
 
 

50 
 

REFERENCES 

 

Martínez, Bruno Rodríguez . 2017. Purchasing behaviour on aesthetic items in online 

video games with real currency: The case of Counter Strike: Global Offensive. 

Master Thesis, Uppsala: Uppsala Universitet. 

AliSports. 2018. World Electronic Sports Game. March 18. Accessed October 1, 2018. 

http://2017.wesg.com/en. 

Balasubramanian, Sridhar, and Vijay Mahajan. 2001. "The Economic Leverage of the 

Virtual Community." International Journal of Electronic Commerce: Marketing 

in the E-Channel 103-138. 

Bányai, Fanni, Mark D. Griffiths, Orsolya Király, and Zsolt Demetrovics. 2018. "The 

Psychology of Esports: A Systematic Literature Review." Journal of Gambling 

Studies 351-365. 

Barker, Chris. 2003. Cultural Studies: Theory and Practice . London: SAGE 

Publications. 

Barr, Alistair. 2011. Amazon may benefit as digital goods sales jump. December 23. 

Accessed October 1, 2018. https://www.reuters.com/article/us-amazon-

digitalgoods/amazon-may-benefit-as-digital-goods-sales-jump-

idUSTRE7BM12J20111223. 

Baudrillard, Jean. 1998. The Consumer Society: Myths and Structures. London: SAGE. 

Bocock, Robert. 1993. Consumption. London: Routledge. 

Bourdieu, Pierre. 1984. Distinction. Cambridge: Harvard University Press. 

Cheung, Christy M.K., Xiao-LIang Shen, Zach W.Y. Lee, and Tommy K.H Chan. 2015. 

"Promoting sales of online games through customer engagement." Electronic 

Commerce Research and Applications 241-250. 

Dailymail. 2011. Video gamers play to 'adopt a new identity and experience 

superpowers'. August 5. Accessed November 11, 2018. 

https://www.dailymail.co.uk/sciencetech/article-2022782/Video-gamers-play-

adopt-new-identity-experience-superpowers.html. 

de Certeau, Michel. 1984. The Practice of Everyday Life. Oakland: University of 

California Press. 

Djundik, Pavel, and Martin Benjamins. 2019. SteamDB - Counter-Strike: Global 

Offensive. May 12. Accessed May 12, 2019. https://steamdb.info/app/730/. 

—. 2019. SteamDB - PLAYERUNKNOWN'S BATTLEGROUNDS. July 16. Accessed July 

16, 2019. https://steamdb.info/app/578080/. 

IR-PERPUSTAKAAN UNIVERSITAS AIRLANGGA

SKRIPSI CONSUMPTION PATTERN OF ... ABDURRACHMAN NUR F



51 
 

 
 

du Gay, Paul, Stuart Hall, Linda Janes, Koed Anders Madsen, Hugh Mackay, and Keith 

Negus. 1997. Doing Cultural Studies: The Story of the Sony Walkman. London: 

Sage Publications. 

Featherstone, Mike. 2007. Consumer Culture and Postmodernism. London: SAGE 

Publication LTD. 

Flurry. 2011. Free-to-play Revenue Overtakes Premium Revenue in the App Store. July 7. 

Accessed March 14, 2019. https://www.flurry.com/post/113367742230/free-to-

play-revenue-overtakes-premium-revenue-in. 

Hagel, John, and Arthur G. Armstrong. 1997. Net Gain: Expanding Markets through 

Virtual Communities. Boston: Harvard Business Review Press. 

Hammersley, Martyn, and Paul Atkinson. 2007. Ethnography: Principles in Practice. 

New York: Routledge. 

Hine, Christine. 2000. Virtual Ethnography. London: SAGE Publications. 

Jung, Yoonhyuk, and Suzanne D. Pawlowski. 2014. "Virtual goods, real goals: Exploring 

means-end goal structures of consumers in social virtual worlds." Information & 

Management 520-531. 

Kozinets, Robert V. 1999. "E-tribalized marketing?: the strategic implications of virtual 

communities of consumption." European Management Journal 252-264. 

