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Abstract— Online gaming today is not only seen as leisure 

activity for children but also for specific purposes for adults. 

Criminal case has a specific interest in the adult players to get 

along with the cyberspace. The game offers the players the 

opportunity to play a role as a detective who has to solve crime. 

The game is indeed not designed for kids due to its specific 

requirement to understand clear instructions inside the 

gameplay. This research, however, applies the concept of 

automodernity to establish the idea that criminal case has 

potential immersive experience for the game player, especially 

because of ‘the free choices’ features such as making avatar or 

the profile, buying coins, and competing with other players. The 

method used in this research is the interviews on pro players 

who have been playing more than 12 hours a day. The result 

shows the quality of autonomy for the players in making free 

choices. The choices they made on the game triggered for more 

competing desire toward other players thus buying items 

becomes their need. The other features such as designing avatar 

and making deduction are rather accessory on the game. The 

illusion of making free choices or autonomy for the players to 

enjoy in the cyberspace is the immersive experience they desire 

which they cannot have in the actual life. The actual and virtual 

realities become blur since they somehow connected to other 

competing players, they become friend in real life. 

Keywords—online gaming, criminal case, automodernity, 

autonomy, immersive experience 

I. INTRODUCTION 

Online Gaming has become significant factor for the 
growing cyberspace community. Game as in online gaming 
spurs one's creativity and brings pleasure at the same time. 
Though, it is sometimes seen as individual or personal activity 
when playing, the world inside the game requires more people 
to engage within the game. This intrigues for more 
understanding whether the players can develop or improve 
human socialization skills and interaction with the cyberspace 
community like in the actual world. 

Now playing is no longer just a means of physical activity. 
Playing activities can now be done just by sitting in front of a 
computer screen. Advances in technology help people to do 
activities without spending too much energy. However, 
whether this is the progress or decline of a civilization is still 
debated by experts. 

Playing online games leads to high dependency. Research 
in the UK says playing online games can cause mental 

disorder [1]. Kimberly Young states that there is a need for 
special treatment to eliminate adolescent dependence on 
online games [2]. This treatment must be done carefully so 
that there is no rejection from the patient. The debate grows 
because the number of the players are not reducing but even 
more growing though the fact from the research says the other 
way round [3]. Thus, it requires more understanding on how 
the online gaming is attractive to some serious players. The 
selected game in this research is Criminal Case because it is 
integrated on the social media application Facebook which 
becomes significant variable for the game to be popular. 

Web 2.0 is a technology product that can provide human 
needs, for example, the need for socializing where visitors 
interact in a virtual world or cyberspace. Thus cyberculture 
cannot be separated from cyberspace or the virtual world. 
Cyberspace according to David Bell itself is a global network 
of computers, connected through communication 
infrastructure, which facilitates the form of interaction 
between remote actors [4]. With advances in technology, 
humans can socialize easily in cyberspace. An example of the 
convenience provided by technology in socializing is social 
media Facebook. This social media makes it easy for humans 
to communicate remotely with friends, relatives, and 
colleagues which can be done quickly. Facebook also allows 
its users to find new friends. 

Facebook is no longer known as a social media website, 
but also an entertainment medium. Facebook provides game 
entertainment services to users. One of the game applications 
offered by Facebook is Criminal Case. Criminal Case is a 
game on the Facebook social media service. The way to play 
Criminal Case is to find items that can be used as evidence to 
solve a murder case. The evidence is used to find the murderer 
[5]. At first glance, Criminal Case is like a game of hiding and 
seek between the player and the murderer. This indicates that 
hide-and-seek games can no longer be done in groups. With 
the help of technology, playing hide and seek can be done 
individually with a computer device. One of the names of a 
game of hide-and-seek that can be played on a computer is 
Criminal Case. 

Uniquely, the Criminal Case game is not only played by 
young children, but also by adults. It is a great success fro the 
game to be the runner up of most popular game on Facebook 
in 2013[6] , which most of the game player is adult and they 
play this game to relieve stress while working. Criminal Case 
players can modify the avatar costume that represents it. This 
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research will explain the meaning of adults to the online game 
Criminal Case on Facebook. Thus, contradicting ideas from 
what the psychologist says about the mental disorder and the 
number of rising players requires for more detailed 
explanation which can be formulated in to the binary 
perspective of the mental addiction and personal deliberation. 
Moreover, how could the online game such as Criminal Case 
limits the dependency and the independency of the players? 
Those are the problem which requires more theoretical 
concept coming from cyberspace theory which covers the 
problem of modernity as the core issues. More concepts such 
digimodernism and postmodern perspective are included to 
help better analysis. 

