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Abstract 

 
The concept of freemium game has been applied in recent years due to the result of intense competition in the 

online game industry. Consequently, game developers and publishers are having their own way to convince players 

to use their money on virtual items inside the game. As the best Multiplayer Online Battle Arena (MOBA) game in 

the world, the freemium video game of Dota 2 successfully induce its players to spend their money on it as 

evidenced by its world competition in 2015 with the prize pool of $18,429,613. This phenomenon leads the player 

to create the virtual community called as online trade community. Established in 2012 with the total of 20,457 

members, D2TCI (Dota 2 Trade Center Indonesia) become the biggest and well known online trade community for 

Dota 2 players in Indonesia. Thus, this study is conducted to investigate the consumption pattern of the members 

inside the virtual community of D2TCI and the meanings they embedded toward the items that they buy for the 

game itself. This qualitative research applied Kozinet’s consumption pattern model and Veblen’s social emulation 

theory alongside virtual ethnography as its method. The results taken from an in-depth interview with 7 respondents 

through online chatting provided by the community show that they consume virtual items in the community to 

show the display of prestige and wealth as a nouveaux riches. Thus, it indicates that the member of D2TCI uses the 

power of anonymity to express themselves through their consumption pattern. 

Keywords: consumption pattern, Dota 2, freemium game, virtual community, virtual ethnograph 

 

1. Introduction 

Video game has become one of the dominant forms of entertainment media and an essential source 

for social lives and leisure activities throughout the world (Griffiths and Hunt 1995, 2). Specifically, 

young generations which consist of adolescents, school-age children, and young adults (age range 20-39) 

become the most consumer of a video game in which its permeate their lives, spending huge amounts of 

time and efforts for it (Gentile and Anderson 2003, 141). Online game is an example of video games 

model that become their preferred choice in gaming. Worldwide revenue from online games is estimated 

to go from 15.7 billion US dollars in 2010 to 29 billion US dollars in 2016 (DFC Intelligence 2011, 4). 

Online game itself defines precisely as a game that can be played through virtual world using internet 

connection without any limit to the number of players from around the world (Setiawan 2010, 16). 

Because of this kind of success, online games continue to keep developing new concepts for their players. 

Freemium game is one example of that concepts. Precisely, it has been applied in recent years due to the 

result of intense competition in the online game industry (Evans 2015, 2). Free to download and play, but 

charged for registered features, functionality, or virtual goods (Ibid), freemium game stands for the 

combination of word free and premium. Freemium game often comes with the format of never-ending 

game world which benefit the developers and publishers. It can be so because they can convince players 

to use their money on in-game contents like player’s subscription and virtual items (Cheung, et al. 2015, 

3).   

As the most actively played game in the world with the genre of Multiplayer Online Battle Arena 

(MOBA) game (Hing, “Dota 2 Prize Pool”), the freemium online game of Dota 2 successfully instigate 

its players to do the consumption activity as its mentioned above which evidenced by Dota 2 world 

competition in 2015 with the prize pool of $18,429,613 (Valve, “Dota 2 Official Blog”). The prize pool 

comes from the players’ subscriptions within the game which is called The Compendium. Indeed, it is the 
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highest prize pool in the history of gaming competition in the world (Bednarski, “Top 5 Largest e-

Sports”). In addition, Ars Technica, one of the survey website specialized on technology, conduct a 

massive research method against 172 million random Steam accounts to answer who the most popular 

games today (Santoso, “Top 20 Steam Games”). The results found Dota 2 as the most popular game in 

the Steam with 25,93 million players, making it the number one on the list ( with the total of 20 popular 

games including mainstream games such as Counter-Strike, Half-Life 2, Portal and so on) (Ibid). Dota 2 

itself is a 2013 MOBA video game and the stand-alone sequel to the Defense of the Ancients or well 

known as DoTa created in 2003 (Drachen, et al. 2014, 3). It is developed by Valve in which they hired 

IceFrog (the creator of DoTa, its prequel) to help them shaped the game into its original gameplay from 

the prequel. There are two clans that can be played in this game which are Radiant and Dire. The teams 

that play Dota 2 must represent those two clans and compete for each other until they destroy other team’s 

base and become a winner. One team consists of five players who can choose over 111 characters (the 

game called them as Heroes) to represent each player to fight within the battlefield. 

When its first released in 2011 throughout beta testing, Dota 2 is just a purely free-to-play game in 

which every player in the world can join and test their skill again the others. In fact, they play for their 

personal enjoyment (Wu and Liu 2007, 130). They even create an online fan community which aims to 

share the players’ idea throughout the world about the game itself, its strategy, patches, bugs, heroes’ 

combo and many more. However, this community started to change to online trade community since Dota 

2 changed its concept from free-to-play game to freemium game in 2013. It is different type of community 

from the previous one since it deals with the activity of buying, selling, bartering, and trading among its 

members (Hagel and Armstrong 1997, 5). In this kind of community, players no longer asked about the 
game strategies. Instead, they asked for the in-game content (such as heroes’ cosmetics, weapon, etc.), 

the membership subscription of the game, and anything that may relate to the issue of consumption. 

