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ABSTRAK 

Penelitian ini bertujuan untuk mengetahui pengaruh Fear of 

Missing Out (FoMO) dan Brand Community  terhadap keputusan 

pembelian Real Money Trading (RMT) pada pemain game Undawn. 

Fenomena pembelian item digital melalui transaksi RMT semakin marak, 

terutama didorong oleh tekanan sosial dan keterlibatan dalam komunitas 

game. Penelitian ini menggunakan pendekatan kuantitatif dengan metode 

survei terhadap 48 responden yang memenuhi kriteria usia 18–25 tahun 

dan pernah melakukan pembelian RMT. Teknik analisis data yang 

digunakan adalah regresi linier berganda. Hasil penelitian menunjukkan 

bahwa FoMO berpengaruh signifikan namun negatif terhadap keputusan 

pembelian RMT (p = 0,002; t = 3,633), yang mengindikasikan bahwa 

semakin tinggi FoMO, justru dapat menimbulkan keraguan atau tekanan 

emosional dalam pengambilan keputusan pembelian. Sementara itu, 

Brand Community berpengaruh positif dan signifikan terhadap keputusan 

pembelian (p = 0,000; t = 4,044), yang berarti keterlibatan dalam 

komunitas game mendorong intensi pembelian item digital. Secara 

simultan, FoMO dan Brand Community memberikan kontribusi sebesar 

21,91 terhadap keputusan pembelian (adjusted R² = 0,219), sedangkan 

sisanya dipengaruhi oleh faktor lain di luar model penelitian ini. 

Kata kunci: Fear of Missing Out (FoMO), Brand Community, Keputusan 

Pembelian, RMT, Game Undawn 
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ABSTRACT 

This study aims to determine the influence of Fear of Missing Out 

(FoMO) and Brand Community on purchase decisions of Real Money 

Trading (RMT) among players of the game Undawn. The phenomenon of 

purchasing digital items through RMT transactions is becoming 

increasingly common, primarily driven by social pressure and involvement 

in gaming communities. This research uses a quantitative approach with a 

survey method, involving 48 respondents aged 18–25 who have made 

RMT purchases. Data were analyzed using multiple linear regression. 

The results show that FoMO has a significant but negative influence on 

RMT purchase decisions (p = 0.002; t = 3.633), indicating that higher 

levels of FoMO may lead to doubt or emotional pressure in the decision-

making process. In contrast, Brand Community has a positive and 

significant effect on purchase decisions (p = 0.000; t = 4.044), suggesting 

that engagement in a gaming community increases the intention to 

purchase digital items. Simultaneously, FoMO and Brand Community 

contribute 21.9% to the variation in purchase decisions (adjusted R² = 

0.219), while the remaining percentage is influenced by other variables not 

included in this study. 

Keywords: Fear of Missing Out (FoMO), Brand Community, Purchase 

Decision, RMT, Undawn Game 
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