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ABSTRAC

User Generated content is a marketing strategy that emphasizes consumer-
generated content, social media followers, and fans. The UGC trend has sparked
interest in cyber media HaiBunda.com to integrate UGC in the process of
creating infographic visual narratives. The infographic on HaiBunda.com is the
result of media and UGC integration. The media provides a UGC space, for
discussion, commenting, reading and viewing pictures. In practice, cybernetics
visual narrative involves the role of information theory, control theory, and
systems theory. Most of the UGC infographic channel visitors are millennial
mothers who have interests in information about parenting patterns and child
development. Can UGC readers interpret the visual infographic narrative,
respond to and apply the values of daily morality in childcare? The purpose of

the writing is to find out how millennial mothers interpret the visual infographic
narrative. The qualitative method, Talcott Parsons' approach, is to see the
meaning of the visual infographic narrative as a system, interrelation, has mutua
influence to the media and readers. The results show that the visual narrative of
HaiBunda.com's infographic with the theme “Tahukah Bunda> means
educational and informative and contains moral values and the nature of women.

This is an open access article under the CC-BY-SA license.

1. Introduction

A lot of content is presented to attract visitors. Ranging from simple chats, video conferencing,
email exchanges, blogs and discussion groups [1], [2]. Content created and published by cyber media
users is called User Generated Content (UGC). User Generated Content through discussion or content
uploads can give the effect of awareness of an information for readers [3]. Content can be made for
personal, community, corporate, and online mass media. HaiBunda.com is one of UGC providers,
which has contents that narrate about parenting, pregnancy, birth, breastfeeding, through verbal-visual
language with the segmentation of millennial mothers. “Tahukah Bunda” is one of the infographic
themes found on the Infographics channel. Apart from several infographic themes, it is also equipped
with a comment column for readers to respond and comment on. Readers can access directly to
Instagram, YouTube, and twitter. Millennial mothers are the generation born between1980-1999, ages
18to 35 [4].

On the one hand, it is considered that there is not enough experience in child care and education.
The other side should work. Working mothers have greater challenges than working fathers
[5].Cybernetics is an interdisciplinary study of regulatory systems' structure and is closely related to
information theory, control theory, and systems theory [6]. Talcott Parsons' cybernetic theory states
that society consists of parts (sub-sub) that are interrelated and influence each other reciprocally [7].
It is said to be a complex system because the various elements contained in it interact and influence
each other [8].
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The digital era has considerably impacted people's lives, encouraging a shift from manual methods
to digital media. Automation and digitization, as long-term evolutionary processes, are causing
significant effects, such as the transformation of jobs and job profiles, changing forms of work, and a
more significant role for the platform economy, generating challenges for social policy [9] and it is
also because technology will continue to move like ocean currents that continue to run during human
life [10]. In the digital era, digitally visualized information does not lose its significance; it makes it
easier to convey it to the audience [11]. The need for information is increasingly pressing towards the
digital era, and humans are subject to an unprecedented amount of information [12]. With the
explosion of digital media content and access tools in the last generation, more information is now
available to more people from more sources than at any time in human history [13]. In this era of
technological acceleration, the media is required to be fast but clear in providing information to the
public; because the public has limited time, media is needed to present information that is concise and
easy to understand and is specifically aimed at organizing the chronology of events presented through
statistical data. In delivering information to the public, information and most of the news carried out
in the last decade have used infographics that are believed to be famous and influential in visualizing
data and conveying information to audiences more clearly attractively [14]. In terms of storytelling,
various infographics with attractive visual compositions are ultimately one of the attractions for the
audience to understand better the content of the news conveyed. Digital Storytelling (DST) combines
the art of storytelling with multimedia features, namely digital graphics, text, recorded voice
narrations, videos and music that presents particular material with a particular duration of time
packaged in digital format [15]. DST takes advantage of the audacity program and operates it with
Windows Movie Maker. Visualization of images can be made freely by the designer and creator of
the media. Infographics are tools that combine images and text to frame information and ideas
concisely [16]. Visual literacy is needed to understand it [17], apart from being visual learning [18].
It is also a form of knowledge set how to present infographics through text and numbers, charts, graphs
or maps, and characters to convert data into visually accessible arguments [19], [20].

