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MOTIF BERMAIN GAME ONLINE (STUDI KASUS PADA KOMUNITAS
PEMAIN MOBILE LEGENDS)

Sita Fimalasari Azmy

ABSTRAK

Fenomena game online MOBA pada smartphone saat ini menjadi pilihan bagi banyak
orang yang mencari hiburan akibat penat dengan kesehariannya karena sangat mudah
untuk dimainkan dengan hanya dalam genggaman saja tiap pemain bisa langsung
memainkannya. Game online MOBA pada smartphone terbaik yaitu Mobile Legends
sangat digemari pecinta game di dunia sejak kemunculannya pada tahun 2016. Indonesia
merupakan negara yang memiliki pemain Mobile Legends terbanyak dan terdapat pemain
yang bermain selama empat tahun keberadaan game tersebut. Disamping ketenaran
Mabile Legends di Indonesia, terdapat pula pemain yang tidak hanya bermain untuk
mencari kesenangan saja. Maka dari itu, penelitian ini bertujuan untuk mengetahui
bagaimana motif bermain game online studi kasus pada komunitas pemain Mobile
Legends dengan metode kualitatif dan pendekatan penelitian studi kasus tunggal menurut
Robert K. Yin. Teknik pengumpulan data penelitian ini menggunakkan wawancara
mendalam dengan sepuluh informan. Hasil penelitian pemain dilihat dari motif yang
terbagi menjadi dua yaitu in order to motive dan because motive. Penulis menemukan
pemain dengan because motives; kohesivitas kelompok, kompetisi dan citra diri.
Sedangkan in order to motives adalah; merasa memiliki skills dan menganggap dirinya
“sultan”, disfungsi keluarga, pengangguran, dan kecanduan.

Kata kunci: Moatif, studi kasus, komunitas, game online, Mobile Legends
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ONLINE GAME PLAYING MOTIVES (CASE STUDY ON THE MOBILE
LEGENDS PLAYER COMMUNITY)

Sita Fimalasari Azmy

ABSTRACT

The phenomenon of online MOBA games on smartphones is currently an option for many
people who are looking for entertainment due to fatigue with their daily lives because it is
very easy to play with just a hand, each player can immediately play it. The MOBA online
game on the best smartphone, Mobile Legends, is very popular with game lovers in the
world since its appearance in 2016. Indonesia is a country that has the most Mobile
Legends players and there are players who have played during the four years of the game's
existence. Besides the fame of Mobile Legends in Indonesia, there are also players who
don't just play for fun. Therefore, this study aims to determine the motives for playing online
case study games in the Mobile Legends player community using qualitative methods and
a case study research approach according to Robert K. Yin. The research data collection
technique used in-depth interviews with ten informants. The results of the player's research
are seen from the motives which are divided into two, namely in order to motive and
because motive. The author finds players with because motives; group cohesiveness,
competition and self-image. While in order to motives are; feel he has skills and consider
himself "sultan", family dysfunction, unemployment, and addiction.

Keywords: Motives, case studies, community, online games, Mobile Legends
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