Because of this, some of the players change their playing habit from play for fun to buy for fun (Evans 

2015, 4). It also becomes a reason of the emergence of some notable online trade communities in Dota 2 

such as JoinDota and GosuGamers Dota 2 from Germany, Reddit’s Dota 2 Betting Lounge which comes 

from social media named Reddit and Dota2Lounge from England. Many countries also have their own 

well-known community among their Dota 2 players as well. 

Hence, the writers focus this study on the well-known community in Indonesia named Dota 2 Trade 

Center Indonesia or usually called as D2TCI. Besides from its popularity as one of the biggest and trusted 

Dota 2 community in Indonesia, D2TCI works as the main trade centre for Dota 2’s in-game content in 

Indonesia with the total current of 20,646 members (Sanjaya, Wijaya and Mahendra, “D2TCI”). The 

members come from many cities in Indonesia such as Surabaya, Jakarta, Mojokerto, Bandung, 

Balikpapan, Manado, Jayapura and etc. This community founded on 14 June 2012 by Arif Mahendra and 

Eka Sanjaya. They intend to provide a place for the Indonesian players to trade or sell their virtual items 

with other players. This phenomenon leads the writers to look it from the perspective of consumption. 

Since virtual items are categorized as objects, it can be assumed that its meaning is dispersed among the 

community and then it creates a culture. Raymond Williams stated that culture is a description of a 

particular way of life which expresses certain meaning and values not only in art and learning but also in 

institutions and ordinary behaviour (quoted. in Permata 1). The consumption itself emerges as a cultural 

concern which relates closely with meaning. Cultural study discerns consumption as an issue because it 

deals with how products are consumed and the meanings are attached toward the objects through the 

consumption processes (du Gay et al. 95). This argument supported by Certeau’s idea of consumption in 

which he stated that cultural studies concerned with the issues of consumption because it deals with the 

‘social’ meanings of a text, how text is appropriated and used in the consumption of everyday lives 

(quoted. in Permata 17). 

One of the approaches to look at the consumers’ consumption activity is by analyzing its pattern. 

Boulanger asserted that consumption pattern defines the aspect of lifestyle that linked to the goods and 

services which the households consider as adequate for fulfilling their needs (Boulanger 2008, 1). In short, 

it deals with how we usually consume our needs as part of our lifestyle. Consumption pattern manifests 

through the online community as well especially online trade community. It can be say so because online 
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trade community considered as part of a virtual community of consumption in which their consumers 

continuously interact online because of their shared enthusiasm for and knowledge about specific 

consumption activities (“E-Tribalized Marketing” 254). Thus, from the explanation mentioned above, the 

writers’ aim for this study is formulated as follows: to find out the issue of consumption from the members 

inside D2TCI through the application of consumption pattern and the meanings they attached toward the 

virtual items they consumed in the community. Therefore, this study does not discuss anything related to 

the game itself but how the relationship is made between the community, the members, and the game 

toward the members’ pattern of consumption which later reveals their meaning of consumption. Through 

this study, the writers intend to give benefit to the readers in understanding the consumer’s consumption 

pattern in the virtual community and how virtual items can fulfil their pleasure as they have their own 

intention in consuming these items. In addition, it may also give a new perspective to the readers that 

virtual community does exist and they do consume things that people think it may not be useful but in 

fact, it is part of community members’ lifestyle. Hence, it is expected that the members’ pattern of 

consumption in online game trade community can be used as a way to see their true intention in consuming 

virtual items. 

The study of consumption pattern and the virtual community has been done by several writers from 

different majors with various methodologies. Specifically, this kind of study can be observed 

quantitatively or qualitatively. However, there are less research regarding consumption pattern and virtual 

community as the object of analysis in cultural studies viewpoint. Some of the examples of studies that 

are related to the one the writers conduct are as the following: 

The first and one of the most significant works for this study comes from Robert Kozinets’ study in 

1999 entitled “E-Tribalized Marketing?: The Strategic Implications of Virtual Communities of 

Consumption.” Kozinets aims to give a deep and coherent explanation about the relation between 

consumption pattern and the virtual community of consumption in which it differs from another type of 

community. He tried to analyze how the members’ consumption pattern works inside the community by 

view it through four types of online trade community members namely tourist, minglers, devotees, and 

insiders. The result found that all members are active online participants as consumers in which they have 

different consumption pattern based on their category (“E-Tribalized Marketing” 257). However, the 

insiders become the most prominent type as a consumer since they have strong ties in both social 

relationship and personal consumption activity (Ibid). Both this study and writers study used virtual 

community of consumption as the object of study and consumption pattern as its main topic, while the 

difference lies in the context taken for this study. However, the weakness of this study is that it lacks 

specified since Kozinets only discussed the community in general, not specifically said what community 

he observed. In addition, his method little bit unclear since he only mentioned that he used qualitative 

approach but there is no further explanation about it. Hence, this study may complete the gap from 

Kozinets’ study by specifying the community which is D2TCI and the application of virtual ethnography 

as its method. It could be more comprehensive since it implements the theoretical basis for the 

consumption pattern analysis that Kozinets proposed in his study.  