II. BACKGROUND OF THE STUDY 

A. Cyberspace and Automodernity 

The study of gaming culture does not rely only on readers 
to do this get a new approach to an increasingly technological 
and economic area power but more into the the various 
contested and transnational playing games community in that 
territory.  

The appreciation of plurality in and of itself just will not 
do because it is arguably limited in both its rhetorical reach 
and pedagogical function. Concomitantly, our focus in this 
collection is equally on examining the continuities between, 
and interfaces among, as well as the co-evolution of game 
industries—cultures—communities within the region [7]. In 
contrast, these technological objects have an equal emphasis 
on joining together a high degree of mechanical automation 
with a greater personal taste autonomy. In fact, this 
unexpected and innovative combination of autonomy and 
automation can be read as the defining contradictions of 
contemporary life which is the automodernity [8]. 
Importantly, while from a postmodern perspective, modern 
automation represents a disadvantage from personal control, 
in contrast automodernity, automation instructs to individual 
autonomy 

B. Digimodornism 

Digimodernism, as well as a break in textuality, brings a 
new textual form, content, and value, new kinds of cultural 
meaning, structure, and use. Equally, while digimodernism 
has far-reaching philosophical implications with regard to 
such matters as the good, truth, meaning, representation, and 
time, they are not directly related to pseudo modernism [9] .  
Thus, it is more into how the technology in this case give the 
user the limit of the liberties they have inside the virtual 
community and the ones they are directed without they know. 
This is related to what they have been desiring is actually 
being controlled in such way. 

III. METHODS 

The method used by the author in this paper is a new 
ethnography. New ethnography’, as a term, refers to forms of 
social and cultural inquiry that have taken seriously the charge 
that social sciences have depicted the people being studied, 
particularly disenfranchised groups, such as working-class 
youth or non-Western people, in ways that do not do justice to 
their sense of reality [10]. This study describes the concepts, 
then use them in a case analysis. With literature review data 
collection techniques, interviews via Facebook chat with 2 
informants and observation. Interviews were conducted via 

chat to facilitate the running of this research. The observations 
were done by the researchers while they were becoming the 
online players in the Criminal Case game and interacting with 
other players. The literature review is obtained from e-books, 
and journals on the internet. The informants of the research 
have an account on Facebook, the citizens of Senegal, aged 
26-28 years, have worked on the online game player Criminal 
Case on Facebook. 

The following are the informants' data in this study: 
Simone Bougazelli Correa, female, 26 years old, is from 
Senegal. Work as staff at Fran Prix. Currently, Simone Fatima 
is domiciled in Paris. Simone has a Facebook account since 
2015 and started using game apps on Facebook in 2015 as 
well. Khadimoul Khadim, male, 28 years old, also comes from 
Senegal. He is currently working as a staff at the World Food 
Program Dakar and has a Facebook account since 2010. He 
started using the game applications on Facebook in 2013. 

Another characteristic feature of new ethnography, as well 
as phenomenology, is that it is particularly interested in modes 
of experiencing the world, such as emotions [11] [12], 
embodiment  or the sacred [13] [14], which have often been 
neglected by rationalistically orientated modes of social 
scientific inquiry. As such, new ethnography usually 
challenges concepts – such as ‘resistance’ – that social 
research uses to categorize or label individuals. It argues that 
these labels do not reflect the lived realities of the people being 
studied but often render them supporting evidence for the 
scholar’s theoretical or political frameworks or projects [15]. 
Thus, the first step is to gather the information from the 
informant then their respond is analyzed through cyberculture 
theory to explain the life world they experience. 

IV. RESULTS AND DISCUSSION 

This section presents three subtopics, the first is the 
background knowledge of Facebook and criminal case, 
second is the informants responds and analysis using the 
cyberculture theory 

A. Facebook and Criminal Case 

Facebook is a global social media site. This social 
networking site, launched in February 2004, was created by 
Mark Zuckerberg with his Harvard University roommates and 
classmates, Eduardo Saverin, Andrew McCollum, Dustin 
Moskovitz, and Chris Hughes. Initially, this website was only 
intended for Harvard students. Then this website developed to 
countries on the American continent, to all corners of the 
world. 

Early emergence into the global market, Facebook only 
provides services about "status" and sharing photos of the 
owner's account. This status and photo can be commented on 
by other account owners who are friends with him. From 
there, Facebook has developed as a place for various activities, 
starting from a gathering place for a community (group), as a 
place to promote merchandise (online shop), to as a place of 
entertainment (online games). 

