IR - PERPUSTAKAAN UNIVERSITAS AIRLANGGA
S7

REFERENCES

Adi, Sudharma. 2018. “Booming eSport, Arena Game di Surabaya
Bertransformasi Total untuk Layani Para Atlet eSport Berlatih.”
Surya.co.id. 8 October. Accessed July 9, 20109.
https://surabaya.tribunnews.com/2018/10/08/booming-esport-arena-game-
di-surabaya-bertransformasi-total-untuk-layani-para-atlet-esport-berlatih.

Agustino, Steven D. 2013. Immersive Environments, Augmented Realities, and
Virtual Worlds: Assessing Future Trends in Education. Philadelphia: 1GI
Global.

Akbar, Arsyie. 2013. Makna Game Online Bagi Gamers di Surabaya. Surabaya:
Universitas Airlangga.

Amin, interview by Satria Wicaksana Wahyudi. 2019. The Consumption of In-
game ltems on Rainbow Six: Siege's Players in Kentang Itu Buah atau
Sayur Community (20 March).

Anjungroso, Fajar. 2014. Tribun News. 31 January. Accessed March 17, 2019.
https://www.google.co.id/amp/m.tribunnews.com/amp/iptek/2014/01/31/a
da-25-juta-orang-indonesia-doyan-main-game-online.

Barr, Alistair. 2011. Amazon may benefit as digital goods sales jump. 23
December. Accessed October 22, 2018.

Baudrillard, Jean. 1998. The Consumer Society. Sage.

Bauman, Z, and T May. 2001. Thinking Sociologically (2nd ed.). Blackwell
Oxford.

Belk, R. W. 1995. Collecting in a Consumer Society. London: Routledge.

Berg, Bruce L. 2001. Qualitative Research Methods for The Social Sciences.
Massachusets: Pearson Education Company.

Blackshaw, Tony. 2010. Key Concepts in Community Studies. London: SAGE
Publications.

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

Boyce, Carolyn and Palena Neale. 2006. Guide for Designing and Conducting In-
Depth Interviews for Evaluation Input. Watertown,MA: Pathfinder
International.

SKRIPSI THE CONSUMPTION OF... SATRIA WICAKSANA WAHYUDI



IR - PERPUSTAKAAN UNIVERSITAS AIRLANGGA
58

Brown, Matt. 2019. Windows Central. 25 January. Accessed March 17, 2019.
https://www.google.co.id/amp/s/www.windowscentral.com/rainbow-six-
siege-2019-collection%3famp.

Cavanagh, Allison. 1999. Behaviour in Public? : Ethics in Online Ethnography.

Cheung, Christy. 2015. “Promoting Sales of Online Games through Customer
Engagement.” Electronic Commerce Research and Applications 1-45.

Denzin, N. and Y. Lincoln. 2005. Handbook of qualitative research (3rd ed.).
Thousand Oaks: Sage.

Dolu, S. 1993. Medya ve Tiiketim Cilginligi. istanbul: Dii’liinen Yayimnlari.

du Gay, Paul. 1997. Doing Cultural Studies: The Story of the Sony Walkman.
London: Sage Publications.

du Gay, Paul, et al. 1997. Doing Cultural Studies: The Story of the Sony
Walkman. London: Sage Publications.

Evans, Elizabeth. 2015. “The economics of free: Freemium games, branding and
the impatience economy.” The International Journal of Research into New
Media Technologies 1-18.

Fahmi, interview by Satria Wicaksana Wahyudi. 2019. The Consumption of In-
Game Items on Rainbow Six: Siege's Players in Kentang Itu Buah Atau
Sayur Community (1 April).

Farganis, James. 1993. Readings in Social Theory: The Classic Tradition to Post-
Modernism. New York: McGraw-Hill.

Featherstone, M. 1991. Consumer Culture and Postmodernism. London: Sage.
Featherstone, Mike. 1990. “Sociology : Perspective of Consumer Culture.”

Gentile, D. A. and C. A. Anderson. 2003. “Violent video games: The newest
media.” Media violence and children: A complete guide for parents and
professionals 131-152.

Griffiths, M. D. and N. Hunt. 1995. “Computer game playing in adolescence:
Prevalence.” Journal of Community and Applied Social 189-193.

HALE, JACOB. 2018. Ginx EsportsTV. 24 October. Accessed April 9, 2019.
https://ginx.tv/rés/rainbow-six-siege-overtake-csgo/.

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

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

SKRIPSI THE CONSUMPTION OF... SATRIA WICAKSANA WAHYUDI



IR - PERPUSTAKAAN UNIVERSITAS AIRLANGGA
59

Ho, Shu Hsun and Chiung Hui Huang. 2009. “Exploring success factors of video
game communities in hierarchical linear modeling: The perspectives of
members and leaders.” Computers in Human Behavior 761-7609.

Intelligence, DFC. 2011. Online Game Market Forecasts 2011. San Diego, CA:
DFC Intelligence.

Juariyah, Rachmah Ida, and Bagong Suyanto. 2017. "The Context of Video Game
in Social-Culture Observation in Indonesia." I0OSR Journal Of Humanities
And Social Science (IOSR-JHSS) 64-75.

Kinnevy, Susan and Guy Enosh. 2002. “Problems and Promises in the Study of
Virtual Communities.” Journal of Technology in Human Services 119-
134.

Kusuma, Fajar Martha. 2010. Analisis Pegaruh Brand Community Terhadap
Loyalitas Merk Pada Pengguna Honda MegaPro di Surabaya. Semarang:
Universitas Diponegoro.