Another study about virtual community also conducted by Paul Lawton in 2005 entitled “Capital and 

Stratification within Virtual Community: A Case Study of Metafilter.com.” Lawton’s research deals with 

the class issue in which he observes the capital systems in the community and its stratification in order to 

see how they structure its social space (Lawton 2005, 3). The result showed that the users of Metafilter 

have their stratification based on what so-called as virtual capital. The virtual capital works by seeing at 

the users’ posting frequency. The user who has a lot of posting in the community will be called as 

‘celebrity’ which means that he or she got others attention. This attention makes them gain high status in 

the Metafilter since they are universally known throughout the community (114). The similarity between 

this study and the writers’ study is that both texts discussed virtual community using virtual ethnography 

as its method of study. In fact, writers' study adopts his ways of conducting virtual ethnography. However, 

both studies also share significant difference in which this study does not discuss anything related to 

consumption issue compared to writers' study. Also, Lawton did not mention how many informants he 

got in the data collection section which become its weak point. 
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The other study that is found by the writers come from Akbar Arsyie who also take Dota 2 as the 

object of his research. He comes from Anthropology Major in FISIP UNAIR (Faculty of Social Science 

and Politic of Airlangga University) with his thesis entitled “Makna Game Online Bagi Gamers di 

Surabaya.” He examined on what kind of meaning that online gamers especially Dota 2 players give 

toward Dota 2 itself. As a result, he found that Dota 2 become their way to fulfil their hobby and relieve 

them from stress (Akbar 2013, 29). They found happiness, pleasure, and comfort when they compete for 

each other in the game itself (Ibid). This research has similarities with the one that the writer's conduct, 

which is both texts have discussed the players of Dota 2 using an in-depth interview to collect the data. 

However, there is a lot of difference in both cases since we are from different majors. For example, this 

study used conventional ethnography while this study focused on virtual ethnography. Also, this study 

does not discuss anything related to the consumption pattern nor virtual community. Because of that, the 

writers only take the information regarding Dota 2 and its historical information from this study to point 

out the relationship between this game and the virtual community being discussed.  

The writers apply Kozinets’ consumption pattern model as the major theory used. The basis of this 

model comes from the definition of consumption itself. It is precisely the stage where the commodity is 

immediately produced as a sign, as a significant value and where signs are produced as commodities 

(Baudrillard 1998, 193). Where consumerism is the idea or ideology of the consumer society, 

consumption is the act of consuming, or of being consumed (Ibid). It is consumption that marks the 

consumer society in their behaviour. According to Peterson, consumption from a cultural point of view 

often empirically analyzed in the form of its patterns (Peterson 1983, 424). It is because the consumption 

pattern helps to bring forward the predominant features of consumption and its objects, as well as 
consumers’ relationship to those objects (Virtanen 2005, 2). Such patterns also help to define the members 

of a status group, to preserve its status-honour, its social and cultural esteem, in its own eyes, and in the 

eyes of others in the social formation who share the same cultural values (Bocock 1993, 6). Consumption 

pattern is also associated with the practice of enjoyment. It is based on what Thomas Veblen proposed 

regarding consumption pattern. In his book entitled “The Theory of the Leisure Class”, Veblen asserted 

that the buyers from lower-middle-class society are called nouveaux riches. These nouveaux riches gained 

upper-class life through their excessive consumption activity (quoted. in Paterson 19). Veblen also argued 

that they often show their wealth and prestige within the society (Ibid). It could be indicated by their 

“conspicuous consumption”, the purchase and display of expensive and tasteful commodities. The notion 

of “conspicuous consumption” increased their authority over those further down in the social and 

economic hierarchy (Paterson 2006, 21). The “conspicuous consumers” often put a distance between their 

display of wealth and source of wealth. Hence, they do preserve status and legitimate position within a 

hierarchy and display their wealth as a model for others to aspire to (Ibid). 

The point of view above drove the writers to use Kozinets’ proposed consumption pattern that based 

on seven model of question which involve who the consumers are, what they consume, where they 

consume, when they consume, how they consume, why they consume, and what their opinions are toward 

the things that they buy (Marketer’s Secret Weapon 6). Those seven major questions work as a model that 

can be selected based on what is needed from one to seven themes to point out the members’ pattern of 

consumption (Ibid). This model manifests two factors within the virtual community of consumption which 

are relations with the consumption activity and the relations with the members. Specifically, those two 

majors describe the type of members that emerge from the consumption pattern which can be seen below: 

Indonesian people like to watch television. When people turn their television on, there are plenty of 

programs to watch and they choose their favorite one or the programs that they need to watch. Still from 

Nielsen Television Measurement, in 2012 the two most-watched television programs in Indonesia are TV 

serial and talent show (Aria). If we look at the history, talent show program is considered as new kind of 

popular television program in Indonesia. The first talent shows broadcasted in Indonesian television are 

Popstars and Audisi Pelawak TPI (API) in 2003. As the new kind of television program in Indonesia, 

talent shows have significant developments in terms of viewers. It can be seen in the emergence of 

Akademi Fantasi Indosiar (AFI) in the late 2003 which was successful in gaining much attention from the 

viewers. People who first only had TV serials as entertainment were then given a new option: talent show. 
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Some popular talent shows in Indonesia are AFI, KDI (Kontes Dangdut Indonesia), X Factor Indonesia, 

Master Chef Indonesia and Indonesian Idol which are broadcasted by leading television channels in 

Indonesia. 

