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Analisis Pengalaman Bermain Komunitas Gamers Dalam Sistem Pay-to-

Win (Game Online MMORPG Phantasy Star Online 2) 

 

RIZALDY IRFAN ADIMUKTI 

 

ABSTRAK 
 

Penerapan sistem game kontroversial berbayar bernama Pay-to-Win sudah 

mempengaruhi pengalaman pemain dari tahun ke tahun. Penelitian ini untuk menemukan 

alasan penerapan dan pemakaian sistem game pay-to-win di game Phantasy Star Online 2 

terhadap pengalaman bermain komunitas gamers. Metodologi Penelitian ini adalah Penelitian 

Kualitatif dengan pendekatan dalam penelitian ini menggunakan metode Fenomenologi 

merupakan studi mengenai pengalaman hidup seseorang dan bagaimana individu secara 

subjektif bisa merasakan pengalaman dan makna dari fenomena yang terjadi tersebut. Hasil 

Penelitian ini adalah dengan adanya pengimplemetasian sistem game pay-to-win di phantasy 

star online 2 bisa mempengaruhi pengalaman bermain pemain dan anggota komunitas gamer 

yang memunculkan berbagai macam alasan penggunaan sistem pay-to-win di Phantasy Star 

Online 2.  

 

 Kata Kunci : Sistem Pay-to-Win, Pengalaman Bermain, Fenomenologi. 
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Analisis Pengalaman Bermain Komunitas Gamers Dalam Sistem Pay-to-

Win (Game Online MMORPG Phantasy Star Online 2) 

 

RIZALDY IRFAN ADIMUKTI 

 

ABSTRACT 

The implementation of a controversial paid gaming system called Pay-to-Win has 

affected the player experience over the years. This research is to find out the reasons for 

implementing and using the pay-to-win game system in the Phantasy Star Online 2 game on 

the gaming experience of the gamers community. The methodology of this research is 

qualitative research with the approach in this research using the phenomenological method, 

which is a study of one's life experiences and how individuals can subjectively feel the 

experience and meaning of the phenomena that occur. The result of this research is that the 

implementation of the pay-to-win game system in Phantom Star Online 2 can affect the playing 

experience of players and members of the gamer community which raises various reasons for 

using the pay-to-win system in Phantasy Star Online 2. 

 

 Keywords : Pay-to-Win System, Play Experience, Phenomenology.
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