AWARENESS, WEBSITE QUALITY AND PERCEIVED

PRODUCT QUALITY TOWARDS IN-GAME REPURCHASE INTENTION

: A CASE STUDY OF MIHOYO IN TANGERANG AND JAKARTA

CURRICULUM VITAE

PERSONAL INFORMATION

Name : Alvin Vinsensius

Place and Date of Birth : Jakarta, 4 January 1997

Nationality : Indonesian

Address : Graha Raya Bintaro Jaya Komp. Bougenville Loka
Blok M4 no. 31, Serpong Utara, Tangerang Selatan

15324 Indonesia

Email : alvinsensius@gmail.com

Mobile Phone : 081319192336

EDUCATION

2016 — 2021 : Undergraduate Program at Swiss German University Faculty of

Business and Communication Department of Business

Administration

Alvin Vinsensius



VIDEO GAMES BUSINESS IN PANDEMIC: ANALYSIS OF Page 101 of 101
BRAND AWARENESS, WEBSITE QUALITY AND PERCEIVED

PRODUCT QUALITY TOWARDS IN-GAME REPURCHASE INTENTION

: A CASE STUDY OF MIHOYO IN TANGERANG AND JAKARTA

2003 - 2016 : Sekolah Tarakanita Gading Serpong — Tangerang Selatan

SKILLS KNOWLEDGE & ABILITIES

Foreign Language : English (Advanced)
German (Basic / Limited Working Proficiency)
Computer Knowledge : Microsoft Office

Adobe Photoshop

INTERNSHIP EXPERIENCES

March 2020 — August 2020 : PT. Jaya Slitting Paper - Indonesia

October 2017 — February 2018 : DB Schenker Headquarter — Indonesia

ACHIEVEMENTS AND ORGANIZATIONAL EXPERIENCES

July 2016 — November 2016 : International Business Entrepreneurship
Festival 2016 General Affairs

September 2016 — November 2016 : General Affairs Member

HOBBIES AND INTERESTS

Traveling, Playing Music Instruments (Guitar and Piano), Movies Enthusiast, Video

Games Enthusiast

Alvin Vinsensius