2.User Generated Content

Indirectly related research on cybernetics and User Generated Content (UGC) has been widely
carried out. Tourism research [21], memes advertising [22], online newsrooms [23], [24], participatory
design [25], social networking, and UGC diffusion [26], differences in brand-related UGC on youtube,
Facebook, and Twitter, consumers' motivation to make UGC [27], the impact of UGC on online
purchase product reviews [28], and the role of UGC [29]. Similarly, research related to mass media
and women's issues [30], new mothers and online media users [31], [32], parents and digital media
[33], media infographics, and journalistic narratives [34]. However, there are not many studies linking
infographic visual narratives about millennial mothers in the world of cybernetics with ultrasound.
The least relevant research is research on UGC in the newsroom and new mothers and online media
users. The phenomenon of citizen journalism and UGC has created new challenges and opportunities
for mainstream media, where UGC can be integrated into the professional news-making process.
However, sparse but growing research on participatory journalism shows that several contextual
factors hinder the adoption of user-generated content in newsrooms at different levels of newsroom
organization [35]. Using a social construction approach, based on semi-structured interviews, the main
conclusion is that participatory journalism develops rather slowly; caused by newsroom structure,
work routines, and professional beliefs regarding user contributions.

3. Method

Talcot Parsons, society consists of parts that are interrelated and influence each other reciprocally.
In the cyber world, HaiBunda.com is part of a virtual social community with parts of a systemically
structured visual narrative. Systemically, UGC works whenever readers interact, respond, read, share
news, send comments, and upload photos or videos.

Data collection is done through; an online observation by taking one of the themes of the
infographic Tahukah Bunda on the infographic channel Haibunda.com, followed by online interviews
with four millennial mothers, with 13 questions. The 13 questions were then simplified into five core
questions which were considered to have a close relationship with the object under study. The
literature study was conducted to complete the data when the research took place.
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Based on Talcott Parsons, the analysis is divided into four stages: adaptation, go-tooltainment,
integration, and latent pattern maintenance. They were seeing the relationship of social systems built
between narratives and images and integrated elements so that they can achieve the goal, which cyber
users can enjoy. Three guestions Parsons; about social order and values; the nature of social action;
essential features of modern society in values and social structure; contribution of sociology to
understanding and fostering progressive social relations [30]. Parson's idea, influence as a medium of
general exchange circulating in the social system. The analogy between economic and sociological
conceptual systems goes beyond the simple notion of exchange, which is, in fact, a key concept for
studying the workings of social systems.

4. Results and Discussion

HaiBunda.com UGC consists of eight main contents; home, pregnancy, breastfeeding, parenting,
baby names, mom's life, mother's story, trending. Then the seven visual narrative channels, namely;
haibunda squad, comics, infographics, photos, videos, moms need to know, mom's catalog. In the
main room of UGC, there is a display of text narration topics accompanied by photos and the names
of the authors. Then in another UGC room, there are image content accompanied by information
created by illustrators, infographers, and video makers, sourced from various data sources, and
scriptwriters. All of them contain narratives adapted to their content, and each narrative is systemically
integrated. The visual narrative of the infographic Tahukah Bunda from 2017 to 2020 has 22
infographics divided into seven categories: pregnancy, birth, breastfeeding, health, bullying,
education, and jastip (entrustment services).
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Fig. 1.An example of the cybernetics narrative space display on the home page (source: Haibunda.com)

The structural properties of social networks, especially millennial mothers and the media
HaiBunda.com (detikNews-Detik.com) have a major influence on the development of both. They
contribute to more or less inequality [36]. Fig. 2, explained that Haibunda.com internal system is very
dependent on external systems, connected to its parent detikNews—Detik.com, digital technology,
internet, information flow, media devices as communication tools. Media as UGC users and providers,
cybernetic visual narratives, and readers as UGC users are three elements that cannot be separated
from the virtual communication system.

