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ABSTRAK 

PENGARUH TURNAMEN BILLIARD IN GAME PERFOMANCE, IN 

GAME ENTERTAINMENT, STAFF QUALTY DAN PHYSICAL 

SURROUNDING TERHADAP PENINGKATAN BRAND AWARENESS  

DI JOGJA BILLIARD DEPOK 

 

Oleh : TOMAS JORGI 

NPM : 213404416048 

Tugas Akhir, dibawah bimbingan Gagih Pradini, S.Par., M.M 

Penelitian ini bertujuan untuk menganalisis pengaruh turnamen biliar In-Game 

Performance, In-Game Entertainment, Staff Quality, dan Physical Surrounding 

terhadap peningkatan Brand Awareness di Jogja Billiard Depok. Penelitian ini 

menggunakan metode kuantitatif dengan pendekatan deskriptif dan verifikatif. Data 

diperoleh dari 100 responden Pengunjung di Jogja Biliiard Depok tersebut melalui 

penyebaran kuesioner secara daring. Teknik analisis yang digunakan meliputi uji 

validitas, reliabilitas, regresi linear berganda, uji t, uji F, dan koefisien determinasi 

dengan bantuan perangkat lunak SPSS versi 25. Pengaruh X1 terhadap Y Nilai t 

hitung = 1,691 dengan signifikansi 0,094 < 0,05, sehingga hipotesis diterima. 

Pengaruh X2 terhadap Y Nilai t hitung = 0,869 dengan signifikansi 0,387 < 0,05, 

sehingga hipotesis diterima. Pengaruh X3 terhadap Y Nilai t hitung = 3,692 dengan 

signifikansi 0,000 < 0,05, sehingga hipotesis diterima. Pengaruh X4 terhadap Y 

Nilai t hitung = 2,597 dengan signifikansi 0,01 < 0,05, sehingga hipotesis diterima. 

Hal ini dibuktikan dengan hasil uji F di mana nilai F hitung sebesar (56,216) > F 

tabel (2,47) dan nilai signifikansi 0,000 < 0,05, Sementara itu, hasil uji koefisien 

determinasi (R²) menunjukkan bahwa kedua variabel bebas berkontribusi sebesar 

0,610 atau 69% terhadap variabel terikat (Keputusan Pengunjung), dan sisanya 31% 

dipengaruhi oleh variabel lain di luar model regresi. 

Kata Kunci :  In-Game Performance, In-Game Entertainment, Staff Quality, 

Physical Surrounding, Brand Awareness, Jogja Billiard Depok 

 

 



ABSTRACT 

This study aims to analyze the influence of In-Game Performance, In-Game 

Entertainment, Staff Quality, and Physical Surrounding billiard tournaments on 

increasing Brand Awareness at Jogja Billiard Depok. This study uses a quantitative 

method with a descriptive and verification approach. Data were obtained from 100 

respondents of visitors at Jogja Billiard Depok through online questionnaires. The 

analysis techniques used include validity, reliability, multiple linear regression, t-

test, F-test, and coefficient of determination with the help of SPSS software version 

25. The influence of X1 on Y The calculated t value = 1.691 with a significance of 

0.094 <0.05, so the hypothesis is accepted. The influence of X2 on Y The calculated 

t value = 0.869 with a significance of 0.387 <0.05, so the hypothesis is accepted. 

The influence of X3 on Y The calculated t value = 3.692 with a significance of 

0.000 <0.05, so the hypothesis is accepted. The Effect of X4 on Y The calculated t 

value = 2.597 with a significance of 0.01 < 0.05, so the hypothesis is accepted. This 

is proven by the results of the F test where the calculated F value is (56.216) > F 

table (2.47) and the significance value is 0.000 < 0.05. Meanwhile, the results of 

the coefficient of determination (R²) test show that the two independent variables 

contribute 0.610 or 69% to the dependent variable (Visitor Decision), and the 

remaining 31% is influenced by other variables outside the regression model. 

 

Keywords : In-Game Performance, In-Game Entertainment, Staff Quality, 

Physical Surrounding, Brand Awareness, Jogja Billiard Depok 
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