Lawton, Paul K. 2005. Capital and Stratification within Virtual Community: A
Case Study of Metafilter.com. Thesis: Alberta: University of Lethbridge.

Lehdonvirta, Villi. 2009. “Who Buy Virtual Goods.” Virtual Cosnumption.

Lehdorvirta, Vili. 2009. Virtual Consumption. Finland: Turku School of
Economics.

Lehtiniemi, T. Lehdonvirta, V. 2007. “How Big is The RMT Market Anyway.”
Virtual Economy Research Network. <http://virtual-
enonomy.org/blog/how_big_is_the_rmt_market_anyw>.

Orkin, Lucien Soulban and Haris. 2009. Writing for Video Game Genres.
Wellesley, Massachusetts: A K Peters, Ltd.

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

Permata, Eriesta Lila. 24 June 2011. “Consumption of Batik Products (A Case of
Airlangga University Students).” Thesis, Surabaya.

Peterson, Richard A. 1983. “Patterns of Cultural Choice.” American Behavioral
Scientist 424.

Roesdiono, Nadia Seassi. 29 January 2015. “An Audience Study on Indonesian
Idol Talent Show.” Thesis, Surabaya.

Setiawan, Chandra Pratama. 18 June 2010. “Perilaku Bermain Game Online:
Studi Deskriptif Tentang Perilaku Remaja Perkotaan di Surabaya dalam
Bermain Game Online dan Aktivitas Sosial dalam Jejaring Komunitas
Virtual.” Thesis, Surabaya.

SKRIPSI THE CONSUMPTION OF... SATRIA WICAKSANA WAHYUDI



IR - PERPUSTAKAAN UNIVERSITAS AIRLANGGA
60

Spreadley, James. 1997. Metode Etnografi. Yogyakarta: Tiara Wacana.

Sugiyono. 2008. Metode Penelitian Kuantitatif, Kualitatif, dan R&D. Bandung:
Alfabeta.

Suryajaya, Martin. 2014. MarxismedanVideoGame. Accessed 2018.
http://indoprogress. com/2014/04/ marxisme-dan- video-game/.

2005. The Second Self: Computers and the Human Spirit. Cambridge: MIT Press.

Thomson, Steven R., Joseph D. Straubhaar and Drew M. Bolyard. 1998.
“Ethnomethodology and the Study of Online Communities: Exploring the
Cyber Streets.” Information Research 4.

Torlak, O. 2000. Tiiketim: Bireysel Eylemin Toplumsal Déniigiimii. Istanbul:
Inkilap Yayinlari.

Tucker, Jake. 2016. Vice. 5 August. Accessed April 9, 2019.
https://www.vice.com/en_us/article/9b8bdy/its-time-to-accept-that-
rainbow-six-siege-is-the-best-multiplayer-shooter-ever-855.

Turkle, Sherry. 2011. Alone Together: Why We Expect More From Technology
and Less From Each Other. New York: Basic Books.

Ubisoft. 2015. Tom Clancy's: Rainbow Six Siege. Accessed March 20, 2019.
https://rainbow6.ubisoft.com/siege/en-us/news/index.aspx.

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

2011. Video gamers play to 'adopt a new identity and experience superpowers. 5
August. Accessed May 20, 2019.
http://www.dailymail.co.uk/sciencetech/article-2022782/Video-gamers-
play-adopt-new-identity-experience-superpowers.html.

Virtanen, Taru. 2005. “Dimensions of Taste for Cultural Consumption— An
Exemplar of Constructing a Taste Pattern.” Research Network “Sociology
of Consumption 2.

Whitford, Katie. 2010. Conspicuous Consumption, Social Emulation and the
Consumer Revolution. 11 November. Accessed May 20, 2019.
http://newhistories.group.shef.ac.uk/wordpress/wordpress/conspicuous-
consumption-social-emulation-and-the-consumer-revolution/.

Wilk, R. 2004. “Moral and Methaphors: The Meaning of Consumption .” Elusive
Consumption 11-26.

Zain, Chusnur Rahmatila Ghina. 2018. Consumption and Identity: A Study of
Surabaya VIXion Solidarity Members . Surabaya: Universitas Airlangga.

SKRIPSI THE CONSUMPTION OF... SATRIA WICAKSANA WAHYUDI



IR - PERPUSTAKAAN UNIVERSITAS AIRLANGGA
61

Zelizer, V. 2002b. Intimate Transactions in The New Economic Sociology:
Development in An Emerging Field. New York: Sage.

SKRIPSI THE CONSUMPTION OF... SATRIA WICAKSANA WAHYUDI



	1. COVER PAGE
	2. INSIDE COVER PAGE
	3. DEGREE REQUIREMENT
	4. DECLARATION PAGE
	5. DEDICATION PAGE
	6. APPROVAL PAGE
	7. ACKNOWLEDGMENTS
	8. EPIGRAPH
	9. TABLE OF CONTENTS
	10. LIST OF FIGURES
	11. LIST OF APPENDICES
	12. ABSTRAK
	13. ABSTRACT
	14. CHAPTER I - INTRODUCTION
	15. CHAPTER II - LITERATURE REVIEW
	16. CHAPTER III - RESEARCH METHOD
	17. CHAPTER IV - RESULTS AND DISCUSSION
	18. CHAPTER V - CONCLUSION
	19. REFERENCES
	20. APPENDIX