In the Tahukah Bunda theme room, seven (7) concepts can be interpreted as pregnancy, birth,
breastfeeding/MPASI, health, education, bullying, and services. The total number of narrative topics
in it is 22 topics. Each of these topics can be connected, and interaction occurs when the cursor
movement appears from the user's hand. The system becomes more intense in its interaction activities
when many users from various geographic areas with the same purpose seek the same information or
other purposes and engage in reading, searching, and commenting activities in that space.
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Fig. 3. The flow scheme of the infographic narrative system on Haibunda.com in the cyber world

Fig. 3 explaining HaiBunda.com also has its own system, which is integrated with its parent
detikNews-Detik.com. HaiBunda.com adheres to the ideology of its parent media management while
maintaining identity stability and positioning in the virtual social environment. Most importantly,
HaiBunda.com is tasked with bridging the activities of the mother's social community in cyberspace
in the delivery of knowledge narratives through image information (infographics). The media also
provides a comment field.
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Fig. 4. Examples of some of the cybernetics infographics visual narrative displays are Tahukah Bunda

Fig. 4 here is the thumbnail display section of the infographic visual narrative of the “Tahukah
Bunda” theme, which was mentioned on the previous page. The visual language presented is varied,
but has a strong correlation with the use of color elements and space formats, namely vertical. The
consistency of identity and visual narrative themes is maintained systemically and is connected. The
difference is, sometimes it is HaiBunda.com who narrates, which is supported by the advice and
opinions of psychologists, pediatricians, therapists, teachers, or media parties that are strengthened
from data sources or research institutions or companies that are relevant to the content raised.

As a visual narrative of cybernetics infographics, the theme ‘“Tahukah Bunda” contains the
meaning and values of humanity. The nature of women is practical and essential to be understood and
understood by Indonesian mothers to develop the next generation. Based on Talcott Parsons,
cybernetic infographic visual narrative is an interrelated system and influences each other reciprocally
between the reader and the media. These interrelated parts respond when one of the images or the
navigator icon changes color when a cursor passes and presses 'click'.

Visual narratives are arranged systemically, and the UGC system works whenever there is an
activity for readers to interact, respond, read, share news, send comments, and upload photos or
videos. The reader's response states that it is necessary to present a narrative about parenting patterns
and child development.
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Fig. 5. An example of an infographic visual narrative scheme about Estimated Birth Day

The results obtained are 64.7% of respondents who agree with presenting information about
mothers on social media. Following that, 32.4% agreed, and the rest answered quite agree. This
questionnaire conclusion shows that the presentation of information is considered very important.
Then followed by a questionnaire about the importance of breastfeeding information, child care and
education patterns, growth and development, and nutrition. Fig. 6 and Fig. 7 show the respondent
responses.
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Fig. 6. Questionnaire about the importance of information related to mothers on social media

@ 5. very important
@ 4. important
3. quite important
2. net too important
@ 1. not important

Fig. 7. Questionnaire on the knowledge importance about breastfeeding, parenting and child education, health,
school, and diet

Mother's responses about the importance of breastfeeding knowledge, parenting and child
education, health, school, and diet showed that 58.8% said it was very important, 32.4% said it was
important, and 8.8% said it was quite important, shows the position of information about children and
toddlers is very important. They are supported by the results of interviews conducted by the author
with several millennial mothers (Table 1). Analysis of Pl-a, P1-b, P1-c, and P1-d proves that
information is a need to increase intellectually young mothers, and through social networks,
aspirations and dynamic information can bring mothers' experiences in education and child care.
Information on parenting patterns for children and families through social media is important and can
be updated and consulted directly through the consultation column provided. Millennial mothers are
rationalist characters and trust information from the internet more to share with peers or directly with
experts in their fields, rather than listening to information from parents and grandmothers. Efforts to
increase knowledge and patterns of children's education in millennial communities can be influenced
by the lack of insight, demography, independence, digital media, needs, and networking. Besides, it
is helpful for the user audience and the internal media. It can be proven by the results of research
conducted by Forbes. Infographics help marketing and business development by almost 60%, relying
on visuals in social media messages 74%.
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Table.1 Millennial mothers' responses to the importance of information on parenting

