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ABSTRAKSI 

Perkembangan media sosial X memunculkan akun-akun komunitas 

berbasis menfess (mention confess) seperti @mlbbfess yang menjadi ruang 

interaksi anonim bagi penggemar game Mobile Legends: Bang Bang (MLBB). 

Tingginya intensitas unggahan konten pada akun tersebut diduga turut mendorong 

perilaku konsumtif followers dalam membeli item in-game. Penelitian ini 

bertujuan untuk mengetahui dan menganalisis pengaruh terpaan konten menfess 

pada akun X @mlbbfess terhadap perilaku konsumtif followers dalam pembelian 

item in-game. Penelitian ini menggunakan teori Stimulus-Organism-Response 

(S-O-R) sebagai landasan konseptual, dengan pendekatan kuantitatif metode 

survei yang bersifat eksplanatif. 

Populasi penelitian adalah followers aktif akun @mlbbfess yang juga 

merupakan pemain MLBB, dengan sampel sebanyak 100 responden yang 

ditentukan melalui teknik purposive sampling menggunakan rumus Slovin 

(toleransi kesalahan 10%). Data dikumpulkan melalui kuesioner daring dan 

dianalisis menggunakan uji regresi linear sederhana, uji t, serta koefisien 

determinasi (R²). Hasil penelitian menunjukkan variabel Terpaan Konten X 

@mlbbfess berada pada kategori baik (78,53%) dan variabel Perilaku Konsumtif 

berada pada kategori sangat baik (80,74%). Uji t menghasilkan nilai t hitung 

sebesar 15,566 lebih besar dari t tabel 1,984 dengan signifikansi 0,000 < 0,05, 

sehingga H0 ditolak dan H1 diterima. 

Nilai koefisien korelasi (R) sebesar 0,844 termasuk kategori sangat kuat, 

dengan koefisien determinasi (R²) sebesar 0,712, yang berarti terpaan konten 

menyumbang 71,2% terhadap perilaku konsumtif followers, sedangkan 28,8% 

sisanya dipengaruhi faktor lain di luar penelitian. Dapat disimpulkan bahwa 

terpaan konten menfess @mlbbfess berpengaruh positif dan signifikan terhadap 

perilaku konsumtif followers dalam pembelian item in-game Mobile Legends: 

Bang Bang. 

 

Kata Kunci: Terpaan Konten, Menfess, Perilaku Konsumtif, Item In-Game, 

Mobile Legends: Bang Bang 
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ABSTRACT 

The growth of social media platform X has given rise to menfess 

(mention-confess) accounts such as @mlbbfess, anonymous interaction spaces for 

fans of the online game Mobile Legends: Bang Bang (MLBB). Frequent content 

uploads by this account are presumed to encourage followers' consumptive 

behavior in purchasing in-game items. This study aims to determine and analyze 

the effect of exposure to menfess content on the X account @mlbbfess on 

followers' consumptive behavior in purchasing in-game items. This study applies 

the Stimulus-Organism-Response (S-O-R) theory as its conceptual framework, 

using a quantitative, explanatory survey approach. 

The population consists of active followers of @mlbbfess who are also 

MLBB players, with a sample of 100 respondents determined through purposive 

sampling using the Slovin formula (10% margin of error). Data were collected via 

an online questionnaire and analyzed using simple linear regression, a t-test, and 

the coefficient of determination (R²). Results show that Content Exposure of 

@mlbbfess falls into the good category (78.53%), while Consumptive Behavior 

falls into the very good category (80.74%). The t-test yielded t = 15.566, greater 

than t-table = 1.984, with significance 0.000 < 0.05, so H0 is rejected and H1 

accepted. 

The correlation coefficient (R = 0.844) is very strong, and the coefficient 

of determination (R² = 0.712) indicates content exposure accounts for 71.2% of 

followers' consumptive behavior, while the remaining 28.8% is explained by other 

factors. It is concluded that exposure to menfess content on @mlbbfess has a 

positive and significant effect on followers' consumptive behavior in purchasing 

in-game items in Mobile Legends: Bang Bang. 

Keywords: Content Exposure, Menfess, Consumptive Behavior, 

In-Game Purchase, Mobile Legends: Bang Bang 
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