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ABSTRAK

Aktivitas bermain game online di Indonesia sangat populer khususnya genre
game FPS (First Person Shooting) seperti game online Counter Strike 2. Counter
Strike 2 merupakan sebuah game dengan genre FPS yang dimana membutuhkan
komunikasi antar tim yang baik dalam bermain, adanya fitur fitur komunikasi
dalam game online Counter Strike 2 sebagai sarana melakukan interaksi dengan
antar individu selama bermain tentu menciptakan sebuah fenomena komunikasi
virtual. Kepopuleran game online Counter Strike 2 juga memberikan dampak
terhadap kemunculan berbagai macam komunitas game online FPS di Indonesia
khususnya game online Counter Strike 2 sendiri, keberagaman komunitas virtual
yang terbentuk juga memunculkan budaya yang beragam di setiap komunitas.

Penelitian ini bertujuan untuk mengetahui budaya dan pola komunikasi yang
terjadi pada komunitas game online Counter Strike 2 Indonesia. Dalam penelitian
ini menggunakan metode kualitatif melalui pendekatan etnografi virtual dengan
empat level analisis media siber. Teknik pengumpulan data dilakukan dengan cara
observasi partisipan, wawancara dan dokumentasi.

Hasil penelitian menunjukkan adanya perbedaan budaya yang terjadi pada
setiap komunitas Counter Strike 2 Indonesia yang dipengaruhi oleh motif dan
motivasi setiap anggota pada dunia offline. serta adanya tiga penggunaan pola
komunikasi virtual pada kedua anggota komunitas selama bermain game online
Counter Strike 2 berupa pola komunikasi sekunder, primer dan sirkular.

Kata Kunci: Pola Komunikasi Virtual, Etnografi Virtual, Counter Strike 2, Game
Online, Analisis Media Siber.
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ABSTRACT

The activity of playing online games in Indonesia is very popular, especially
in the FPS (First Person Shooter) genre, such as the online game Counter Strike 2.
Counter Strike 2 is an FPS game that requires good team communication during
gameplay. The communication features within the online game Counter Strike 2
serve as a means of interaction between individuals while playing, creating a
phenomenon of virtual communication.

The popularity of the online game Counter Strike 2 has also contributed to
the emergence of various online FPS game communities in Indonesia, particularly
within the Counter Strike 2 community. The diversity of these virtual communities
has led to the development of varied cultures within each community. This study
aims to examine the culture and communication patterns that occur within the
Counter Strike 2 online game community in Indonesia.

The study employs a qualitative method with a virtual ethnography
approach, using four levels of cyber media analysis. Data collection techniques
include participant observation, interviews, and documentation. The results of the
study indicate cultural differences within each Counter Strike 2 community in
Indonesia, influenced by the motives and motivations of each member in the offline
world. Additionally, three patterns of virtual communication were identified among
community members during online gameplay in Counter Strike 2, namely
secondary, primary, and circular communication patterns.

Keywords: Virtual Communication Patterns, Counter-Strike 2, Online Game,
Cyber Media Analysis.