—. 2010. Netnography: The Marketer's Secret Weapon – How Social Media 

Understanding Drives Innovation. Mountain View: NetBase. 

Kozinets, Robert V. 1998. "On Netnography: Initial Reflections on Consumer Research 

Investigations of Cyberculture." NA - Advances in Consumer Research 366-371. 

Lawton, Paul K. 2005. Capital and Stratification within Virtual Community: A Case 

Study of metafilter.com. Masther Thesis, Lethbridge: University of Lethbridge. 

Liao, Shannon. 2018. Counter-Strike: GO adds new battle royale mode and goes free-to-

play. December 6. Accessed April 17, 2019. 

https://www.theverge.com/2018/12/6/18129666/counter-strike-go-danger-zone-

battle-royale-mode-free-to-play-expansion. 

Lin, Holin, and Chuen-Tsai Sun. 2010. "Cash Trade Within the Magic Circle: Free-to-

Play Game Challenges and Massively Multiplayer Online Game Player 

Responses." Games and Culture 271-287. 

Mäyrä, Frans. 2008. An Introduction to Game Studies. London: SAGE Publication LTD. 

Moll, Adam Afif. 2016. Consumption Pattern in DOTA 2 Trade Center Indonesia: A 

Virtual Ethnography Study. Undergraduate Thesis, Surabaya: Universitas 

Airlangga. 

Nayeem, Tahmid. 2012. "Cultural Influences on Consumer Behaviour." International 

Journal of Business and Management 78-91. 

IR-PERPUSTAKAAN UNIVERSITAS AIRLANGGA

SKRIPSI CONSUMPTION PATTERN OF ... ABDURRACHMAN NUR F



52 
 

 
 

Orland, Kyle. 2018. Valve leaks Steam game player counts; we have the numbers. July 7. 

Accessed September 28, 2018. https://arstechnica.com/gaming/2018/07/steam-

data-leak-reveals-precise-player-count-for-thousands-of-games/. 

Park, Bong-Won, and Kun Chang Lee. 2011. "An Empirical Analysis of Online Gamers’ 

Perceptions of Game Items: Modified Theory of Consumption Values 

Approach." Cyberpsychology Behavior and Social Networking 453-459. 

Paterson, Mark. 2006. Consumption and Everyday Life. New York: Routledge. 

Shaw, Adrienne. 2013. "On Not Becoming Gamers: Moving Beyond the Constructed 

Audience." Ada: A Journal of Gender, New Media & Technology.  

Turkle, Sherry. 2011. Alone Together: Why We Expect More From Technology and Less 

From Each Other. New York: Basic Books. 

Valve. 2012. About CS:GO. August 12. Accessed September 29, 2018. 

http://blog.counter-strike.net/index.php/about/. 

—. 2018. Welcome to the Danger Zone. December 6. Accessed April 17, 2019. 

https://blog.counter-strike.net/index.php/2018/12/21519/. 

Van Eijck, Koen. 2000. "Richard A. Peterson and Culture of Consumption." Poetics 207-

224. 

Veblen, Thorstein. 1994. The Theory of the Leisure Class. Harmondsworth: Penguin. 

WePC. 2019. 2019 Video Game Industry Statistics, Trends & Data. April 1. Accessed April 

14, 2019. https://www.wepc.com/news/video-game-statistics/. 

 

 

 

IR-PERPUSTAKAAN UNIVERSITAS AIRLANGGA

SKRIPSI CONSUMPTION PATTERN OF ... ABDURRACHMAN NUR F


	1. COVER PAGE
	2. INSIDE COVER PAGE
	3. DECLARATION
	4. APPROVAL SHEET
	5. ACKNOWLEDGEMENT
	6. TABLE OF CONTENTS
	7. LIST OF TABLES
	8. ABSTRAK
	9. ABSTRACK
	10. CHAPTER I INTRODUCTION
	11. CHAPTER II LITERATURE REVIEW
	12. CHAPTER III RESEARCH METHOD
	13. CHAPTER IV RESULT AND DISCUSSION
	14. CHAPTER CONCLUSION
	15. REFERENCES
	16. APPENDIX