Among the talent shows, singing competition has been a phenomenon in Indonesia with its atmosphere 

of competition, audition, skill-showing, the music show, and also the euphoria of all those aspects. 

Looking at the output, i.e. the successful singers produced by a talent show, Indonesian Idol has produced 

most of those successful singers and some of them even work in other field in TV entertainment. This 

information shows that Indonesian Idol has given important contribution to Indonesian entertainment 

industry.  

1. Tourists: Members who lack strong social ties to the group, and maintain only a superficial 

or passing interest in the consumption activity (“E-tribalized Marketing” 254). This type 

does not significantly interested in bonding with the other members nor in the consumption 

activity. 

2. Minglers: Members who maintain strong social ties, but who are only perfunctorily 

interested in the central consumption activity (254). This type is devoted more to social 

bonds with other members than to consumption related activities.  

3. Devotees: Members who have strong interested in consumption related activities, but less 

involved by the relational aspects of the community (254). They maintain strong interest 

and enthusiasm for the consumption things but have few social attachments to the group.  

4. Insiders: Members who have strong social ties with other members and active consumption 
doings inside the community (255). They are deeply involved with the consumption 

activity that happens in the community. They also maintain a good relationship with other 

members in order to stay in his position gained in the community such as community 

administrators and editors. 

2. Methodology 

This study is part of qualitative research which studies things in their natural settings, attempting to 

make sense of, or to interpret, phenomena in terms of the meanings people bring to them (Denzin and 

Lincoln 2005, 1). In addition, most published research on the virtual community has used qualitative 

approaches, seeking mostly from ethnography and conversation analysis (Kinnevy and Enosh 2002, 121). 

Also, this research applied interpretive approach because it deals with how the reality experienced by 

people (Jackson 1969, 9). The writers used virtual ethnography to obtain the data which then analyzed 

using Kozinet’s consumption pattern model. The primary data of this research is the responses from 

D2TCI members who have been interviewed from April 14-30, 2016. Specifically, the data come from 

the question they have answered during the interview through the chat logs provided by Steam which 

become the portal to access the community itself. For the secondary data, the writers used articles, 

journals, books, websites, and related studies that associated with the applied theory and also to support 

the analysis of consumption pattern and the meaning given by the consumers in order to make this research 

reliable. 

Dota 2 Trade Center Indonesia current members become the population for this research with a total 

of 20,646 accounts from many countries in Indonesia. In order to get valid data, the writers set the criteria 

regarding their popularity in the community and also their consumption activity. Specifically, the writers 

select them as the data population based on their good reputation among other members and well-

experienced. The good reputation can be earned through the successful transaction with other members. 

Furthermore, the well-experienced member can be seen from their time period in the community and their 

understanding of the community. This criterion is created based on the belief that they have more 

knowledge and consumption activity in the community rather than the new users which are expected as 

scammers or cheaters. It also suits the purposive sampling that the writers used in this study since it started 

with field investigations on some group, in order to ensure that certain types of individuals or persons 

displaying certain attributes are included in the study (Berg 2001, 33). From 20,646 members, the writers 

narrowed down the sample into 11 informants that fit well with this study’s criteria as it mentioned above 
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in the population section. However, the writers determine 7 informants for this research and those were 

sufficient enough to be analyzed and become sampling in this study. It is because the writers have limited 

time and fund in approaching the informants and conduct the interview. The informants are not available 

every day since they have their own business in the real world which make it hard for the writers to 

approach them. Some of them also not available in the community due to their “offline” profile status 

which indicates that they are not active for some time. Furthermore, the writers must spend IDR 150.000-

350.000 to buy the virtual items from each informant since it is their demand to the writers so they want 

to be interviewed. Specifically, the informants’ profile and their interview date can be seen in the table 

below: 

No. 
Informant’s 

name 

Informant’s 

account name 
Occupation Age 

Position in the 

community 
Joined date 

Interview 

date 

1 
I Made Yance 

Wiryanata 
[81] Adolf Video College student 21 Member 

February 

2015 

April 14, 

2016 

2 Jevry Keepsmile College student 21 Member Early 2015 
April 20, 

2016 

3 Wira Wijaya -Wr- Freelance 30 
Co-Founder and 

Administrators 
Early 2013 

April 20, 

2016 

4 Arif Mahendra 
Shadow_bike 

[csgotrade.com] 
Freelance 25 

Founder and 

Administrators 

June 14, 

2012 

April 20, 

2016 

5 
Lutfi 

Herlambang 
Coy 

High school 

student 
18 Member January 2014 

April 20, 

2016 

6 Bima Kuntoro 
BERUBO 

[WTS/WTB/MM] 

Private 

employee 
25 Member 

November 

2013 

April 20, 

2016 

7 
Anton Faisal 

Fidianto 
Sigmund Freud 

High school 

student 
18 Member March 2014 

April 30, 

2016 

Table 1. Informants’ Profile 

In order to collect the data, the writers adopt virtual ethnography from Lawton’s research as it 

mentioned above in the reviews of related studies. Lawton’s virtual ethnography comes with the primary 

considerations for the writers in which they are dealing with nothing except text and images (Lawton 

2005, 38). This argument is supported by Thomson et al. who claimed that virtual communities serve the 

writers with nothing but text, making the ethnographer cannot observe people other than through their 

textual contributions to a forum (4). It means that virtual ethnography in virtual communities only deal 

with a verbal form of text since there are no other matters to be analyzed other than the text itself. The 

virtual ethnography that Lawton proposed considers an online in-depth interview with each informant as 

its way to collect the data. Here, the writers used Steam online chat system as a tool for the interview. It 

is a built-in chat system of an application named Steam that becomes the members’ way to interact with 

each other within the community. The Steam itself is a game portal in form of application to open most 

of the computer games, in this case, Dota 2. With such way, the writers are prominent that the data 

collecting would be easier and faster since it confirms the advanced technology we are living to now 

(Roesdiono 2015, 26). 