In some cases, Facebook can bring together friends or 
family who haven't seen for a long time. Owners of Facebook 
accounts increase the number of friends they have with their 
respective goals. However, none of these friendships were 
"real friendships," this was what Alan Kirby called "electronic 
friendships". Humans only need a keyboard and a computer 
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screen to be able to convey feelings, tell stories, or share 
photos with friends. There is no need for physical contact 
connecting them. 

Since the beginning of 2013, Facebook has started 
developing its website by adding features that provide 
entertainment to its users, namely the online game feature. 
Many types of games are offered by Facebook for its users. 
The early appearance of this game was difficult to access in 
Indonesia because Indonesia's internet speed was not 
sufficient for Facebook's online game needs. However, this 
game continues to develop until finally, it is easy to access by 
Facebook account owners in Indonesia. Some of the types of 
games available on Facebook are Casino, Cards, Puzzle, 
Hidden objects, Adventure, and so on. 

Hidden objects are a game to find the objects on the 
computer screen. The object is not easy to find. It takes 
carefulness from the players to find these objects. Criminal 
Case is a game that looks for hidden objects. This game is 
quite popular among Facebook users.  

Games are a form of human activity. Playing, since 
childhood, is taught to children to form a good mentality, 
empathy, cooperation, fun, and to give them fantasy. In the 
play, humans are faced with the choice, rules, competition, 
and victory and defeat. As old as the advent of sport, games 
also played a role in it. Because it has rules and goals, the play 
makes people challenged to try and try to achieve these goals. 

Millions of people in the world spend a lot of time, energy, 
and money playing a game, which is currently dominated by 
digital games (games). Many reasons underlie the reasons for 
playing the game. As a place of existence, looking for 
pleasure, and many also play to make money or economic 
motives. All run it in media technology which is constantly 
being updated to satisfy its users. Games are the result of 
technological developments, which are among the fastest-
growing. Every year, hundreds to thousands of games are 
created and millions of games are sold worldwide. 

This Criminal Case tells the story of a detective who is 
looking for evidence of a murder case. Players will work with 
electronic players who will help us find these items if time is 
running out. Playing accounts can also be helped with “other” 
accounts to get free energy or solve cases. Criminal Case has 
been played by more than 10 million Facebook users. Those 
who play this game come from different countries, 
backgrounds, and ages. This game is accompanied by music 
such as detective music that makes users feel as if they feel 
how to be a real detective. The objective of the game is to find 
the murderer. The trick is to find items that can be used as 
evidence to catch the murderer. The game also has a story 
about how to autopsy a corpse or analyze evidence. 

The game is not necessarily free, there are some things 
money has to buy. For example, purchasing food to speed up 
the increase in player energy, or buying cash and coins to get 
clothes, changing avatars, or getting lab results faster because 
it needs to pay in dollars. 

 

Fig. 1. Purchasing Cash and Coins to get items and speed up lab results.  

The game is not necessarily free, there are some things 
money has to buy. For example, purchasing food to speed up 
the increase in player energy, or buying cash and coins to get 
clothes, changing avatars, or getting lab results faster because 
it needs to pay in dollars. 

Moreover, Criminal Case players can also modify their 
appearance as detectives in this game. What can be modified 
is skin color, face shape, haircut, and you can even choose the 
desired gender. Gold coins are a means of payment used to 
modify appearance. These gold coins are earned every time a 
player completes a game session finding items in an image. 

 

Fig. 2. The avatar shop where you can modify the player's appearance. 

B. Informant Responds and Analysis 

From the results of analysis made by researchers from the 
interview, the Criminal Case game creates an addiction for its 
players not in terms disorders but more into immersive 
experience they have during the game which gives the 
alternate reality they desire compared to the one they have in 
real life. The followings are their summarized comments of 
their experience during the game 

1) Simone Bougazelli Correa 
For Simone, playing Criminal Case is to get rid of 

boredom and help relax. Simone never plays at the office 
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because he feels unprofessional. Usually, Simone plays this 
game online while on the bus or at home before going to bed 
to relieve fatigue. Simone never buys "food" to speed up his 
energy gain or buy cash. Because for Simone, playing online 
games does not require spending money, it is only to fill spare 
time. The free energy he gets for free which he uses to play 
Criminal Case. Simone has never interacted directly with 
other Criminal Case player partners. Simone also never made 
an appointment to play with her friends. Among all the types 
of games available on Facebook, Simone only plays Criminal 
Case and Candy Crush. For him, the online game Criminal 
Case can help increase concentration and help relax after a day 
of activities. With the story in the game, Simone doesn't feel 
bored and enjoys the game's storyline. 

