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ABSTRAK

Ayu Angraeni Putri. 201510415045. Komunikasi Antarbudaya Diantara
Pemain Game Online Playerunknown’s Battlegrounds (PUBG) Mobile (Studi
Kasus Komunikasi Menggunakan Fitur Voice Chat Game Online
Playerunknown’s Battlegrounds (PUBG) Mobile).

Penelitian ini mendiskusikan proses komunikasi antarbudaya yang
berlangsung melalui fitur voice chat game online Playerunknown’s Battlegrounds
(PUBG) Mobile dan stereotip-stereotip yang timbul dari komunikasi antarbudaya
diantara pemain. Game online Playerunknown’s Battlegrounds (PUBG) Mobile
merupakan game multi pemain berbasis internasional yang memungkinkan
pemain dari berbagai daerah dan negara bertemu dan berkomunikasi dalam
permainan. Sehingga tujuan dari penelitian ini adalah untuk mengetahui proses
komunikasi antarbudaya yang terjadi dan pembentukan stereotip pada pemain
game online Playerunknown’s Battlegrounds (PUBG) Mobile. Metode penelitian
yang digunakan adalah studi kasus dengan pendekatan kualitatif. Penelitian ini
menggunakan teori uses and gratification sebagai landasan dalam melakukan
penelitian.

Hasil penelitian menunjukkan bahwa meskipun proses komunikasi
diantara pemain game mengalami hambatan perbedaan bahasa, tetapi pemain
game online Playerunknown’s Battlegrounds (PUBG) Mobile tetap meneruskan
permainan karena memiliki tujuan tersendiri yang ingin dicapai melalui
komunikasi di dalam game. Hal ini sesuai dengan teori uses and gratification
bahwa pemilihan dan penggunaan media oleh khalayak dilakukan secara sengaja
dan tindakan termotivasi oleh tujuan. Pembentukan stereotip pada pemain juga
berdasarkan pada pengalaman bermain dan pengalaman komunikasi melalui voice
chat diantara pemain game online Playerunknown’s Battlegrounds (PUBG)
Mobile.

Kata kunci  : Game online Playerunknown’s Battlegrounds (PUBG) Mobile,
Teori Uses and Gratification, Stereotip
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ABSTRACT

Ayu Angraeni Putri. 201510415045. Intercultural Communications
Between Online Game Players Playerunknown’s Battlegrounds (PUBG) Mobile
(Communication case studies using voice chat features in online game
Playerunknown’s Battlegrounds (PUBG) Mobile)

This research discuss processes of intercultural communication that goes
through features voice chat an online game Playerunknown’s Battlegrounds
(PUBG) Mobile and stereotypes arising from intercultural communication of
player. An online game pubg is game multiplayer based international which
enables the player of various area and state meet and communicate in the game.
So the purpose of this research is to find processes of intercultural communication
occurring and the formation of stereotype in the online game Playerunknown’s
Battlegrounds (PUBG) Mobile. Research methodology used is a case study with a
qualitative approach. This research using the theory uses and gratification as the
basis of research.

This research results show that though the process communication
between players game difficult language differences, but the online games
Playerunknown’s Battlegrounds (PUBG) Mobile fixed continue game because
have a purpose separate to be achieved through communication in the game. This
is in accordance with the theory uses and gratification that the selection and the
use of media by people done deliberately and tha act of motivated by the purpose.
The formation of stereotype on a player based on experience of playing and
experience communication through voice chat of players an online game
Playerunknown’s Battlegrounds (PUBG) Mobile.

Keywords : Online game Playerunknown’s Battlegrounds (PUBG) Mobile,
Uses and Gratification Theory, Stereotypes
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