However, the writers found it difficult to search the members based on this study’s criteria since 

D2TCI does not provide the data of the joined date of its members. There is no option to sort the joined 

date, transaction that has been done by the members, and member’s reputation in the community. Still, 

we can know the members’ joined date by asking them directly through the chat box provided by Steam 

or through the administrators. Yet, this condition makes the members feel insecure since they easily 

compromised by the scammers and cheaters who mostly come as newcomers but act like they have joined 

the community for a long time (Sanjaya, Wijaya and Mahendra, “D2TCI”). Thus, the writers introduced 

himself and explain his intention about this study to all the informants to avoid any possible 

misunderstandings. 

Here, the writers already joined D2TCI since July 2015. At that time, the writers began to explore the 

community, studying its features, members, and relations to the game itself which is Dota 2. Then, on 

March 29 2016, the writers asked Arif as one of the administrators in D2TCI about the members’ data 

that suit well with this study’s criteria mentioned above. The writers also asked if he wants to be 
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interviewed or not. It is because he is one of the administrators. It is expected that the administrator also 

suits well with this study’s criteria since they certainly well reputed and well known in the community. 

Nevertheless, he said that those data are classified to be given and shared to the public. Yet, he provided 

the names of the members that have a big influence on the community. Most of them are suitable for the 

criteria for this study. However, he did not answer about the interview and go offline directly from Steam. 

Then, the writers began the first interview on April 14, 2016, with Yance since the writers already 

known him from the transaction that we made in the community regarding heroes’ cosmetics. He also 

stated that the writers must buy other members’ items as well to trigger their eagerness in responding to 

the interview. Because of that, the writers delayed the other interviews that supposed to be on the same 

date as the first interview to collect some money. The writers began to conduct the interview again on 

April 20, 2016, in which Arif suddenly replied the writers' question about the interview. After that, the 

writers conducted other interviews with mentioned members above. 

Here, the interview was conducted by the writers according to the schedule that has been negotiated 

by both writers and informants. However, the writers let the informants decide the time because the writers 

want to make the interviews going smoothly and enjoyable for informants without being ordered or bossed 

by the writers. Fortunately, all of the informants were available to be interviewed at the moment the 

writers asked them to do so. However, only 7 informants were available at that time since the 4 others 

refused and ignored writers' chat because of the reason mentioned in the sampling above. The interview 

on April 20, 2016, began from 11.13 WIB until 19.35 WIB. In addition, it took 40 minutes – 1.5 hours 

for each informant. The last interview end with Anton on April 30, 2016. Actually, the writers already 
contacted him on April 20, 2016, just like the others. However, he said that he still busy at that time 

regarding the national exam and other school concerns. 

The interview itself aims to answer Kozinet’s model regarding consumption pattern in a virtual 

community which involves about who the consumers are, what they consume, where they consume, when 

they consume, and how they consume (Marketer’s Secret Weapon 6). Here, the writers only chose five 

out of seven question from Kozinet’s model because those are considered sufficient to analyze this case. 

In addition, the writers used field notes during the interview in order to transcribe the important discussion 

in the interview that came out from the online chat. This note may come in handy for the writers' analysis 

process. The writers used Bahasa as the primary language during the interview to make the informants 

easily understand every question and answer it precisely.  

The writers also asked some additional questions like name, occupation, age, and anything related to 

the topic during the interview to make the conversation in a great atmosphere for both writers and 

informant. It may also support the analysis of the data. Indeed, the writers asked for their permission if 

their profile data and the screenshot of their transaction could be shown in the thesis or not as part of the 

ethical consideration. Fortunately, all informants let the writers show and screenshot their profile data. 

However, none of them allowed the writers to screenshot their transaction in the community. Still, there 

were no problems at all during the interview since all of them were cooperative with the writers. Finally, 

the writers translated the data collected from Bahasa Indonesia to English. From there, chronologically 

the writers did the analysis as follows: 

1. Convert the interview data from Steam chat logs into Microsoft Word’s document. 

2. Divide the analysis into two parts 

3. The first part contains a pattern of consumption from each informant in form of 

explanation. Specifically, it describes the conceptual framework developed by Kozinets 

that is mentioned above. The data were categorized into five themes namely consumer 

groups, type of items consumed, the location of consumption, time of consumption, and 

ways of consumption which represent each informant’s pattern of consumption. From 

there, the informants are categorized by the writers whether they are tourists, minglers, 

devotees, or insiders based on their pattern of consumption along with its case discussion.  
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4. The last part contains the writers' interpretation of the findings taken from D2TCI 

members’ pattern of consumption in relation to consumption issue within the context of 

everyday life 

5. Draw a conclusion. 

3. Discussion 

The writers categorized the data taken from D2TCI members regarding their consumption pattern into 

five themes that represent Kozinets’ model. This study has total numbers of 7 informants from D2TCI 

members that suit well with criteria explained above. It is true that each informant comes from a different 

background. This lead to their different pattern of consumption. Thus, the writers break down the 

categorized data as following: 

