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CHAPTER I 

INTRODUCTION 

1.1 Background of The Study 

The advancement of technology becomes a crucial topic that has received 

a lot of concerns today. All people around the world are surely experiencing that 

the world is shifting along with the rise and development of technologies, 

specifically regarding to the improvement of media. Truly as generation changes, 

so does the media technology. Nowadays, many parents are discovering that the 

media their children consume have been a lot more different and sophisticated 

than the conventional media they used, because there has been a shift of 

communication technology from analog to digital. In other words, conventional 

media such as television, radio, magazines, newspapers, etc have evolved into 

new media technology that is highly used today called as „digital technology‟, yet 

people‟s media consumption patterns, lives, and societies are changing as the 

result of the combination of conventional and the new ones, thus it can be 

concluded that the new media has affected humans‟ culture and their way of life 

(Straubhaar et al, 2012).  

Straubhaar et al (2012) explains that digital communication technology is 

characterized by the ability to use „digital‟ forms to create, store, and transmit 

communication, as well as its role in “converting sound, pictures, and text into a 

computer-readable formats by changing the information into strings of binary 

digits made up of electronically encoded 1s and 0s” (p.6), that takes form of video 
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games, social networking and texting. These characteristics result in a conclusion 

that every “communication technology is regarded as „new‟ if it is digital and 

computer-based” (Thurlow et al, 2004), and the word „new‟ basically comes from 

modernist beliefs and hopes that technology will result in progress in society in 

terms of productivity, educational opportunity, and communicative horizons 

(Lister et al, 2003). Such new media technologies sure bring a lot of advantages. 

The most obvious one is regarding to the information flow. Thurlow et al. (2004) 

in their book “Computer Mediated Communication – Social Interaction and The 

Internet” convey that computerized and digitalized communication technologies 

have enabled people who are geographically dispersed, receive high amounts of 

information in great speeds. When discussing on the topic of new media, one must 

has the concept of “Internet” in mind (Lister et al, 2003). In order to define the 

term „internet‟, an official definition of it has been released from Federal 

Networking Council in US, stating that: 

„internet‟ refers to the global information system that is logically linked 

together by a globally unique address space based in the Internet Protocol 

(IP) or its subsequent extensions/ follow-ons, and/ or other IP- 

incompatible protocols; and provides, uses, or make accessible, either 

publicly or privately, high level services layered on the communications 

and related infrastructure described herein (Lister et al, 2003, p. 164).  

Internet has been used worldwide and researches have been done to know the 

numbers of internet users in the world, as well as in every countries involved. The 

below statistic presented by Statistia.com shows the numbers of worldwide 

internet users from 2005-2017.  
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Figure 1.1 Numbers of Internet Users Worldwide from 2005-2017 

          Source: Statistia.com, 2018 

 

Figure 1.1 shows that worldwide internet users are increasing from year to year, 

reaching 3.578 millions of people in 2017. According to the description of the 

statistic provided by Statistia.com, easier access to computers and increased 

utilization of smartphones by modern countries are the causes behind the 

increasing number (Statistia.com, 2018).  

In fact, on the other side, explaining the term „internet‟ will be incomplete if the 

concept of World Wide Web (www) is not explained. Web was first developed in 

the 1990s as a tool to exchange scientific informations (Thurlow et al, 2004), but 

then was improved into „Web 2.0‟, enabling instant open access as well as 

opinions-sharing  (Gao et al, 2010). Web 2.0 is also characterized by social 

networks revolution, high interactivity, and user participation in the content 

production (Almeida, 2017). The rise of internet accompanied by Web 2.0 thus is 

related with the development of „cyberspace‟. Cyberspace or what a CMC 

Scholar, Steven Jones (1995) called  as „cybersociety‟ is a situation where internet 

has become the tool that enables people to communicate about social life, people, 
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interactions, relationships, identities and communities mediatedly (Thurlow et al, 

2004). Today, the existence of social media and other interacting media forms are 

forming cybersociety, involving users of technologies in conducting interaction. 

The statistic data below shows the number of active internet users, unique mobile 

internet users, active social media users, and active mobile social media users 

from global digital population per July 2018 (Statistia.com). 

Figure 1.2 Global Digital Population in July 2018 (in millions) 

             Source: Statistia.com, 2018 

 

Besides “cybersociety”, Staubhaar et al. (2012) state that the rise of internet as 

well as social platforms have also enabled „interactivity‟, meaning users are now 

having the ability to customize their own media content, for example: sharing 

words, thoughts, images to other users within an online interaction. Weblogs are 

once the means used to achieve these goals.  
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“Like instant messaging, email, cell phones, and Web pages, blogs are a 

new form of mainstream personal communication, allowing millions of 

people to publish and exchange knowledge/ information, and  to establish 

networks or build relatioships in the blog world” (Rosenbloom, 2004)(as 

cited by Gao et al, 2004). 

 

Wikipedia, Facebook, Youtube, Twitter and Instagram are some popular websites 

that appear along with the emergence of Web 2.0, but in 2010, Web 2.0 was 

improved to „Web 3.0‟ that is characterized by the ability to manage online 

searching, and currently there has been „Web 4.0‟ exists (Almeida, 2017). 

