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ABSTRAK 

Fenomena industri game yang semakin banyak menghadirkan video game 
membuat remaja semakin sering memainkan game online sehingga memunculkan 

istilah gamer. internet membuat anak muda hidup dalam tanda industri budaya. 

menciptakan identitas melalui konsumsi aktif dan terbentuk atas dasar komoditas 

diantaranya budaya bermain video game. Gamer tersebut sudah menjadi budaya 

atau kebiasaan dikalangan anak muda khususnya remaja Surabaya dalam 

berkegiatan bermain game. memiliki ide dalam mengekspresikan serta 

memaknainya. munculnya subkultur gamer ini karena budaya digital yang mulai 

mendominasi dalam kehidupan masyarakat kontemporer. 

terdapat pertanyaan untuk pembahasan dalam penelitian ini, sebagai 

berikut :(1) Bagaimana gambaran perilaku dari pelaku gamer DOTA 2 dikalangan 

remaja Surabaya? (2) Apa bentuk dan faktor terjadinya Subkultur gamer DOTA 2 

dikalangan remaja Surabaya? 

Tipe penelitian ini menggunakan metode kualitatif, mencoba untuk 

menganalisa pemasalahan menggunakan teori subkultur Dick Hebdige dan teori 

pendukung Identitas Anthony Giddens, teknik menentukan informan dengan 

purposive sampling. sesuai dengan kriteria untuk penelitian. dengan proses 

pengumpulan data menggunakan metode observasi, indepth interview, dan 

dokumentasi. 

berdasarkan hasil penelitian ini menghasilkan kesimpulan bahwa 

terjadinya subkultur gamer adanya budaya game online dalam membentuk 

identitas, faktor yang penyebab karena lingkungan, teman dekat, penasaran. 

fenomena subkultur gamer lebih memberikan pandangan positif, perilaku gamer 
DOTA 2 merupakan aktivitas yang positif Seperti mereka melakukan aktivitas 

bermain DOTA 2 tidak serta merta hanya mengisi waktu luang ataupun hobi, 

melainkan juga menghasilkan dari aktivitas tersebut. 

Kata Kunci : Subkultur, Gamer, Game Online, Identitas 
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ABSTRACT 

  

The phenomenon of the game industry that is increasingly presenting 

video games makes teenagers more and more often play online games, thus giving 

rise to the term gamer. the internet makes young people live in the sign of the 

cultural industry. creates identity through active consumption and is formed on the 

basis of commodities including the culture of playing video games. The gamer has 

become a culture or habit among young people, especially teenagers in Surabaya, 

in playing games. have ideas in expressing and interpreting them. The emergence 

of this gamer subculture is due to the digital culture that is starting to dominate in 

the life of contemporary society. 

There are questions for discussion in this study, as follows: (1) What is the 

description of the behavior of DOTA 2 gamers among Surabaya teenagers? (2) 

What are the forms and factors of the occurrence of DOTA 2 gamer subculture 

among Surabaya youth? 

This type of research uses qualitative methods, tries to analyze the 

problem using Dick Hebdige's theory of subculture and Anthony Giddens's theory 

of identity support, techniques to determine informants by purposive sampling. 

according to the criteria for the study. with the data collection process using the 

method of observation, in-depth interviews, and documentation. 

based on the results of this study resulted in the conclusion that the 

occurrence of a gamer subculture is an online game culture in forming identity, 

the factors that cause it are the environment, close friends, curiosity. The 

phenomenon of gamer subculture gives a more positive view, the behavior of 

DOTA 2 gamers is a positive activity. As they do the activity of playing DOTA 2, 

it doesn't just fill their spare time or hobby, but also earns from these activities. 

Keywords : Subculture, Gamer, Online Game, Identity 
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