DAFTAR PUSTAKA

Achmad, Z. A., Ida, R., & Mustain, M. (2020). A Virtual Ethnography
Study: The Role of Cultural Radios in Campursari Music Proliferation
in East Java. ETNOSIA : Jurnal Etnografi Indonesia, 5(2).
https://doi.org/10.31947/etnosia.v5i2.9787

Adams, Ernest., & Rollings, Andrew. (2009). Fundamentals of game design
2nd Edition (2nd ed.). New Riders.

Adiningtiyas, S. W. (2017). Peran Guru Dalam Mengatasi Kecanduan Game
Online. KOPASTA, 4.

Bangun, C. R. (2019). Participatory Culture: A Study On Bangtan Boys
Fandom Indonesia. Jurnal KOMUNIKA, 13(2).
https://doi.org/10.24090/komunika.v13i2.2539

Carr, C. T., & Hayes, R. A. (2015). Social Media Defining, Developing, and
Divining. https://doi.org/DOI:10.1080/15456870.2015.972282

Chikhani, R. (2015). The History Of Gaming: An Evolving Community.
TechCrunch. https://techcrunch.com/2025/07/10/youtube-is-getting-rid-
of-its-trending-page-and-trending-now-list/

Corporate English Solutions. (2024). Language transformation: Navigating
Gen Z’s communication style in the workplace. British Council.
https://corporate.britishcouncil.org/insights/language-transformation-
navigating-gen-z-communication-style-
workplace#:~:text=While%20they%200ften%20prefer%20text,Gen%20
7%?20enjoy%?20visual%20communication

Creswell, J. W. (2018). John W. Creswell - Research Design_ Qualitative,
Quantitative, and Mixed Method Approaches-SAGE Publications
(2018) (H. Salmon, M. O’Heffernan, D. C. Felts, & A. Marks, Eds.).

Dewi, L. D., Prama, Y., & Fauzan, S. (2024). Pengaruh Game Online
Terhadap Kualitas Tidur Mahasiswa. Journal Health Student.
https://doi.org/DOI:10.33024/mahesa.v411.11999

Discord. (2025). Valorant Indonesia Community Discord.
https://discord.gg/w3wYJvDS9¢g

Douglas, H. (2010). Types of Community. https://doi.org/DOI:10.1007/978-
0-387-93996-4 542

Fanani, F. (2023). Apa itu Discord? Cara Pakai & Bedanya dengan Apps
Lain. Hipwee. https://www.hipwee.com/tips/discord-adalah-cara-main-
penjelasan-server-dan-keamanannya/

78

Budaya Partisipasi Dalam..., Muhammad Arya Kharismawan, Universitas Multimedia Nusantara



Fatoni. (2025). Gaya Hidup Digital: Alasan dan Durasi Penggunaan Internet
di Indonesia 2025. Tagar.Co. https://tagar.co/gaya-hidup-digital-alasan-
dan-durasi-penggunaan-internet-di-indonesia-2025/

Gonzalez-Anta, B., Orengo, V., Zornoza, A., Pefiarroja, V., & Martinez-Tur,
V. (2019). Understanding the Sense of Community and Continuance
Intention in Virtual Communities: The Role of Commitment and Type
of Community. Social Science Computer Review, 39(3), 335-352.
https://doi.org/10.1177/0894439319859590

Gronmo Sigmund. (2019). Social Research Methods Qualitative,
Quantitative and Mixed Methods Approaches (A. Owen, C. Bush, S.
Patel, & 1. Antcliff, Eds.; 2nd ed.). Sage Publication Ltd.

Harahap, N. (2020). Penelitian Kualitatif. Wal Ashri Publishing.
http://repository.uinsu.ac.id/id/eprint/9105

Haryanto, A. T. (2025). Bertumbuh, Jumlah Pengguna Internet Dunia
Tembus 5,5 Miliar di 2025 Baca artikel detikinet, "Bertumbuh, Jumlah
Pengguna Internet Dunia Tembus 5,5 Miliar di 2025. Detiklnet.
https://inet.detik.com/cyberlife/d-7780244/bertumbuh-jumlah-
pengguna-internet-dunia-tembus-5-5-miliar-di-2025

Heizar, E. (2024). Menikmati Akhir Pekan, Mengenal Berbagai Macam
Genre Game. Tempo.Co. https://www.tempo.co/digital/ menikmati-
akhir-pekan-mengenal-berbagai-macam-genre-game-60172

Hidayat, M. (2020). Riot Games Siap Rilis Valorant pada 2 Juni. Liputané.
https://www liputan6.com/tekno/read/4261756/riot-games-siap-rilis-
valorant-pada-2-juni?page=3

Hine, C. (2000). Virtual Ethnography. SAGE Publications Ltd.
https://doi.org/https://doi.org/10.4135/9780857020277

Hine, C. (2015). Ethnography for the Internet (1st ed.). Routledge.