Code Response

Pl-a  Important, because now we are more familiar with gadgets. So if there is information through social media
or sites it will be very helpful and can always update information. In addition, sometimes there is a column
for online consultation through the site, so it is very helpful.

P1-b  Important for young mothers

Pl-c  Yes it's important and sometimes | know the information from facebook

P1-d  This is important because not all millennials know information about parenting patterns. Especially those
who live in urban areas without being accompanied by their grandmothers and grandfathers, these
millennials seek a lot of information via the internet or online media.

Infographics as an effective medium reaches 84%26. While infographics for educational purposes
stated that the presentation of information through infographics has 29.3% more because it has better
visuals and is more descriptive, more permanent in mind for 16.4%, presentations are more
understandable 10.7%, and more interesting 4.3 % [37]. As a visual narration of cybernetics
infographics, the theme of “Tahukah Bunda” contains meanings and values related to women's life
cycle. Knowledge about the problem of mothers is important to be understood and understood by
Indonesian mothers, especially for the development of the next generation.

The interconnected sub-systems in “Tahukah Bunda” create their meanings in a small scope and a
larger context. Because the system is an integrated whole consisting of interconnected parts [38], users
can easily capture and interpret information related to parenting patterns and child development
because it is presented through visual infographics. Infographic function research states that 90% of
the information sent to the brain is visual, and visuals are known to increase learning and retention by
400% [39]. The revealed meaning of Fig. 7 shows relevance and integration of the married woman
cycle: pregnant, giving birth, breastfeeding, providing nutrition as supporting food, caring for,
educating, maintaining health, and protecting children from outside disturbances. Allah created
humans through pregnancy, which must be taken care of properly in the process of becoming a whole
human.

Adaptation. Online media and all its contents are virtual social systems [40], which must adapt to
the environment they face, in this case, the global audience and culture. The cybernetic narrative of
the infographic on HaiBunda.com is evidence of an effort to adapt to the millennial society. UGC is
revolutionizing interactions among people, and users can now share and create personalized content
on the internet instead of just using available content [41]. Thus it can be said that UGC is a system
that involves the community and the media. HaiBunda.com's media goals must align with larger social
goals to avoid conflict with social-environmental goals. All the infographic narratives presented on
their website reflect problems and solutions for young mothers who are considered to have minimal
knowledge, especially regarding parenting and child education. To grow the adjustment of the
infographic narrative with social reality that produces dynamics.

As the narrative in Fig. 8, the individual gains a presence, transmits tradition, education, and
knowledge of the language, history, art, and costume. A prominent feature is in contemporary artistic
practices, in works that remain in time, marking the origin of culture and the process of identification
and adaptation to other realities in space and time. The purpose of social media, to blur the line
between our personal and professional lives [42]. Integration. Media HaiBunda.com as a content
creator user, shows the social solidarity of the parts that make it up. Integration between the narrative
elements of HaiBunda.com's infographic and its readers can only be realized if all the elements that
make up the system adapt to each other. There is integration between spaces when infographic
channels turn blue when the cursor is moved and intersects. (click) the moving screen infographic
opens a narrative space with infographic thumbnails of various themes.
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Fig. 9.Cybernetics narrative

From thumbnails, users are free to move the cursor and search for content as they wish. The cursor
moves back and forth. When the user clicks on one of the infographics, the full view of the infographic
space appears. The infographic page consists of the narrative title, the scriptwriter's name, day, date,
and year, then social media icons such as Facebook, Twitter, links. Below it is a narration that aims to
convey the contents of the infographic. One author says being 'social' means being available in real-
time for marketing, customer service, and user analytics. This new reality offers excellent
opportunities for any company looking to dive into the world of mobile marketing and social media
[43]. The rapid spread of social media platforms such as Twitter and Facebook prompted scholars
from various fields of study to investigate these sites [44]. Latent Pattern Maintenance. Media
HaiBunda.com, as the maintenance of narrative patterns in the form of a cultural value system
constantly controls the actions of users, is the value that society has agreed upon will be able to control
the integrity of social solidarity.

