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BUDAYA PARTISIPATIF PADA KOMUNITAS VIRTUAL 

MASSIVELY MULTIPLAYER ONLINE ROLE-PLAYING GAME 

SERVER “KOTA BATU ROLEPLAY” GRAND THEFT AUTO V 

 (Aristo Geofany Fernandez) 

ABSTRAK 

 

Perkembangan teknologi digital menghadirkan ruang interaksi sosial baru dalam 

bentuk komunitas virtual, salah satunya adalah game daring. Hal ini tampak pada 

server “Kota Baru Roleplay” (KBRP) di game Grand Theft Auto V, yang 

merupakan salah satu game bergenre Massively Multiplayer Online Role-Playing 

Game (MMORPG). Pada game ini, pemain tidak hanya berperan sebagai karakter 

fiksi, tetapi juga membangun struktur sosial, norma, dan identitas bersama. 

Penelitian ini bertujuan memahami bagaimana budaya partisipatif terbentuk dan 

dijalankan di komunitas virtual KBRP. Pendekatan yang digunakan adalah studi 

kasus dengan paradigma post-positivisme. Teori utama yang digunakan adalah 

konsep budaya partisipatif menurut Jenkins serta gagasan mengenai komunitas 

virtual. Data dikumpulkan melalui wawancara mendalam terhadap lima informan 

aktif. Hasil penelitian menunjukkan bahwa afiliasi, ekspresi, kolaborasi, dan 

sirkulasi menjadi pilar utama budaya partisipatif yang mendorong keterlibatan 

anggota. Server KBRP menjadi ruang sosial yang memungkinkan pemain 

membangun relasi, berpartisipasi dalam pengambilan keputusan komunitas, dan 

menegosiasikan identitas personal dalam budaya digital.  

 

Kata kunci: budaya partisipatif, komunitas virtual, studi kasus, MMPORPG, 

Grand Theft Auto V 
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PARTICIPATORY CULTURE IN THE VIRTUAL COMMUNITY 

OF THE MASSIVELY MULTIPLAYER ONLINE ROLE-

PLAYING GAME SERVER “KOTA BARU ROLEPLAY” GRAND 

THEFT AUTO V 

 (Aristo Geofanny Fernandez) 

ABSTRACT 

 

The development of digital technology has created new spaces for social interaction 

in the form of virtual communities, one of which is online gaming. This is evident 

in the “Kota Baru Roleplay” (KBRP) server on the game Grand Theft Auto V, 

which is part of the Massively Multiplayer Online Role-Playing Game (MMORPG) 

genre. In this game, players not only assume fictional characters but also construct 

social structures, shared norms, and collective identities. This study aims to 

understand how participatory culture is formed and practiced within the KBRP 

virtual community. A case study approach was employed, using a post-positivist 

paradigm. The main theoretical frameworks applied are Jenkins’ concept of 

participatory culture and the idea of virtual communities. Data were collected 

through in-depth interviews with five active informants. The findings indicate that 

affiliation, expression, collaboration, and circulation are the main pillars of 

participatory culture that foster member engagement. The KBRP server serves as 

a social space that enables players to build relationships, participate in community 

decision-making, and negotiate personal identities within the digital culture.   

 

Keywords: participatory culture, virtual community, virtual ethnography, a case 

study, MMORPG, Grand Theft Auto V FiveM. 

 

 

 

 

 

 



 

 

viii 
Budaya Partisipatif pada…, Aristo Geofany Fernandez, Universitas Multimedia Nusantara 

  

 

 

 

 

DAFTAR ISI 

 

HALAMAN PERNYATAAN TIDAK PLAGIAT ............................................. ii 

HALAMAN PENGESAHAN .............................................................................. iii 

HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH ..................... iv 

KATA PENGANTAR ........................................................................................... v 

ABSTRAK ............................................................................................................ vi 

ABSTRACT .......................................................................................................... vii 

DAFTAR ISI ....................................................................................................... viii 

DAFTAR TABEL ................................................................................................ xi 

DAFTAR GAMBAR ........................................................................................... xii 

DAFTAR LAMPIRAN ...................................................................................... xiii 

BAB I  PENDAHULUAN ..................................................................................... 1 

1.1 Latar Belakang Penelitian .................................................................... 1 

1.2 Rumusan Masalah ............................................................................... 11 

1.3 Pertanyaan Penelitian ......................................................................... 11 

1.4 Tujuan Penelitian ................................................................................ 11 

1.5 Kegunaan Penelitian ........................................................................... 12 

1.5.1 Kegunaan Akademis ....................................................................... 12 

1.5.2 Kegunaan Praktis ............................................................................ 12 

1.5.3 Kegunaan Sosial .............................................................................. 12 

1.5.4 Keterbatasan Penelitian ................................................................. 12 

BAB II  KAJIAN PUSTAKA DAN KERANGKA TEORITIS ...................... 13 

 Penelitian Terdahulu .......................................................................... 13 

 Kerangka Pemikiran ........................................................................... 21 

2.2.1 Game Daring ....................................................................................... 21 

2.2.2 Roleplay dalam Game Daring ............................................................ 23 

2.2.3 Roleplay GTA V FiveM ...................................................................... 24 



 