Hong, T., Carbera, J., & Beaudoin, C. (2023). Disentangling real-world and
virtual-world social norms: The persuasive elements and social
psychological .
https://doi.org/https://doi.org/10.1016/j.teler.2022.100038

Hull, K., & Pettit, C. (2021). Making Community through the Utilization of
Discord in a (Suddenly) Online Writing Center Kelin Hull, Indiana
University-Purdue University Indianapolis Cory Pettit, Indiana
University-Purdue University Indianapolis. The Peer Review: A Journal
for Writing Center Practitioners, 5(2). https://thepeerreview-

79

Budaya Partisipasi Dalam..., Muhammad Arya Kharismawan, Universitas Multimedia Nusantara



iwca.org/issues/issue-5-2/making-community-through-the-utilization-
of-discord-in-a-suddenly-online-writing-center

IDN Media. (2022). Indonesia Gen Z Report 2022. IDN MEDIA.

Jenkins, H., Purushotma, R., Weigel, M., Clinton, K., & Robison, A. J.
(2006). Confronting the Challenges of Participatory Culture: Media
Education for the 21st Century (John D. and Catherine T. MacArthur
Foundation Reports on Digital Media and Learning). MacArthur
Foundation.
https://doi.org/https://doi.org/10.755 1 /mitpress/8435.001.0001

Jenkins, Henry., Itd, Mizuko., & boyd, danah. (2015). Participatory culture
in a networked era : a conversation on youth, learning, commerce, and
politics. Polity Press.

Jiang, J. A., Kiene, C., Middler, S., Brubaker, J. R., & Fiesler, C. (2019).
Moderation Challenges in Voice-based Online Communities on
Discord. ACM Journals. https://doi.org/https://doi.org/10.1145/3359157

Kumparan. (2023). Pengertian Game Online, Genre, Jenis-jenis, dan
Contohnya. Https://Kumparan.Com/Pengertian-Dan-
Istilah/Pengertian-Game-Online-Genre-Jenis-Jenis-Dan-Contohnya-
21QP7KNY5NI. https://kumparan.com/pengertian-dan-
istilah/pengertian-game-online-genre-jenis-jenis-dan-contohnya-
21QP7KNI95NI/1

Kurniawan, A. W., & Puspitaningtyas, Z. (2016). Metode Penelitian
Kuantitatif. Pandiva Buku.

Kusuma, A., Putri Purbantina, A., Nahdiyah, V., & Khasanah, U. U. (2020).
A Virtual Ethnography Study: Fandom and Social Impact in Digital Era.
ETNOSIA : Jurnal Etnografi Indonesia, 5(2), 238-251.
https://doi.org/10.31947/etnosia.v5i2.10898

Martens, M., Shen, S., Tosup, A., & Kuipers, F. (2016). Toxicity detection in
multiplayer online games. Annual Workshop on Network and Systems
Support for Games, 2016-January.
https://doi.org/10.1109/NetGames.2015.7382991

Navarro, R., Yubero, S., & Larrafiaga, E. (2015). Cyberbullying across the
globe: Gender, family, and mental health. In Cyberbullying Across the
Globe: Gender, Family, and Mental Health. Springer International
Publishing. https://doi.org/10.1007/978-3-319-25552-1

Nordland, J. (2023). VALORANT officially launches in China.

80

Budaya Partisipasi Dalam..., Muhammad Arya Kharismawan, Universitas Multimedia Nusantara



Nugraha, A., Hasanah Sudrajat, R., & Primadani Satria Putri, B. (2015).
FENOMENA MEME DI MEDIA SOSIAL: STUDI ETNOGRAFI
VIRTUAL POSTING MEME PADA PENGGUNA MEDIA SOSIAL
INSTAGRAM. Jurnal Sosioteknologi, 14(3), 237-245.
https://doi.org/10.5614/sostek.itbj.2015.14.3.3

Nurhaliza, W. O. S., & Fauziah, N. (2020). Komunikasi Kelompok dalam
Virtual Community. Komunida: Media Komunikasi Dan Dakwah, 10,
18-38. https://doi.org/10.35905/komunida.v7i2

Pelayananpublik. (2020). Pengertian Game Online, Sejarah, Hingga
Jenisnya. Pelayananpublik.1d.
https://pelayananpublik.id/2020/02/02/pengertian-game-online-sejarah-
hingga-jenisnya/