3.1. Consumer Group 

Consumer group deals with the characteristics of the member (Khongtong, et al. 2014). It comes from 

the question who the consumer is. From the interview that the writers conducted with the informants, it 

can be asserted that they come from different age, region, and occupation. The first group is high school 

student aged lower than 20 years old. They are Anton (18) and Lutfi (17). Anton who comes from 

Surabaya told that he joined D2TCI at the first time because he looked for cheap and negotiable items 

(Fidianto 2016). On the other hand, Lutfi who comes from Depok said that he joined D2TCI to find rare 

items that are not available in the Steam store (Herlambang 2016). The second group comes from college 

students. They are I Made Yance (21) and Jevry (21). Yance who originates from Bali asserted that he 

joined D2TCI in August 2014 because of his eagerness to find cheap items from Indonesian sellers there 

(Wiryanata 2016). However, Jevry comes with a different case. He joined D2TCI in early 2015 to buy 

items and sell it again there with a higher price (Jevry 2016).  

The last group is the young adults that mostly come from the administrators of the community and 

they have their own job already. They are Wira Wijaya (30), Arif Mahendra (25), and Bima Kuntoro (25). 

Both Wira and Arif are a freelancer. Their job mostly deals with internet stuff in which they make money 

from it. One of their most profitable jobs comes from selling Dota 2 items and Steam Wallet (an in-game 

currency to buy games, virtual items, and downloadable contents from Steam). Wira stated that he began 

to join D2TCI in early 2013 because he wanted to give Indonesian people a place for trading and sharing 

anything related to Dota 2 items (Wijaya 2016). Likewise, Arif has the same reason as Wira when he first 

created the community. However, he stated that he focuses a lot on “buy and sell” activity because of the 

huge profit that it can gain (Mahendra 2016). On the other hand, Bima who already joined the community 

since November 2013 said that D2TCI is an interesting community because he can find a lot of items that 

he wanted for so long (Kuntoro 2016). Yet, he is not an administrator like those two elders because he 

had committed a fraud once in the community before. 

3.2. Type of Items Consumed 

This section deals with the answer from the question what items they consume. In general, the virtual 

items in Dota 2 aim to give its players various customization when they played the game. It may be 

expected that this item could give the players different sensation and scenery that make them more excited 

to play rather than in its default form. In addition, the items have their own rarity and quality value. While 

rarity represents the type of items in the gameplay, quality act as its price determiner. The higher the rarity 

is, the more you get your game customizations will be. Similarly, the higher the items quality, the more 

you must pay for that items. This classification system was made by Valve as the creator of Dota 2. Hence, 

D2TCI adapts the same concept above regarding items’ rarity and quality. However, the different between 

D2TCI and official market of Steam located in their payment system. While Steam market set their 

payment system using virtual money in form of in-game currency, D2TCI let the sellers inside it to give 

option toward the players regarding the payment system. Yet, most of the sellers in D2TCI still refer their 

price according to the Steam market since it is the official market of the items. There are a total of 8 tiers 

of items’ rarity (Arcana=the highest, Common=the lowest) and 14 tiers of items’ quality (Genuine=the 
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most expensive, Normal=the cheapest). Some of the informants’ preferred items can be seen in the excerpt 

below: 

 “I do love rare items……Usually, these items have Auspicious, Frozen, and Unusual quality……….. I 

have spent IDR 11.000.000 more or less in D2TCI. The most expensive item that I ever bought is Unusual 

Gold Baby Roshan. I bought it for IDR 6.000.000 from the community. Now, I can sell this item for up 

to IDR 15.000.000 if I want.” (Herlambang 2016) 

 “I actually buy every item no matter what its quality or rarity…..I am not quite sure about the most 

expensive items that I ever bought since I usually buy a lot of expensive items such as Ursa’s Alpine 

Stalker Set for IDR 5.000.000 and The Defense Season 2 War Dog courier for IDR 3.500.000. Also, I 

have spent more than IDR 150.000.000 in the community.” (Jevry 2016) 

“I buy items that provide good visual and a lot of customization such as Mythical, Immortal, and Arcana-

type. I have spent IDR 3.000.000 on the items but I have spent more of my time, internet and electrical 

fee than the items for the sake of the community to be better than before.” (Wijaya 2016) 

3.3. Location of Consumption 

This section deals with the source where the informants get their items. Basically, they can get Dota 

2 items by buying it from the Steam market. However, they can acquire the items in D2TCI through the 

traders, sellers, and giveaway events. The writers found that they get their items from different sources. 

