
Daftar Pustaka  

Cote, A. C., & Rai, S. (2022). Gatekeeping in Gaming Communities: How Online 

Spaces Construct and Enforce Insider Identity. New Media & Society, 24(6), 

1408–1425. 

Coyne, S. M., Stockdale, L., & Summers, K. (2021). Problematic Cell Phone Use, 

Depression, Anxiety, and Self-Regulation: Evidence From a Three-Year 

Longitudinal Study From Adolescence to Emerging Adulthood. Computers in 

Human Behavior. 

Cragan, J. F., & Shields, D. C. (2017). Symbolic Theories in Applied Communication 

Research: Bormann, Burke, and Fisher. Hampton Press. 

Creswell, J. W., & Poth, C. N. (2018). Qualitative Inquiry and Research Design: 

Choosing Among Five Approaches (4th ed.). Sage Publications. 

DataReportal. (2024). Digital 2024: Indonesia Report. 

https://datareportal.com/reports/digital-2024-indonesia 

Denzin, N. K., & Lincoln, Y. S. (2018). The SAGE Handbook of Qualitative Research 

(5th ed.). SAGE Publications, Inc. 

Discord. (2023). Discord 2023 Year in Review. 

Fauzan, L. A., Chairil, A. M., & Wibowo, A. A. (2023). Toxic Behavior Sebagai 

Komunikasi Virtual Pemain Game Online Mobile Legends: Bang Bang. Jurnal 

Komunikasi (UPN Veteran Jawa Timur), 17(2), 233–245. 

Gee, J. P. (2017). Affinity Spaces: From Age of Mythology to Today’s Schools. Teachers 

College Press. 

Griffin, E. M., Ledbetter, A., & Sparks, G. (2019). A FIRST LOOK AT 

COMMUNICATION THEORY TENTH EDITION. 

Kowert, R., & Quandt, T. (2016). The Video Game Debate: Unravelling the Physical, 

Social, and Psychological Effects of Digital Games. (1st ed.). Routledge. 

Lasmy, & Mehan, R. (2024). The Phenomenon of Brand Tribalism in Online Games 

Business. The Indonesian Journal of Business and Strategy, 12(1), 55–67. 

https://doi.org/10.21632/irjbs.17.1.43-51 

Leith, A. P., Duchenaut, N., & Moore, R. J. (2022). Collective Identity and Narrative 

Construction in Online Gaming Communities. Journal of Computer-Mediated 

Communication, 27(3), 1–18. 

Lincoln, Y. S., & Guba, E. G. (2018). Naturalistic inquiry. SAGE Publications. 



Littlejohn, S. W., Foss, K. A., & Oetzel, J. G. (2017). THEORIES OF HUMAN 

COMMUNICATION Eleventh Edition. 

Marczewski, A. (2022). Even Ninja Monkeys Like to Play: Unicorn Edition (2nd ed.). 

Gamified UK. 

Miles, M. B., Huberman, A. M., & Saldaña, J. (2018). Qualitative Data Analysis: A 

Methods Sourcebook (4th ed.). SAGE Publications, Inc. 

Moleong, L. J. (2019). Metodologi Penelitian Kualitatif (Revisi). PT Remaja 

Rosdakarya. 

Newzoo. (2023). Global Games Market Report 2023. 

Nuraeni, F. (2021). Citra dan Loyalitas Pemain Game Online dalam Perspektif 

Komunikasi Pemasaran Digital. Jurnal Komunikasi Dan Media, 9(1), 45–58. 

https://doi.org/10.21009/jkomedia.091.05 

Prasetyo, A., & Kusuma, D. (2022). Perilaku Toxic Gamer dan Pengaruhnya terhadap 

Loyalitas Pemain Game Online di Indonesia. Jurnal Ilmu Komunikasi Digital, 

5(2), 112–123. https://doi.org/10.31002/jikd.v5i2.2022 

Ruotsalainen, M., & Meriläinen, M. (2023). Young Video Game Players’ Self-

Identified Toxic Gaming Behaviour: An Interview Study. Eludamos: Journal for 

Computer Game Culture, 15(1), 32–47. https://doi.org/10.7557/23.7270 

Spradley, J. P. (2016). Participant Observation. Waveland Press, Inc. 

We Are Social. (2024). Digital 2024: Indonesia. 

Wijman, T. (2022). Global Games Market Report. Newzoo. 

Zubek, R. (2020). Elements of Game Design. MIT Press. 

 