2) Khadimoul Khadim 
Khadimoul Khadim did not feel addicted to the game 

Criminal Case. For Khadimoul Khadim, playing Criminal 
Case is to get rid of boredom while working besides that his 
office internet connection is very fast. On Facebook, besides 
playing Criminal Case, Khadimoul Khadim also plays another 
online game, namely Candy Crush. Khadimoul Khadim does 
not have a special time to play Criminal Case, but at least one 
day must open the game. Khadimoul Khadim never interacted 
directly with his playing partners. For Khadimoul Khadim 
playing Criminal Case is a place to learn new things such as 
new words, how to do lab analysis, how to work as a real 
detective. In Criminal Case, Khadimoul Khadim is level 116 
but has never spent money on anything in the online game. 
There is no specific time playing Criminal Case, at least 
playing it once a day. For Khadimoul Khadim there are still 
many other important things to be fulfilled than buying it. 

 The online game Criminal Case is a game in 
cyberspace and a product of Digimodernism or technological 
developments. The relationship between players did not occur 
directly in the real world but the virtual world. Players are not 
physical playmate and can be represented virtually. Based on 
the results of interviews with informants, it was found that 
Criminal Case was considered only as a relief for momentary 
tired. Because the game is limited by energy, playing time is 
limited. 

 As explained earlier, Digimodernism has special 
characteristics. These characteristics appear in the online 
game Criminal Case, namely Onwardness, the online game 
maker Criminal Case continues to make innovations to satisfy 
its users. The higher the level the murder story gets the more 
diverse. Besides, to provide convenience to the wearer, 
purchasing "food" to accelerate energy gain can use phone 
credit (previously only credit cards were used). Furthermore, 
the characteristic of Haphazardness, in this case, Criminal 
Case as a digimodernism text is irregular and develops in all 
directions. It should also be realized that the online game 
Criminal Case has no strong social punishment so they are 
easily leaving the game when something happens. The online 
game Criminal Case also has the nature of eformulation and 
intermediation of textual roles, where players also have 
influence or role in the text. The fluid-bounded text feature 
also appears in this text, the Criminal Case player account can 
be manipulated according to the account owner's wishes. The 
digital era as it is today makes it easier for humans to change 
the information they have. This game also allows for the 
emergence of anonymous, multiple, and social authorship 

authors in cyberspace, as long as you have a Facebook 
account, all accounts can play this game. 

One of the characteristics of Postmodernism is 
hyperreality where territory, a referential being, or a 
substance. It is the generation by models of a real without 
origin or reality: hyper-real [16]. The reality that appears in 
cyberspace, especially with the game Criminal Case, is when 
players choose the avatar they want and play seriously as if 
they are a real detective so that addiction grows stronger when 
playing the game, because they do not need to care about the 
feeling of other players since they do not know them in 
persons there. The back sound played in Criminal Case makes 
the players feel like they are working as a real detective and 
they are becoming to get more into the character when 
playing. 

V. CONCLUSION 

Criminal Case, which is a game application on the 
Facebook site, is cyberspace community. This game shows 
that human relationships no longer requires real life 
experiences because they enjoy to play their alternate version 
of them in cyber community with the electronic friendship 
rather than real friendship. Though they have time to release 
stress by talking to friend, the informants enjoy playing the 
online game more. Cyberspace has changed human habits, 
both culturally and socially. Facebook provides this service, 
to show that Facebook is no longer just a social media, but also 
a medium for gathering a more widening virtual community 
and they do not feel socially burdened when leaving the game 
because they can change their role of identity easily next time. 
However, the game installs the idea of competition to exploit 
every player desire of being the best on the game. 

Criminal Case players who became informants in this 
study felt they were not fully independent or independent 
when playing though the game spoils them to have more self 
centered experience. They play Criminal Case just to get rid 
of tired after work. Even though they did not feel fully 
independent, the informant still feel they need to resume the 
game because the options that the game has to offer brings 
immersive experience for having so many options but very 
small punishment unlike what they have in real life. The time 
limitation given in the form of energy use in the game can 
indeed reduce the dependence of Criminal Case players but 
the players are still given freedom to negotiate and resist what 
the game is leading them into.  
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