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PRAKTIK KONSUMSI PEMAIN GAME GTA V SERVER KOTAKITA 

ROLEPLAY INDONESIA 

Muhammad Rifqi Santoso 

 

ABSTRAK 

 

 Penulisan penelitian ini adalah untuk menentukan masalah utama tentang 

bagaimana praktik konsumsi pemain di server Kotakita Roleplay mencerminkan 

teori konsumsi Pierre Bourdieu, khususnya hal habitus, modal, arena dalam game 

GTA V di server Kotakita Roleplay. Untuk mempelajari lebih lanjut tentang 

perilaku konsumsi pemain, penelitian ini menggunakan pendekatan kualitatif yang 

melibatkan wawancara mendalam dan observasi partisipatif, selain itu penelitian ini 

juga menggunakan new etnografi Hasil penelitian menunjukkan bahwa kebiasaan 

konsumsi di server Kotakita Roleplay menunjukkan struktur sosial dan kekuasaan 

dalam kehidupan nyata para pemain, serta preferensi mereka. Habitus dan modal 

pemain sangat memengaruhi bagaimana mereka melakukan konsumsi. Pola 

konsumsi pemain game online di era digital telah dipengaruhi oleh perkembangan 

pesat game online, termasuk game Grand Theft Auto V (GTA V) yang dimainkan 

di server Kotakita Roleplay. Pemain akan mengumpulkan modal-modal seperti 

modal ekonomi, sosial, budaya, dan simbolik, yang akan mereka gunakan dalam 

“bertarung” di arena dengan cara yang berbeda dari masing-masing pemain. 

 

Kata Kunci: Konsumsi, GTA V, Roleplay, Bourdieu, Habitus, Modal, Arena, 

Komunitas Game. 
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CONSUMPTION PRACTICES OF GTA V GAME PLAYERS ON 

KOTAKITA ROLEPLAY SERVER INDONESIA 

Muhammad Rifqi Santoso 

 

 

ABSTRACT 

 

 The writing of this research aims to identify the main issue regarding how 

the consumption practices of players on the Kotakita Roleplay server reflect Pierre 

Bourdieu's theory of consumption, particularly in terms of habitus, capital, and field 

within the GTA V game on the Kotakita Roleplay server. To further explore player 

consumption behavior, this study employs a qualitative approach involving in-

depth interviews and participatory observation. Additionally, the research uses new 

ethnography. The results show that consumption habits on the Kotakita Roleplay 

server reflect the real-life social structures and power dynamics of the players, as 

well as their preferences. Players' habitus and capital significantly influence how 

they engage in consumption. The consumption patterns of online game players in 

the digital era have been shaped by the rapid development of online games, 

including Grand Theft Auto V (GTA V), which is played on the Kotakita Roleplay 

server. Players accumulate various forms of capital, such as economic, social, 

cultural, and symbolic capital, which they use to "compete" in the field, each in 

different ways. 

 

 

Keywords: Consumption, GTA V, Roleplay, Bourdieu, Habitus, Capital, Field, 

Gaming Community. 
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