DAFTAR PUSTAKA

Andreas, R., & Arymami, D. (2022). Hasrat Konsumsi Virtual dalam Permainan
Daring Mobile Legendss: Perspektif Deleuze dan Guattari. Jurnal Pemikiran
Sosiologi, 8(2), 209-242.

Casas, J. A., Ortega-Ruiz, R., & Monks, C. P. (2020). Cyberbullying: A changing
phenomenon. In Online peer engagement in adolescence (pp. 71-84).
Routledge.

Clement, J. (2022, Oktober 20). Distribution of video gamers in the United States
from 2006 to 2022, by gender. Statista.

https://www.statista.com/statistics/232383/gender-split-of-us-  computer-

and-video-gamers/

Devianti, T. A., & Nurchayati, N. (2023). Women Gamers’ Problems and Coping
Strategies. Character Jurnal Penelitian Psikologi, 10(1), 168-186.

De Pasquale C, Sciacca F, Martinelli V, Chiappedi M, Dinaro C, Hichy Z.
Relationship of internet gaming disorder with psychopathology and social
adaptation in Italian young adults. Int J Environ Res Public Health.
2020;17:8201. https://doi.org/10.21203/rs.3.rs-15488/v1.

Fajriana, R., & Shofah, N. A. (2024). Bahasa Trash Talking dalam Komunikasi
Antar Pemain Mobile Legendss: Bang Bang Melalui Pendekatan
Sosiolinguistik. KONASINDO: Konferensi Nasional Mahasiswa Sastra
Indonesia, 1, 219-242.

Gustiwan, J., Karneli, Y., Miaz, Y., & Firman, F. (2021). Pembinaan Karakter

Hormat dan Tanggung Jawab Anak untuk Pencegahan Bullying di Sekolah

116


https://www.statista.com/statistics/232383/gender-split-of-us-

Dasar. Jurnal Basicedu, 5(5), 3216-3223!

https://www.pacer.org/bullying/info/stats.asp

Haryono, C. G. (2020). Ragam Metode Penelitian Kualitatif Komunikasi.

Yogyakarta: CV Jejak.

Hashemi, A. (2021). Cyberbullying phenomenon: an investigation among Afghan
university students. Cogent Social Sciences, 7(1), 1988217.

Hutama, N.A., & Irawanto, B. (2022). “Menjadi sesuatu yang berbeda”: Studi
gamer perempuan di Yogyakarta. Jurnal Media Dan Komunikasi Indonesia,

3(1), 66-81. https://doi.org/10.22146/IMKI.66967

Hamdani, A. 1. (2024). Gaya Komunikasi Komunitas BRIC Esports dalam
UpayaMeningkatkan Efektivitas Strategi Dalam Bermain Mobile Legendss.
Jurnal Tlmu Komunikasi Dan Media Sosial JKOMDIS), 4(1), 172-178.

Islam, M. S., Sujan, M. S. H., Tasnim, R., Ferdous, M. Z., Masud, J. H. B., Kundu,
S., ... & Griffiths, M. D. (2020). Problematic internet use among young and
adult population in Bangladesh: Correlates with lifestyle and online
activities during the COVID-19 pandemic. Addictive behaviors reports, 12,
100311.

Nurhayaty, E., & Mulyani, A. S. (2020). Pengenalan Bulliying dan Dampaknya
Pada Pelaku dan Korban. Jurnal Khatulistiwa Informatika, 3(2), 173—-179.

Pramesty, B.I. (2021). Diskriminasi pada pemain game online perempuan. Jurnal
Audience. Jurnal [Imu Komunikasi, 4(2), 234-248.

https://doi.org/10.33633/ja.v4i2.4498

117


https://www.pacer.org/bullying/info/stats.asp
https://doi.org/10.22146/JMKI.66967

Martha, A.E. (2024). Perundungan siber melalui media sosial instagram dalam teori
space transition of cybercrimes. Jurnal Hukum QUIA IUSTUM.

https://www-womeningames-org.translate.goog/over-half-of-women-gamers-

experience-online-abuse-new

research/? x tr sl=en& x tr tl=id& x tr hl=id& x tr pto=tc

https://gamebrott.com/gamer-wanita-merasa-terancam-dan-tidak-aman/

118


https://www-womeningames-org.translate.goog/over-half-of-women-gamers-experience-online-abuse-new
https://www-womeningames-org.translate.goog/over-half-of-women-gamers-experience-online-abuse-new