The following excerpts show some of their preferred source where they get the items: 

“I prefer to buy the items from trusted sellers that I know. I got a lot of them in my contacts. The reason 

is that they provide a lower price than any others in the community. They also give a discount and free 

items to sometimes.” (Fidianto 2016) 

“I get my items from the Denpasar’ sellers and traders who also join the community. However, I like to 

buy more than trade. It is because I want to keep my items as much as possible.” (Wiryanata 2016) 

 “Most of my items come from the trusted sellers that I know since I join this community. I also trade 

with the traders a few times. Moreover, since I usually use the middleman system, I got a lot of items 

from giveaway events that have been held twice in this community.” (Kuntoro 2016) 

3.4. Time of Consumption 

This section deals with when the consumer consumes their needs. The consumer’s time of 

consumption does matter in the consumption pattern. It shows their preferred moment of consuming the 

products. In general, members in D2TCI consume their needs at any time they want. They can buy the 

items in the morning, afternoon, night, or even midnight if the sellers still up at that time. However, the 

data taken from the informants showed that they have their own specific time of consumption. It can be 

seen some from the following excerpts: 

“I usually shop in D2TCI when I got home from school because it is also the time I play Dota 

2……When I first joined D2TCI, I can buy up to 12 items each week. However, I only buy 15 items in a 

month recently since I must focus on my study as well.” (Fidianto 2016) 

“I play Dota 2 for 7-10 hours in a day. It is because I am a seller as well. Hence, buy and sell activity 

become part of my daily life. I can buy up to 45 items in the community each week. Also, my consumption 

activity getting higher when major tournament of Dota 2 is being held by Steam. It is because I can buy 

and sell the items at that time since there are a bunch of new items come up later than usual day.” (Jevry 

2016) 

 “I play Dota 2 every day around 7-8 P.M. So, I buy the items in the community at that time as well. I can 

buy up to 30 items in a month.” (Kuntoro 2016) 

3.5. Ways of Consumption 

This section deals with the answer from the question of how consumers consume their needs. 

Specifically, consumers’ step in using the items they consumed become the main topic in this section. It 

is important to understand the step because the function of the items can be seen clearly from it. The data 
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taken from the interview showed that the informants make use of the items in a totally different way to 

each other. It can be seen from some of the following excerpts: 

“I got IDR 300.000 each week from my uncle who works in Singapore. I always save this money until I 

can buy the items. Then, I play the pub match directly to test the items that I buy. I love it when people 

that play with me give commend towards my items.” (Herlambang 2016) 

“I got only IDR 500.000 per month from my parent. Since I use that money not only for items but my 

daily life as well, I always save the money to shop in D2TCI. After I buy the items, I feel happy to be the 

one whom different from the other in the game. I also get a lot of friends because I make a transaction 

with a lot of members there.” (Wiryanata 2016) 

“I got a lot of profit from buying and selling activity inside the community. I can’t tell you how much I 

got from it but I feel proud to show this to the players in the game and the members inside the community. 

They all know me well. Because of that, I also build a good relationship with others in the community.” 

(Mahendra 2016) 

 From that pattern, the writers found that the informants belong to three type of members namely 

minglers, devotees, and insiders. However, none of the informants belongs to tourist’s type of members 

because they already did the consumption activity and interaction with other members. There are three 

points that become major concern found in this research regarding those types. The first is minglers that 

are occupied only by Anton. As it already stated above, minglers focus more on the relationship with the 

members inside the community than their own consumption activity. It is not that they do not do any 

consumption activity. They still do it but for the sake of a good companionship with others. Anton’s 

pattern of consumption has proven that. He spent IDR 1.500.000 from a lot of trusted sellers in the 

community. He only buys 15 items each month which mostly consist of heroes’ cosmetics that suit his 

needs. He got the money from his parents to do all that and he spent it on the items because he wants to 

get a lot of friends inside the community. He wants to play Dota 2 with them so he can get commend from 

the item he bought. Indeed, he knows a lot of sellers inside the community and usually plays with them. 

Here we can see that Anton actually performs the conspicuous consumption as it stated by Veblen. The 

consumption pattern that he does inside the community is nothing but to gain the respect and admiration 

from others. The items that he bought actually become a sign for other members or players to praise him. 

Here, the minglers are actually pursued luxuries in place of decencies (Storey 1999`, 5). Their good 

attitude and approach when doing the consumption activity attract other members’ attention to be friend 

with them. Hence, it may be asserted that the minglers’ consumption pattern strongly associated with the 

idea of prestige. 

The second point is the display of wealth by the members that considered as devotees namely Lutfi, 

Bima, and Jevry. From all of the informants, they possessed more consumption activity than the others. 

They buy a lot of high quality and rarity items that considered expensive in the world of Dota 2. They 

spent more than IDR 10.000.000 in the community. They also collect more than 50 items already if we 

see from their location and time of consumption. In addition, their ways of consumption have proven that 

they proud of showing their items and be different from the others. Furthermore, they believe that these 

items give them their own pride because they can show the expensiveness of their items. Actually, it is 

what so-called as a display of wealth. They show that they capable of buy goods that can increase their 

authority over the society (quoted. in Paterson 21). Moreover, they consume the items that considered the 

most amazing items in the game because of its visual effects, making them become famous at first glance 

in the game. It indicated that their expression of wealth represented through the virtual items that 

resemblance with the function of costume in the real world. Indeed, this becomes their exhibition of 

individuality as the result of consumption (Paterson 2006, 22). 