Futhermore, according to a study result conducted by Almeida on “Concepts and 

Dimensions of Web 4.0” (2017), several scholars/ authors have brought up the 

definition of it, yet from all definitions, there are some dimensions of web 4.0 

concluded, which are: social networks, and technologies such as internet of 

Things, Big Data, artificial intelligence, and machine to machine. In conclusion, 

new media surely are known for several main discourses: digital, interactive, 

hypertextual, virtual, networked, and simulated (Lister, 2003). The discourse 

called „virtual‟ is one of the discourses that will be analysed in this study. New 

media has brought changes in human‟s communication, as nowadays one can 

acknowledge what is called as “virtual communication”. The virtual 

communication occurs in one of the video sharing sites, called „Youtube‟, in 

which emerged as the result of Web 2.0, is the topic that will be furtherly analysed 

in this research.  

According to the data presented by wearsocial.com, among the other global social 

platforms, Youtube ranks as the second highest global social platform used in 

January 2018 as it is shown in the statistic below (wearesocial, 2018). 
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Figure 1.3 Active Users of Key Global Social Platforms  

Source: Wearesocial.com, 2018 

 

Youtube as one of the global social platforms found by 3 former Paypal co-

workers called as Chad Hurley, Steven Chen and Jawed Karim in 2005, has been 

commonly known as a video sharing site. Its “mission is to give everyone a voice 

and to show them the world”, thus to achieve this mission, Youtube owns some 

essential values, including: freedom of expression , freedom of information, 

freedom of opportunity, and freedom to belong (Youtube.com, 2018). To 

conclude, all these values are purposed to give people chance or freedom to speak, 

share opinions, have open access information, build business and find supportive 

communities through video-sharing. These values surely become the proofs of 

how Youtube reflects or involves the concept of interactivity, in which people can 

customize their video content on their own. Today according to its official 

website, Youtube has reached over one billion users in numbers or almost one-

third of the world internet users (Youtube.com, 2018). Youtube serves various 

needs and  purposes. Some people are using it as source of entertainment, others 
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may also use it for business purposes in order to gain profit through delivering 

ads, yet this research will focus on an activity on Youtube, called „vlogging‟ done 

by a person, called as „vlogger‟. According to Gao et al. (2010), the activity of 

vlogging is originated from blogging. At that time, blogging was regarded as 

limited because it is text based, but sooner with the tremendous amount of 

digitalized multimedia coming over the web, various types of blogging activities 

such as arttlog, photolog, audioblog, as well as vlogging began to exist. 

Distinctive to blogging, the activity of vlogging involves video as the medium 

used to express thoughts, personality, interests as well as opinions or views to 

viewers in a direct and interactive way (Warmbrodt, 2007), and the result called 

„vlog‟ contains stories or informations expressed by vlogger, and is regarded as 

valuable because it tries to show the self-expression of the one (humans) who 

vlogs (Griffith & Papacharissi, 2010). In order to make it public or shared, 

vloggers will upload their vlogs to a video-sharing site, such as Youtube.  

1.2 Identification of The Problem 

New media technology has brought changes to „vlogging‟. Vlogs are now 

evolving, involving not just real or biological human in doing the activity as it is 

generally known, but also virtual bodies that are usually seen through animated 

humans. In other words, nowadays the activity of vlogging is done by virtual 

vloggers. The emergence of virtual vlogger begins to attract public‟s attention at 

the end of 2017, by the appearance of a Japanese virtual vlogger called “Kizuna 

Ai”, who owns around 200.000 Youtube subscribers at that time, and whom now 

has gained over two million Youtube subscribers (BBC, 2018). Before Kizuna, 
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there have been some “VTubers” exist, such as Ami Yamato and Barbie. Ami 

Yamato herself has begun vlogging in 2011, while Barbie began in 2015.  These 

virtual vloggers are whom N. Katherine Hayles called as „posthumans‟ and thus, 

the world is now in the era of posthumanism. Posthuman is defined as how human 

beings can be articulated by intelligent machines (Hayles, 1999). Hayles (1999) 

further emphasizes that cybernatic mechanism (virtual bodies) and biological 

organism (physical bodies) have no different to each other.  

As vlogs are shared publicly, vloggers will be more attentive on how their self 

appear in public, thus they will be attempted on doing an activity called 

impression management. The act of impression management cannot be separated 

from humans‟ life as a whole. Leary, an author of a book called “Self-Presentation 

– Impression Management and Interpersonal Behavior” conveys that people are 

attentive of how they are going to be viewed or looked by other people around 

them (Leary, 1996). Erving Goffman, an American sociologist, who is best known 

for his words in his book “The Presentation of Self in Everyday Life”, also 

conveys that: 

human being in an ordinary work situations presents himself and his 

activity to others, the ways in which he guides and controls the impression 

they form of him, and the kinds of things he may and may not do while 

sustaining his performance before them (Goffman, 1959, p.8)(as cited by 

Jacobsen & Kristiansen, 2015, p.68) 

 

From both of these statements, both Leary and Goffman try to explain that human 

beings are always engaged in doing „self-presentation‟ or „impression 

management‟. Leary (1996) further explains that a motivation to impression 

manage has influenced nearly all humans‟ attitude.  Referring to this statement, it 
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can be recognized that the act of vlogging also involves impression management. 

