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ABSTRAK 

 

 

Penelitian ini bertujuan untuk menganalisis  hubungan antara kepuasan menonton 

Valorant dan minat menonton caster di kalangan remaja Indonesia. Menggunakan 

pendekatan kuantitatif dengan metode survei, penelitian ini melibatkan 102 

responden remaja yang aktif menonton kompetisi Valorant Champions Tour (VCT) 

di YouTube. Hasil analisis menunjukkan adanya korelasi positif yang kuat (r = 

0.627, p < 0.001) antara kepuasan menonton Valorant dan minat menonton caster. 

Kepuasan menonton berkontribusi sebesar 39.4% terhadap minat menonton caster, 

sementara 60.6% sisanya dipengaruhi oleh faktor lain. Faktor-faktor yang 

mempengaruhi minat menonton caster meliputi kualitas konten, gaya penyampaian, 

interaksi dengan audiens, dan kemampuan caster dalam memberikan analisis. 

Temuan ini memberikan wawasan berharga bagi pengembang game, platform 

streaming, dan caster dalam meningkatkan kualitas konten dan strategi engagement 

untuk menarik minat penonton remaja. 

 

Penelitian ini mengkaji hubungan antara kepuasan menonton Valorant dan minat 

menonton caster di kalangan remaja Indonesia menggunakan metode kuantitatif. 

Dengan pendekatan survei, penelitian ini melibatkan 102 responden remaja yang 

aktif menonton kompetisi Valorant Champions Tour (VCT) di YouTube. Data 

dikumpulkan melalui kuesioner dan dianalisis menggunakan uji korelasi Pearson, 

analisis regresi linear, dan uji ANOVA. Hasil menunjukkan korelasi positif yang 

signifikan (r = 0.627, p < 0.001) antara kepuasan menonton Valorant dan minat 

menonton caster. Analisis regresi mengungkapkan bahwa kepuasan menonton 

berkontribusi 39.4% terhadap variasi minat menonton caster (R² = 0.394). Uji 

ANOVA menegaskan signifikansi model (F = 64.895, p < 0.001). Faktor-faktor yang 

mempengaruhi minat menonton caster meliputi kualitas konten, gaya penyampaian, 

dan kemampuan analisis. Temuan ini memberikan wawasan kuantitatif yang 

berharga bagi industri e-sports dalam mengembangkan strategi untuk meningkatkan 

keterlibatan penonton remaja. 

 

Kata Kunci: Valorant, caster, kepuasan menonton, minat menonton, remaja, e-

spo 
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ABSTRACT 

 

 

This research aims to analyze the relationship between satisfaction with watching 

Valorant and interest in watching casters among Indonesian teenagers. Using a 

quantitative approach with survey methods, this research involved 102 teenage 

respondents who actively watched the Valorant Champions Tour (VCT) competition 

on YouTube. The results of the analysis show that there is a strong positive 

correlation (r = 0.627, p < 0.001) between satisfaction with watching Valorant and 

interest in watching casters. Viewing satisfaction contributed 39.4% to caster 

viewing interest, while the remaining 60.6% was influenced by other factors. 

Factors that influence a caster's interest in watching include content quality, 

presentation style, interaction with the audience, and the caster's ability to provide 

analysis. These findings provide valuable insights for game developers, streaming 

platforms, and casters in improving content quality and engagement strategies to 

attract youth audiences. 

 

This research examines the relationship between satisfaction with watching Valorant 

and interest in watching casters among Indonesian teenagers using quantitative 

methods. Using a survey approach, this research involved 102 teenage respondents 

who actively watched the Valorant Champions Tour (VCT) competition on YouTube. 

Data was collected through questionnaires and analyzed using the Pearson 

correlation test, linear regression analysis, and ANOVA test. The results show a 

significant positive correlation (r = 0.627, p < 0.001) between satisfaction with 

watching Valorant and interest in watching casters. Regression analysis revealed 

that viewing satisfaction contributed 39.4% to the variation in caster viewing 

interest (R² = 0.394). The ANOVA test confirmed the significance of the model (F = 

64.895, p < 0.001). Factors that influence a caster's viewing interest include the 

quality of analysis, playback style, and ability. These findings provide valuable 

quantitative insights for the e-sports industry in developing strategies to increase 

youth audience engagement. 

 

Keywords: Valorant, caster, viewing satisfaction, interest in watching, youth, e-

sport 
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