Putra, D. (2024). Budaya Game. Komunitas, Kompetisi, dan Identitas.
https://www.rri.co.id/features/669100/budaya-game-komunitas-
kompetisi-dan-identitas

Putri, D. W. (2016). The Virtual Community: Interaktivitas pada Komunikasi

Peer--to--Peer di Balik Jaringan Protokol Berbagi Berkas BitTorrent.
https://doi.org/10.37535/101003220164

Quan-Haase, A., Sloan, L., McCay-Peet, L., & Quan-Haase, A. (2017). What
is Social Media and What Questions Can Social Media Research Help
Us Answer? The SAGE Handbook of Social Media Research Methods.
SAGE Publications Ltd.
https://doi.org/https://doi.org/10.4135/9781473983847.n2

Resmadi, 1., Bastari, R. P., Agung, L., & Nugraha, L. R. (2022).
Performativity of Virtual Community: An Analysis of Actor-Network
Theory in NFT Virtual Community. Jurnal Sosioteknologi, 21(3), 265—
277. https://doi.org/10.5614/sostek.itbj.2022.21.3.4

Rheingold, H. (1993). Howard Rheingold - The Virtual Community
Homesteading on the Electronic Frontier-Perseus Books (1993).
Perseus Books.

Rollings, A., & Adams, E. (2003). Andrew Rollings and Ernest Adams (S.
Crabtree, J. Harbour, B. Monroe, S. Wall, & L. Thibault, Eds.). New
Riders.

Samsu, S. (2021). Metode Penelitian: Teori & Aplikasi Penelitian Kualitatif,
Kuantitatif, Mixed Methods, serta Research and Development. Pusat
Studi Agama dan Kemasyarakatan.

Santrock, J. W. (2011). Adolescence (14th ed.). McGraw-Hill Humanities.

81

Budaya Partisipasi Dalam..., Muhammad Arya Kharismawan, Universitas Multimedia Nusantara



Sucipto. (2024). BPS Catat Anak Usia 0-18 Tahun Mendominasi Pasar
Game Online Artikel ini telah diterbitkan di halaman SINDOnews.com
pada Sabtu, 08 Juni 2024 - 22:33 WIB oleh Sucipto dengan judul "BPS
Catat Anak Usia 0-18 Tahun Mendominasi Pasar Game Online.
SindoNews. https://nasional.sindonews.com/read/1392635/15/bps-catat-
anak-usia-0-18-tahun-mendominasi-pasar-game-online-1717859173

Tumewu, M. C. I. S., & Kurniasari, N. (2022). MOTIF DAN KEPUASAN
KOMUNITAS ACID PADA MEDIA SOSIAL DISCORD SEBAGAI
SARANA PEMENUHAN KEBUTUHAN INFORMASI. Jurnal
Pustaka Komunikasi. https://doi.org/DOI:10.32509/pustakom.v5i1.1680

Tysara, L. (2025). Arti Discord, Kenali Aplikasi Komunikasi Populer Ini
Beserta Fiturnya. Liputan6.
https://www.liputan6.com/feeds/read/5901577/arti-discord-kenali-
aplikasi-komunikasi-populer-ini-beserta-fiturnya?page=7

We Are Social. (2025). Digital 2025 Global Overview Report.
datareportal.com

Widyaningrum, A. Y. (2021). Komunikatif: Jurnal llmu Komunikasi Kajian
Tentang Komunitas Virtual: Kesempatan dan Tantangan Kajian di
Bidang llmu Komunikasi Study of Virtual Communities: Opportunities
and Challenges in Communication Studies. 145—-147.

https://doi.org/10.33508/jk.v10i2.3457

Yin, R. K. (2018). Case Study Research and Applications. Sixth Edition (6th
ed.). SAGE Publication, Inc.

Yonatan, A. Z. (2024). 95% Pengguna Internet Indonesia Bermain Video
Games. Goodstats.Id. https://goodstats.id/article/95-pengguna-internet-
indonesia-bermain-video-games-82uYx

Yurianto, A. E. P., & Febriana, P. (2023). Penggunaan Sosial Media Discord
Sebagai Media Komunikasi Kelompok Dalam Komunitas SoT ID.
https://doi.org/https://doi.org/10.21070/ups.1239

Yuslianson. (2020). Riot Games Resmi Luncurkan Valorant. Liputané.
https://www .liputan6.com/tekno/read/4269620/riot-games-resmi-
luncurkan-valorant?page=2

82

Budaya Partisipasi Dalam..., Muhammad Arya Kharismawan, Universitas Multimedia Nusantara



