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ABSTRAK

Dzakwan Amar Zuhdi, 202220351003. Kekerasan Berbasis Gender Dalam
Komunikasi Virtual Pemain Perempuan Game Online Mobile Legends.

Tujuan penelitian ini adalah untuk menganalisis komunikasi virtual yang dilakukan
pemain Perempuan Game Online Mobile Legends dan menganalisis pesan makna
Kekerasan Berbasis Gender Online (KBGO) yang dialami pemain Perempuan dalam
bermain Game Online Mobile Legends. Penelitian ini menggunakan pendekatan
kualitatif dan metode etnografi virtual. Teknik pengumpulan data yang digunakan
dalam penelitian ini adalah observasi partispan, dokumentasi, dan wawancara. Subjek
dalam penelitian 9 informan terdiri dari 6 korban yang mengalami kekerasan berbasis
gender di game Mobile Legends dari komunitas Circle Luna Nera dan 3 pelaku yang
ditemukan pada saat bermain game Mobile Legends melalui observasi. informan
dipilih secara purposive sampling. Hasil penelitian ditemukan bahwa komunikasi
virtual pemain Perempuan game Mobile Legends terjadi melalui model komunikasi
vitual hyperpersonal terdiri dari unsur Senders, Receivers, Messages, Channel, dan
Feedback. Proses komunikasi virtual pemain Perempuan dianalisis menggunakan 4
level analisis media siber mulai dari level ruang media pemain Perempuan
menggunakan identitas, fitur, dan channel komunikasi di game Mobile Legends. Pada
level dokumen media terdapat topik diskusi. Pada level objek media terdapat bentuk
komunikasi dua arah antara pemain Perempuan dan pelaku KBGO dan istilah kata yang
hanya dipahami komunitas tertentu. Terakhir pada level pengalaman pemain
Perempuan merasakan pengalaman interaksi dengan pemain lainnya dan pelaku KBGO
saat bermain game Mobile Legends. Pesan makna kekerasan berbasis gender online
(KBGO) dialami pemain Perempuan pada jenis KBGO Cyber Harassment, Sexting,
Cyber Hacking, Cyber Stalking, Cyber Recruitment dan Malicious Distirbution melalui
fitur komunikasi teks chat dan channel komunikasi In-game. Pesan makna kekerasan
yang dialami pemain Perempuan ditemukan pada visualisasi word cloud berupa kata-
kata merendahkan gender, hinaan seksual, kata-kata kasar dan sebagainya. Teori
Apathetic Villager mengarahkan hasil temuan penelitian ini bahwa pemain Perempuan
game Mobile Legends komunitas Circle Luna Nera mayoritas memiliki sikap apatis
atau terbiasa terhadap kekerasan yang terjadi di dalam game Mobile Legends namun
ada sebagian pemain Perempuan berusaha melawan KBGO tersebut.

Keyword: Kekerasan berbasis gender, Perempuan, Mobile Legends
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ABSTRACT

Dzakwan Amar Zuhdi, 202220351003. Gender-Based Violence in Virtual
Communication of Female Players of the Online Game Mobile Legends.

This research aims to analyze the virtual communication carried out by female players
of the Mobile Legends online game and analyze the meaning of online gender-based
violence (KBGO) messages experienced by female players when playing the Mobile
Legends online game. This research uses a qualitative approach and virtual
ethnographic methods. The data collection techniques used in this research were
participant observation, documentation, and interviews. The subjects in the study were
9 informants consisting of 6 victims who experienced gender-based violence in the
Mobile Legends game from the Circle Luna Nera community and 3 perpetrators who
were found while playing the Mobile Legends game through observation. Informants
were selected using purposive sampling. The research found that virtual
communication between female players of the Mobile Legends game occurs through a
hyperpersonal virtual communication model consisting of senders, receivers,
messages, channels, and feedback. The virtual communication process of female
players is analyzed using 4 levels of cyber media analysis, starting from the media
space level of female players using identities, features, and communication channels in
the Mobile Legends game. At the media document level, there are discussion topics. At
the media object level there is a form of two-way communication between female
players and KBGO actors and terms only understood by particular communities.
Finally, at the experience level, female players experience interaction with other
players and KBGO players when playing the Mobile Legends game. Messages about
the meaning of online gender-based violence (KBGO) experienced by female players
in the KBGO Cyber Harassment, Sexting, Cyber Hacking, Cyber Stalking, Cyber
Recruitment and Malicious Distirbution types through text chat communication
features and in-game communication channels. Messages about the meaning of
violence experienced by female players were found in word cloud visualizations in the
form of gender-degrading words, sexual insults, harsh words, and so on. The Apathetic
Villager theory refers to the findings of this research, which show that the female
players of the Mobile Legends game in the Circle Luna Nera community mostly have
an apathetic attitude or are accustomed to the violence that occurs in the game, but
some female players try to fight against KBGO.

Keywords: Gender based violence, Female, Mobile Legends
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