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ABSTRAK

Fernando, Luis. 2022. Gaming Sebagai Perempuan: Suara Authorial Media
Berita Mengenai Pengalaman Wanita Dalam Esports Di Amerika Serikat.
Skripsi: Jakarta, Program Studi Sastra Inggris, Fakultas Bahasa dan Seni,
Universitas Negeri Jakarta.

Penelitian ini bertujuan untuk memahami pendapat penulis dari enam artikel
berita online dari dua penerbit berita online yang berbeda mengenai pengalaman
gamer wanita dalam esports di Amerika Serikat. Penelitian ini menggunakan
Halidayean Transitivity dan Teori Penilaian J.R. Martin dan P.R.R. White untuk
menganalisis suara penulis dalam artikel berita online tentang pengalaman
perempuan dalam esports dan budaya gaming di Amerika Serikat. Data dipilih
dari dua penerbit berita, tiga dari masing-masing yang mewakili perspektif
Amerika Serikat tentang pengalaman perempuan dalam bermain game,
menggunakan stratified purposeful sampling (SPSS). Selain mengungkapkan
bagaimana media berita melihat pengalaman gaming wanita di esports, penulis
juga harus menjelaskan diskriminasi gender yang masih dihadapi wanita dalam
budaya gaming. Temuan menunjukkan bahwa proses material mewakili
perjuangan dan pencapaian para pro player dan talent wanita dalam kancah
esports. Sebaliknya, proses relasional digunakan untuk menunjukkan bagaimana
suara penulis yang dikutip dalam artikel memposisikan gamer dan talent wanita
secara positif dan memposisikan secara negatif diskriminasi gender dalam budaya
gaming. kemudian melalui Appraisal Theory, kami memahami bagaimana bias
dihindari karena data yang disarankan melalui Engagement.

Keywords: Authorial voice, Female experiences in esports, Transitivity system,
Appraisal theoy, online news article.
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ABSTRACT

Fernando, Luis. 2022. Gaming as Female: News Media Authorial Voices on
Female Experience in Esports in United States of America. A Thesis: Jakarta,
English Literature Study Program, Faculty of Languages and Arts, State
University of Jakarta.

This study aims to understand the authorial voices of six online news articles from
two different online news publishers regarding female gamers' experience in
esports in the United States. This research deploys Hallidayean Transitivity and
J.R. Martin and P.R.R. White's Appraisal theory to analyze authorial voices in
online news articles on the experience of females in the esports scenes and
gaming culture in the United States. The data were selected from the two news
publishers, three from each that represent the United States perspective on the
female experience in gaming, using stratified purposeful sampling (SPSS). In
addition to expressing how news media see the female gaming experience in
esports, the authors must also explain the gender discrimination female still face
within the gaming culture. The findings show that the material process represents
female pro players and talents' struggles and achievements within the esports
scenes. In contrast, the relational process was used to denote how the voices of the
authors cited in the articles positively positioned female gamers and talents and
negatively positioned gender discrimination within the gaming culture. then
through Appraisal Theory, we comprehend how biases are avoided because the
data suggested through Engagement.

Keywords: Authorial voice, Female experiences in esports, Transitivity system,
Appraisal theoy, online news article.
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