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Abstract

The objective of this research was to examine the factors influencing consumers' purchasing
decisions of E-sports products through various online marketing channels, including (1) Content
Marketing (2) Social Media Marketing (3) Website Marketing (4) Influencer Marketing (5) Email Marketing.
The study utilized a quantitative research approach, and questionnaires were employed to collect
data from consumers who had previously purchased E-sports products online. The target group was
determined using the Taro Yamane formula, with a margin of error set at 0.05. The data obtained from
the questionnaires were analyzed using descriptive statistics, including percentages, means, and
standard deviations, and were compared using t-tests and F-tests.

The research findings revealed that: (1) Content Marketing had a significant impact on
consumers' decisions to purchase E-sports products through online channels. (2) Social Media Marketing
also significantly influenced consumers' decisions to purchase E-sports products online. (3) Website
Marketing did not have a significant effect on consumers' decisions to purchase E-sports products
through online channels. (4) Influencer Marketing had a significant influence on consumers' decisions
to purchase E-sports products through online channels. (5) Email Marketing did not significantly affect

consumers' decisions to purchase E-sports products through online channels.

Keywords: Digital Marketing, Consumer Decision, E-Sports Products, Consumer Behavior
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