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ABSTRAK 

 

Nama    : Fatimah Hanisa 

NPM    : 203507516072 

Program Studi  : Hubungan  Internasional 

Judul : Mobile Legends: Peluang Membangun Diplomasi     

Indonesia – China Melalui Game Online  

Jumlah Refrensi  : 15 Buku + 14 Jurnal + 5 Skripsi+ 15 Artikel 

Jumlah Halaman : XIII + 84 

Kata Kunci  

 

Mobile 

Legends, 

Diplomasi, 

Budaya, 

Indonesia, 

China  

Penelitian ini mengkaji bagaimana pergeseran praktik diplomasi 

tradisional ke arah diplomasi digital memberikan peluang bagi game 

online seperti Mobile Legends dalam membangun hubungan diplomasi 

antara Indonesia dan China. Dengan menggunakan metode penelitian 

kualitatif, studi ini menganalisis fenomena penggunaan platform game 

sebagai alat diplomasi modern. Penelitian ini menggunakan dua teori 

dalam penelitian ini, yang pertama adalah teori soft power yang 

dipopulerkan oleh Joseph Nye, dan teori diplomasi publik,. dengan 

menyajikan konsep dasar dari soft diplomacy dan peranannya dalam 

mempengaruhi perilaku global. Dalam penelitian ini, penulis mencoba 

untuk menjelaskan bagaimana peran game online seperti Mobile 

Legends hingga memiliki peluang dalam membangun diplomasi, 

terutama pada diplomasi digital dan diplomasi budaya. Hasil penelitian 

menunjukkan bahwa Mobile Legends tidak hanya menjadi sarana 

hiburan, tetapi juga memfasilitasi interaksi antar bangsa yang 

memperkuat hubungan antar negara. Game ini menyediakan platform 

komunikasi lintas budaya yang efektif, memungkinkan pertukaran nilai 

dan pengertian, serta kolaborasi yang lebih erat antara pemain dari 

Indonesia dan China. Temuan ini menyoroti pentingnya memahami 

peran game online dalam konteks diplomasi kontemporer dan potensi 

besar yang dimilikinya dalam memperkuat hubungan bilateral. 

Pembimbing Dr. Aos Yuli Firdaus, S.IP., M.Si 
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ABSTRACT 

 

Name    : Fatimah Hanisa 

NPM     : 203507516072 

Majors    : Hubungan  Internasional 

Title     : Mobile Legends: Opportunities to Build Indonesia                                                                    

-                                   - China Diplomacy Through Online Games  

Number of References : 15 Books + 14 Journals + 5 Theses + 15 Articles 

Number of Pages  : XIII + 84 

Keyword 

 

Mobile 

Legends, 

Diplomacy, 

Culture, 

Indonesia, 

China 

This research examines how the shift from traditional diplomatic practices 

towards digital diplomacy provides opportunities for online games such as 

Mobile Legends in building diplomatic relations between Indonesia and 

China. Using qualitative research methods, this study analyzes the 

phenomenon of using gaming platforms as a modern diplomatic tool. This 

research uses two theories in this research, the first is the soft power theory 

which was popularized by Joseph Nye, and the public diplomacy theory. by 

presenting the basic concept of soft diplomacy and its role in influencing 

global behavior. In this research, the author tries to explain the role of online 

games such as Mobile Legends in having opportunities to build diplomacy, 

especially in digital diplomacy and cultural diplomacy. The research results 

show that Mobile Legends is not only a means of entertainment, but also 

facilitates interaction between nations which strengthens relations between 

countries. This game provides an effective cross-cultural communication 

platform, enabling the exchange of values and understanding, as well as 

closer collaboration between players from Indonesia and China. These 

findings highlight the importance of understanding the role of online games 

in the context of contemporary diplomacy and the great potential they have 

in strengthening bilateral relations. 

Mentor Dr. Aos Yuli Firdaus, S.IP., M.Si 
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GLOSARIUM 

 

PBB     : Perserikatan Bangsa Bangsa 

UNCLOS    : United Nations Convention on the Law Of the Sea 

ASEAN    : Association of Southeast Asian Nations 

DoC     : Declaration of Conduct  

SEA Games   : Southeast Asian Games 

E-sports    : Electronic Sports 

MLBB     : Mobile Legends Bang Bang 

PKI     : Partai Komunis Indonesia 

BRI     : Belt and Road Initiative 

G20     : Group of Twenty 

MUD     : Multi-User Dungeon 

RPG     : Role-Playing Online Game 

AOL     : America Online 

MMORPG   : Massively Multiplayer Online Role-Playing Online Game 

MOBA    : Multiplayer Online Battle Arena 

MMORTS   : Massively Multiplayer Online Real-time Strategy Games 

PES     : Pro Evolution Soccer 

FPS     : First Person Shooter 

MMOFPS    : Massively Multiplayer Online First Person Shooter 
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HTML    : Hypertext Markup Language 

PHP     : Hypertext Preprocessor 

ASP     : Active Server Pages 

MPL     : Mobile Legends: Bang Bang Professional League  

KEMENKO PMK : Kementerian Koordinasi Bidang Pembangunan Manusia 

dan Kebudayaan 

RCDD     : Regional Conference on Digital Diplomacy 

GAPP     : The General Administration of Press and Publication 

NCA     : National Copyright Administration of The People‟s 

Republic in China 

MOC     : Ministry of Culture  

MIIT     : Ministry of Industry and Information Technology   

MSC     : Mobile Legends Southeast Asia Cup 

AR      : Augmented Reality 

VR      : Virtual Reality 

EAS     : East Asia Summit 

KCIC     : Kereta Cepat Indonesia China 

ICP      : Internet Content Provider 

IP      : Internet Protocol
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