Thus vloggers (humans and posthumans) are engaged in doing impression-

management in their vlogs. They may want to be looked good by showing good or 

impressive part of themselves.  

The concept of self-presentation or impression management has gained a lot of 

concerns by communication researchers as well as psychologists. Thus, lots of 

researches of this topic have been conducted, ranging from self-presentation in 

real interpersonal relationships to online environment, such as online dating. 

Joseph B. Walther, a professor of the Department of Communication and 

Telecommunication, Information Studies and Media, has conducted several 

researches regarding computer-mediated communication and interpersonal 

relationship. One of his studies entitle “Computer-Mediated Communication 

Effects on Disclosure, Impressions, and Interpersonal Evaluations” was done with 

Lisa Collins Tidwell in 2002 involves study of impression. Meanwhile, in terms 

of self-presentation in online environment, Jane Ward (2016) did a research on 

impression management done by users of a matchmaking mobile app called 

“Tinder” and found out that entertainment, ego-boost, and relationship seeking are 

Tinder user‟s motivation of using the app. She also found out that Tinder users 

selectively present their profile picture to achieve likeability and authenticity. 

Furthermore, Elison, Heino, & Gibbs (2017) did a research on how online dating 

participants manage their online presentation of self in order to accomplish the 

goal of finding a romantic partner, and found out that the strategies used by online 

daters as means to open up the possibility of relationship creation are looked 
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through how they present or express themselves in their online „profile. Besides 

online dating, researches on the topic of self-presentation have already been 

conducted towards blogging activity. Trammell and Keshelashvili (2005) 

conducted a research on the self-presentation to a group of bloggers called A-list 

to find out how they reveal themselves and the strategies they use to impression 

manage. Both of them found out that A-list bloggers reveal their personal 

information through names, email, addresses, etc, and most of the bloggers use 

strategies that achieve competence and likeability.  

Although there have been so many researches conducted on this certain topic, 

those researches involve real/ biological humans as the subjects and although 

researches on online impression management have also been conducted in 

numerous number, they mostly analyse the linguistic form of the act appears in 

the social networking sites such as Twitter and Facebook. Based on these 

evidences, researcher decided to come up with a study of impression management 

done by a posthuman, bringing a whole new and different object in analysing 

impression management. This current study will then focus on a component of 

impression management called “impression construction” done by a virtual body 

or posthuman called “Ami Yamato”, as the results have not been discussed yet 

among all impression management, impression construction as well as 

posthumanism studies.  

1.3 Statement of The Problem 

Based on the background of the study stated, the problem questioned in this study 

is “How does Ami Yamato construct impression in her Youtube vlogs?” 
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1.4 Purpose of The Study 

The purpose of this study is to analyse how impressions are constructed by Ami 

Yamato in her Youtube vlogs.  

1.5 Significance of The Study 

Academic Purpose 

As the main academic purpose, this research is conducted as a final project of the 

researcher prior to finishing the study of communication in Universitas Pelita 

Harapan.  

Practical Purpose  

This research would be beneficial as references for students of communication, 

communication lecturers, scholars, and researchers who want to do further 

research on posthumanism, impression management, focusing on impression 

construction.  

Social Purpose 

The social purpose of this research is to give contribution to communication 

science or knowledge about impression construction presented by a virtual self, 

specifically on the topic of virtual communication and posthumanism.  

1.6 Organization of The Study 

CHAPTER I: INTRODUCTION 

The main purpose of this chapter is to introduce the overall content of the 

research. It includes background of the study that explains about the background 

situation for conducting the research, identification and statement of the problem 

that show the problem questioned, purpose of the study, significance of the study, 
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showing how significant the study is in academic, practical and social, and 

organization of the study that shows the chronological part or segments of the 

study conducted. 

CHAPTER II: RESEARCH OBJECT 

This chapter presents the objects of the research, which are the Youtube vlogs of 

Ami Yamato as virtual vlogger and impression construction. 

CHAPTER III: LITERATURE REVIEW 

This chapter consists of concepts and theories used as the bases for the researcher 

to analyse the problem questioned in the research, as well as the theoretical 

framework of the research 

CHAPTER IV: RESEARCH METHODOLOGY 

This chapter will explain the method and paradigm used by researcher in 

conducting the research, scope of the research, data gathering technique, data 

analysis method and validity assessment method of the research 

CHAPTER V: RESEARCH FINDINGS AND DISCUSSION 

This chapter contains findings gained in the form of semiotic analysis tables, 

consisting of scenes screenshots from the vlogs of Ami Yamato analysed using 

Saussurean model of Semiotics, by identifying the signifier and the signified, as 

well as the impression construction of the Ami Yamato.  

CHAPTER VI: CONCLUSION AND SUGGESTIONS 

This chapter includes statements to conclude the answer of the research question, 

as well as suggestions towards the research itself as well as for future research. 