As revealed by HaiBunda.com, all content uploaded by users (user-generated content) is entirely
the user's responsibility. Haibunda.com has the right to edit or remove any content uploaded by users
that violates the law or, as regulated by the Cyber Media Coverage Guidelines [45]. Media control
and social control. Latent Pattern Maintenance media is a functional requirement related to efforts to
keep the system in balance, efforts to bind individuals in the system, efforts to be prepared if members
are acting outside the system. Goal attainment: the system must define & promote primary goals.

According to Talcott Parsons (Fig. 10), it is known that User Generated Content has created its
social system with female readers. Efforts to transfer social meanings such as education, health, and
the nature of women to readers are the result of media adaptation as UGC to women's events globally.
Tahukah Bunda is evidence of a visual narrative of adaptation efforts to the millennial society.
Reflecting the problems and solutions for young mothers who are considered to have minimal
knowledge, especially regarding parenting and child education patterns.
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Fig. 10. Description of the analogy of social systems based on Talcott Parsons.

5. Conclusion

To conclude, UGC proves social solidarity. The integration between the visual narrative elements

of the cybernetic infographic Tahukah Bunda and the reader can be realized if all the elements that
make up the system adjust to each other are mutually agreed. HaiBunda.com as the creator of the
cultural value system, constantly controls the user's actions. As revealed by Haibunda.com, that user-
generated content is entirely the responsibility of the user. Haibunda has the right to edit or remove
any content uploaded by users that violates the law and or as regulated by the Cyber Media Coverage
Guidelines.

[1]

(2]

(3]

[4]

(5]

6]

[7]

8]

(9]

References

D. E. Rosen and E. Purinton, “Website design: Viewing the web as a cognitive landscape,” J. Bus. Res.,
vol. 57, no. 7, pp. 787-794, Jul. 2004,

N. S. Ahmad, R. Musa, and M. H. M. Harun, “The Impact of Social Media Content Marketing (SMCM)
towards Brand Health,” Procedia Econ. Financ., vol. 37, pp. 331-336, 2016.

C. Wyrwoll, “User-Generated Content,” in Social Media, Wieshaden: Springer Fachmedien Wiesbaden,
2014, pp. 11-45.

L. Addison-Lavelle, “Millennial women in leadership: a new generation of women still facing gender
inequalities in business leadership,” 2016.

Saniatu Aini and N. Hernawati, ‘“Parental Environment Quality, Mother-Child Attachment, and Cognitive
Development of Preschool Children with Working Mother,” J. Child Dev. Sci., vol. 1, no. 2, pp. 12-21,
2016.

V. Ilkova and A. Ilka, “Legal Cybernetics: An Educational Perspective,” IFAC-PapersOnLine, vol. 49,
no. 6, pp. 326-331, 2016.

Talcott Parsons, The Social System, 2nd ed. London, New York: Routledge, Taylor & Francis E Library,
2005.

D. S. Adhiarso, P. Utari, and S. Hastjarjo, “The Impact of Digital Technology to Change People’s Behavior
in Using the Media,” Digit. Press Soc. Sci. Humanit., vol. 2, May 2019.

V. Sima, I. G. Gheorghe, J. Subi¢, and D. Nancu, “Influences of the Industry 4.0 Revolution on the Human
Capital Development and Consumer Behavior: A Systematic Review,” Sustainability, vol. 12, no. 10, p.
4035, May 2020.