 

ix 
Budaya Partisipatif pada…, Aristo Geofany Fernandez, Universitas Multimedia Nusantara 

  

2.2.4 Budaya Partisipatif ............................................................................. 25 

2.2.5 Komunitas Virtual .............................................................................. 27 

 Kerangka Pemikiran ........................................................................... 29 

BAB III  METODOLOGI PENELITIAN ........................................................ 30 

3.1 Paradigma Penelitian .......................................................................... 30 

3.2 Jenis dan Sifat Penelitian ................................................................... 31 

3.3 Metode Penelitian ................................................................................ 32 

3.4 Pemilihan Informan ............................................................................ 32 

3.5 Teknik Pengumpulan Data ................................................................ 33 

3.6 Keabsahan Data .................................................................................. 34 

3.7 Teknik Analisis Data ........................................................................... 35 

BAB IV  HASIL PENELITIAN DAN PEMBAHASAN .................................. 37 

4.1 Subjek dan Objek Penelitian ............................................................. 37 

4.1.1.  Subjek Penelitian .................................................................................. 37 

4.1.2.1  Partisipan 1 –Wanghen ...................................................................... 40 

4.1.2.2  Partisipan 2 –Zenith D Clement ........................................................ 41 

4.1.2.3  Partisipan 3 – Nino Kurtz .................................................................. 41 

4.1.2.4  Partisipan 4 – Ryohel Takomura ...................................................... 41 

4.1.2.5  Partisipan 5 –Abuy Bloodyeast ......................................................... 42 

4.1.2.  Objek Penelitian ................................................................................... 42 

4.2 Hasil Penelitian .................................................................................... 43 

4.2.1.  Afiliasi .................................................................................................... 43 

4.2.2.  Ekspresi ................................................................................................. 49 

4.2.3.  Kolaborasi ............................................................................................. 54 

4.2.4. Sirkulasi .................................................................................................. 56 

4.3 Pembahasan ......................................................................................... 59 

4.3.1.  Afiliasi sebagai Fondasi Partisipasi dalam Komunitas Kota Baru 

Roleplay ............................................................................................................ 60 

4.3.2.  Ekspresi sebagai Wujud Kreativitas dan Identitas dalam Komunitas 

KBRP ................................................................................................................ 63 

4.3.3.  Kolaborasi sebagai Proses Pemecahan Masalah Kolektif dalam 

Komunitas KBRP ............................................................................................ 68 

BAB V  KESIMPULAN DAN SARAN ............................................................. 76 



 

 

x 
Budaya Partisipatif pada…, Aristo Geofany Fernandez, Universitas Multimedia Nusantara 

  

5.1 Kesimpulan ................................................................................................ 76 

5.2 Saran ........................................................................................................... 77 

5.2.1 Saran Akademis .................................................................................. 78 

5.2.2 Saran Praktis ....................................................................................... 78 

DAFTAR PUSTAKA .......................................................................................... 79 

LAMPIRAN ......................................................................................................... 83 

 

 

 

 

 

  



 

 

xi 
Budaya Partisipatif pada…, Aristo Geofany Fernandez, Universitas Multimedia Nusantara 

  

DAFTAR TABEL 
 

Tabel  2.1 Tabel Penelitian Terdahulu .................................................................. 17 
Tabel  4.1 Daftar Informan.................................................................................... 38 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  



 

 

xii 
Budaya Partisipatif pada…, Aristo Geofany Fernandez, Universitas Multimedia Nusantara 

  

DAFTAR GAMBAR 

 

Gambar 1.1 Konsumen bermain game dalam sehari 2023 ..................................... 1 
Gambar 1.2  Poster game Grand Theft Auto V ....................................................... 4 
Gambar 1.3 Jumlah Pemain pada Kota Baru Roleplay ........................................... 7 
Gambar 1.4 Kamus Warga Baru ............................................................................. 9 
Gambar 4.1 Katalog Mobil Impor ......................................................................... 44 
Gambar 4.2 Youtuber Roleplay Putri RP .............................................................. 45 
Gambar 4.3 Squawk atau twitter Kota Baru Roleplay .......................................... 48 
Gambar 4.4 Dokumentasi Gathering Kota Baru Roleplay.................................... 49 
Gambar 4.5 Lowongan Mekanik Kota Baru ......................................................... 51 
Gambar 4.6 Tiktok untuk live streaming Abuy .................................................... 53 
Gambar 4.7 Info recruitment Kota Baru roleplay ................................................. 59 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

  



 

 

xiii 
Budaya Partisipatif pada…, Aristo Geofany Fernandez, Universitas Multimedia Nusantara 

  

DAFTAR LAMPIRAN 
 

LAMPIRAN A Hasil Turnitin ........................................................................... 83 
LAMPIRAN B Form Bimbingan Skripsi ......................................................... 84 
LAMPIRAN C Pertanyaan Penelitian (Budaya Partisipatif) ......................... 85 
LAMPIRAN D Lembar Persetujuan dan Transkrip ...................................... 87 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