The last point is the insiders’ type of members that represent the combination between the display of 

wealth and prestige. The informants that considered as the mentioned type are Wira, Arif, and I Made 

Yance. Actually, their display of wealth and prestige are even and link each other. For example, both Wira 

and Arif consume and sell the items in D2TCI. Their “consuming part” become the display of wealth. It 

can be seen from their consumption pattern that more likely to spend average between the minglers and 

devotees. Still, they want to buy the items that give them pleasure when they use it in the game. However, 
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their “selling part” become their display of prestige since they must interact with the other members and 

consumers inside the community. Indeed, they must have decencies in order to gain a lot of customers 

inside the community which show the sign of prestige itself as it mentioned in the minglers section above. 

Moreover, both of them are administrators that obviously well-known in the community. In the same way, 

I Made Yance also does the same thing. He spent IDR 2.000.000 just to get good visual on his gameplay. 

It is because he loves to be different from others when he played so he got the centre of attention. 

Nevertheless, he got a lot of friends from his transaction since he considered as good buyers in the 

community as well. Hence, the insiders represent what so called as social emulation model. It is the act 

of conspicuous consumption that preserves status and legitimate position within a hierarchy and also 

displays of material as something to be adored and rewarded by commend (quoted. in Paterson 21). 

From the three major points explained above, it can be inferred that the members’ pattern of 

consumption represents them as nouveaux riches. Despite their source of wealth, they want to live like 

they have enough money through their process of consumption. If we see from their job, all of them are 

like us more or less. In addition, there may be others in the community who even got a better job than 

them. However, they still look different than others and even become well-known in the community. It is 

asserted that they ignore their source of wealth and prefer to signal prosperity, authority, and taste to 

others (Paterson 2006, 18). Furthermore, through their conspicuous consumption, they become what so 

called as a premium user in the community. Premium user tries to make the distinction between them and 

the free user. It is because they have what free user cannot afford, which are the items and popularity 

among the players. This argument is supported by Veblen who stated that good repute in any organized 
community ultimately rests is in pecuniary strength and it can be shown to gain or retain a good name by 

leisure and conspicuous consumption of goods (57). They subscribe to the game itself by giving a donation 

in form of Compendium that can be bought in the community. It indicated their seriousness as the premium 

user of Dota 2. Also, as the nouveaux riches, they do the spectacular consumption that conveys the cultural 

meaning of rich, complex visual images and environments into their understandings of reality (Paterson 

2006, 121). It can be proven from all of their preferred items that present good visual and animation within 

the games. Again, they create distinction here which make them slightly above the free user.  

Above all, the meaning that they create through their pattern of consumption strongly related to the 

social class. As the nouveaux riches, they want to be considered an upper class in the community through 

the distinction that they made. It may be asserted that this kind of lifestyle is the reality that happens in 

the virtual community of consumption such as D2TCI itself. Specifically, it is the relation between the 

members, the game, and the community that shape the two meanings above. D2TCI become the members’ 

instrument in order to achieve their pleasure. They do the conspicuous consumption there as it proved by 

their consumption pattern. Then, the virtual items that they get there become the products which signal 

their status when they play Dota 2. The signal of their status shows that they can afford the lifestyle of 

the upper class in contradictory with their everyday life. Their account becomes the proof of their identity 

as an upper class in the community since it is considered as valuable account because of their precious 

items collection and the popularity gained from the process of consumption. Therefore, they use the power 

of anonymity to express themselves through the massive practice of consumption. Turkle states that 

anonymity means universality (Alone Together 240). In addition, it also becomes a social location for the 

projection and exploration of the human self (Second Self 3). Once an individual becomes anonymous, it 

might be asserted that they form a new identity in which only the virtual world recognize the identity 

itself. The life of an individual in the virtual world never reach the real one’s life since there are boundaries 

in it (Agustino 2013, 94). Those involve spaces, bodies, and so on (Ibid). However, the members of D2TCI 

prove that they can blur those boundaries through the meanings they produce as it mentioned above. Their 

anonymity introduces themselves both in the virtual and real world that they exist as an upper class and it 

is their desired identity. Thus, it can be argued that members’ pattern of consumption show their true 

intention in consuming virtual items, making them live the life they really want which can only be realized 

in the community and not in their reality of everyday life.  
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4. Conclusion 

Overall, the members of D2TCI in this study have shown a different pattern of consumption. Still, 

some of them possessed the same pattern which then they categorized in the same type of members that 

Kozinets proposed namely minglers, devotees, and insiders. Those members hold the idea of a display of 

prestige, wealth, and the combination of both displays respectively. That idea makes them nouveaux 

riches that, in this case, called as premium users. D2TCI members’ pattern of consumption proves that 

they have the true intention in consuming the virtual items which relate with their real life. Their lifestyle 

is not represented in their daily activity of everyday life. Rather, they present it as the players of Dota 2 

and the members of D2TCI through their consumptive behaviour and the power of anonymity. Thus, it 

may enrich people’s understanding that conspicuous consumption does happen not only in the real world 

society but in the virtual community as well. From this result, the writers hope that it will be useful for 

the readers to understand the reality of the virtual community of consumption and help the other writers 

to develop more toward the issue being discussed.  
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