Sufiana et.al (User generated content: Cybernetic infographic visual narrative)



80 Bulletin of Social Informatics Theory and Application ISSN 2614-0047
Vol. 5, No. 1, March 2021, pp. 71-81

[10]P. Weaver, L. Jansen, G. van Grootveld, E. van Spiegel, and P. Vergragt, Sustainable Technology
Development. London: Routledge, 2017.

[11]B. I. U. Dur, “Data Visualization and Infographics In Visual Communication Design Education at The
Age of Information,” J. Arts Humanit., vol. 3, no. 5, pp. 39-50, 2014.

[12]S. Davis, S. Brodersen, G. Bohmer, and A. G. Siemens, “Digitalization sparks a quiet revolution,” World
Pumps, vol. 2017, no. 5, pp. 28-31, 2017.

[13] A.J. Flanagin and M. J. Metzger, “Digital Media and Y outh: Unparalleled Opportunity and Unprecedented
Responsibility,” in Foundation Series on Digital Media and Learning, Massachusetts: MIT Press, 2008.

[14]P. Sari Sukardani and V. Maya Setianingrum, ‘“Visual Storytelling of Infographic Design in News Media:
A Comparative Study on Online Media Platforms in Indonesia,” in Proceedings of the Social Sciences,
Humanities and Education Conference (SOSHEC 2019), 2019.

[15]B. R. Robin, “Digital Storytelling: A Powerful Technology Tool for the 21st Century Classroom,” Theory
Pract., vol. 47, no. 3, pp. 220228, Jul. 2008.

[16]J. Lankow, J. Ritchie, and R. Crooks, Infographics: The power of visual storytelling. John Wiley & Sons,
2012.

[17]E. Sims, R. O’Leary, J. Cook, and G. Butland, “Visual literacy: what is it and do we need it to use learning
technologies effectively?,” in ASCILITE, 2002, pp. 885-888.

[18] O. Duchak, “Visual literacy in educational practice,” Czech-polish Hist. Pedagog. J., vol. 6, no. 2, Jul.
2014,

[19]B. Robin, “The Educational Uses of Digital Storytelling,” in Proceedings of SITE 2006--Society for
Information Technology & Teacher Education International Conference, 2006, pp. 709-716.

[20]B. 1. U. Dur et al., “Interactive infographics on the internet,” Online J. Art Des., vol. 2, no. 4, pp. 1-14,
2014,

[21]S. Burgess, C. Sellitto, C. Cox, and J. Buultjens, “User-generated content (UGC) in tourism: Benefits and
concerns of online consumers,” in 17th European Conference on Information Systems, 2009, pp. 417—429.

[22]T. Csordas, D. Horvéath, A. Mitev, and E. Markos-Kujbus, “4.3 User-Generated Internet Memes as
Advertising Vehicles: Visual Narratives as Special Consumer Information Sources and Consumer Tribe
Integrators,” in Commercial Communication in the Digital Age, De Gruyter, 2017, pp. 247-266.

[23]J. A. Garcia-Avilés, “Online Newsrooms as Communities of Practice: Exploring Digital Journalists’
Applied Ethics,” J. Mass Media Ethics, vol. 29, no. 4, pp. 258-272, Oct. 2014.

[24] G. Hulten, “Newsroom Divides: Online News Production, Gender, and Organization at DN.se,” Commun.
Pap., vol. 4, no. 07, p. 22, Apr. 2015.

[25]M. Van der Velden and C. Mortberg, “Participatory design and design for values,” in Handbook of Ethics,
Values, and Technological Design: Sources, Theory, Values and Application Domains, J. van den Hoven,
P. E. Vermaas, and I. van de Poel, Eds. Netherlands: Springer, 2015, pp. 41-66.

[26]A. Susarla, J.-H. Oh, and Y. Tan, “Social Networks and the Diffusion of User-Generated Content:
Evidence from YouTube,” Inf. Syst. Res., vol. 23, no. 1, pp. 23-41, Mar. 2012.

