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ABSTRACT

Research The identity creating on a virtual world and behavior of consumption in online
games aims to study the relationship between the streamer or game caster with behavior, expression
and consumption of products within the game via the video clip of the streaming group that relates
and involves the creation of their identity on a virtual world. The researcher has applied the theory
of self-education in the virtual world and consumption of signs as a conceptual framework for data
analysis including the streamer’s representation, acting, and expressing themselves while playing
games and the consumption of products within the game that were displayed on the virtual world. In
the data collection process, the researcher chose to use the observation method without participation
in the specific target group.

The study found that the identity which the target group created in the virtual world will be
an exaggerated gesture in the areas of action, emotion, try to be funny, talking about or acting in
vain
streamers. The target group has clear consumption behavior in the game but the male target group

and usually use vulgar language. The male streamers will use vulgar words more than female

clearly told the price and purchase more than the female target group. The target group always
repeated their audience to like and click to follow throughout the video clip and put the details of

the website of their identity on the virtual world in the description of the video clip. The target

group is clearly exposed their identity in video clips that they play games and on various social

media sites. The majority of the audience is in a young age from observing the response from the

target group to their followers that often use the word "elder" to refer to themselves. This society

use impoliteness word and top-up to buy products in the games both obvious and unclear. This

online relationship group does not have any waming or appropriateness in each context of

mostly of this society, are

consumption and the use of vulgar language. The audience and followers,
| affect the behavior of

a group in childhood which resulting the behavior of these game casters wil

children who are followers that caused the imitation and creating misunderstandings in using




