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ABSTRAKSI

Game yang pada awalnya hanya dinikmati secara individual dan offline, sekarang
telah berevolusi menjadi game online yang memungkinkan interaksi, bersaing dan
menjalin persahabatan dengan para pemain secara real-time. Game online Kini
semakin banyak digemari salah satunya adalah game Mobile Legends. Game ini
dapat di download melalui playstore dan appstore, pada bulan April 2024 game
Mobile Legends menduduki peringkat pertama pada game terpopuler by
download tingkat dunia di statista.com. Tujuan dari penelitian ini adalah untuk
mengetahui pengaruh event marketing, content marketing, influencer dan
lingkungan sosial terhadap keputusan pembelian skin game Mobile Legends di
Kabupaten Kebumen. Penelitian ini menggunakan metode non probability
sampling dengan teknik purposive sampling yang dilakukan kepada 100
responden. Teknik pengumpulan data pada penelitian ini menggunakan kuesioner
melalui google formular dan studi Pustaka. Teknis analisis data yang digunakan
adalah analisis regresi linear berganda dengan menggunakan bantuan SPSS versi
25.0 for Windows. Hasil penelitian ini menunjukkan bahwa event marketing
berpengaruh secara signifikan terhadap keputusan pembelian, content marketing
berpengaruh secara signifikan terhadap keputusan pembelian, influencer tidak
berpengaruh secara signifikan terhadap keputusan pembelian, lingkungan sosial
tidak berpengaruh secara signifikan terhadap keputusan pembelian, event
marketing, content marketing, influencer dan lingkungan sosial secara simultan
berpengaruh secara signifikan terhadap keputusan pembelian.

Kata Kunci : Event Marketing, Content Marketing, Influencer, Lingkungan
Sosial, Keputusan Pembelian
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ABSTRACT

Games that were originally enjoyed individually and offline have now evolved
into online games that allow real-time interaction, competition, and the formation
of friendships among players. Online games are increasingly popular, one of
which is Mobile Legends. This game can be downloaded via the Play Store and
App Store. As of April 2024, Mobile Legends ranked first among the most
downloaded games worldwide, according to Statista.com. The purpose of this
study is to determine the influence of event marketing, content marketing,
influencers, and social environment on the purchase decision of Mobile Legends
skins in Kebumen Regency. This research uses a non-probability sampling method
with a purposive sampling technique involving 100 respondents. Data collection
techniques include questionnaires distributed via Google Forms and literature
study. The data analysis technique used is multiple linear regression analysis with
the help of SPSS version 25.0 for Windows. The results of this study show that
event marketing has a significant effect on purchase decisions, content marketing
has a significant effect on purchase decisions, influencers do not have a
significant effect on purchase decisions, and the social environment does not have
a significant effect on purchase decisions. However, event marketing, content
marketing, influencers, and the social environment simultaneously have a
significant effect on purchase decisions.

Keywords: Event Marketing, Content Marketing, Influencer, Social Environment,
Purchase Decision
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