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ABSTRAK 

 

Irvia Amananda, 18043010116, KONSTRUKSI PERSONAL BRANDING 

MELALUI AVATAR PADA ANGGOTA KOMUNITAS LUXES AYODANCE 

MOBILE INDONESIA. 

 

Penelitian ini bertujuan untuk mengetahui bagaimana pemain game 

Ayodance Mobile Indonesia membangun personal branding melalui avatar dalam 

dunia virtual. Metode yang digunakan adalah kualitatif deskriptif dengan 

pengumpulan data melalui wawancara, observasi, dan dokumentasi. Hasil analisis 

menunjukkan bahwa personal branding avatar didasari oleh fungsi dan tujuan 

berbeda antar pemain, dengan fokus pada tampilan visual menarik dan 

kemampuan bermain. Pemain bebas mengkustomisasi identitas avatar tanpa harus 

menggunakan identitas asli. Media sosial Instagram berperan penting dalam 

memperkuat personal branding melalui konten visual avatar. Selain itu, komunitas 

Luxes berperan sebagai pendukung dalam proses pembentukan identitas virtual 

tersebut.  

Kata kunci: Personal branding, Avatar, Ayodance Mobile, Identitas virtual, Media 

sosial. 
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ABSTRAK 

 

Irvia Amananda, 18043010116, CONSTRUCTION OF PERSONAL 

BRANDING THROUGH AVATARS FOR MEMBERS OF THE LUXES 

AYODANCE MOBILE INDONESIA 

 

This study aims to understand how players of Ayodance Mobile Indonesia build 

personal branding through avatars in the virtual world. The research uses a 

qualitative descriptive method with data collected through interviews, 

observation, and documentation. The analysis reveals that personal branding of 

avatars is based on various functions and purposes among players, focusing on 

attractive visual appearance and gaming skills. Players have the freedom to 

customize their avatar identities without using their real identities. Instagram plays 

an important role in strengthening personal branding by sharing visual content of 

avatars. Additionally, the Luxes community acts as a support system in the 

process of forming virtual identities. 

Keywords : Personal Branding, Avatar, Ayodance Mobile, Virtual identity, Social 

Media, Luxes Community. 