[27] T. Daugherty, M. S. Eastin, and L. Bright, “Exploring Consumer Motivations for Creating User-Generated
Content,” J. Interact. Advert., vol. 8, no. 2, pp. 16-25, Mar. 2008.

[28] A. Z. Bahtar and M. Muda, “The Impact of User — Generated Content (UGC) on Product Reviews towards
Online Purchasing — A Conceptual Framework,” Procedia Econ. Financ., vol. 37, pp. 337-342, 2016.

[29] V. Podile, C. H. V. S. Sree, and S. Sarita, “Role of UGC and NAAC in Governing Higher Education In
India,” in Conference: Challenges of Higher Education in India, 2011.

[30]J. Johannessen, “Gender, Media and Development. The Role of Media in the Cultural Struggle of Gender
Transformation in Tanzania,” Institutt for sosiologi 0g statsvitenskap, 2006.

Sufiana et.al (User generated content: Cybernetic infographic visual narrative)



ISSN 2614-0047 Bulletin of Social Informatics Theory and Application 81
Vol. 5, No. 1, March 2021, pp. 71-81

[31]B. T. McDaniel, S. M. Coyne, and E. K. Holmes, “New Mothers and Media Use: Associations Between
Blogging, Social Networking, and Maternal Well-Being,” Matern. Child Health J., vol. 16, no. 7, pp.
1509-1517, Oct. 2012.

[32]Y. Setyastuti, J. R. Suminar, P. Hadisiwi, and F. Zubair, “Millennial Moms : Social Media as The Preferred
Source of Information about Parenting in Indonesia,” Libr. Philos. Pract., 2019.

[33]1D. Lupton, S. Pedersen, and G. M. Thomas, ‘“Parenting and Digital Media: From the Early Web to
Contemporary Digital Society,” Sociol. Compass, vol. 10, no. 8, pp. 730-743, Aug. 2016.

[34]W. T. Lima Junior and E. F. U. Barboza, “Multimedia Infographics as Journalistic Narratives and the
Possibilities of Html5,” Brazilian Journal. Res., vol. 11, no. 2, pp. 222-243, Dec. 2015.

[35]S. Paulussen and P. Ugille, “User Generated Content in the Newsroom: Professional and Organisational
Constraints on Participatory Journalism,” Westminster Pap. Commun. Cult., vol. 5, no. 2, p. 24, May 2008.

[36]J. van Dijk, The Network Society. Netherland: Sage Publications Ltd, 2012.

[37]F. Ozdamli, S. Kocakoyun, T. Sahin, and S. Akdag, “Statistical Reasoning of Impact of Infographics on
Education,” Procedia Comput. Sci., vol. 102, pp. 370-377, 2016.

[38] Y. Merali and P. Allen, “Complexity and systems thinking,” in The SAGE handbook of complexity and
management, P. Allen, S. Maguire, and B. McKelvey, Eds. Sage Publications Ltd, 2011, pp. 31-52.

[39]C. Conner, “The Data Is In: Infographics Are Growing And Thriving In 2017 (And Beyond),” Forbes,
2017. [Online]. Awvailable: https://www.forbes.com/sites/cherylsnappconner/2017/10/19/the-data-is-in-
infographics-are-growing-and-thriving-in-2017-and-beyond/?sh=4a9cd44al37c. [Accessed: 20-Dec-
2020].

[40]S. E. Mustafa and A. Hamzah, “Online Social Networking: A New Form of Social Interaction,” Int. J. Soc.
Sci. Humanit., pp. 96-104, 2011.

[41]Muhammad Naeem and S. Okafor, “User-Generated Content and Consumer Brand Engagement,” in
Leveraging Computer-Mediated Marketing Environments, 2019, pp. 193-220.

[42]). Cassano Rizzuti, “Social media: Are the lines between professional and personal use blurring?,”
McMaster J. Commun., vol. 12, no. 2, pp. 78-90, Sep. 2020.

[43]M. Amirkhanpour, D. Vrontis, and A. Thrassou, ‘“Mobile marketing: a contemporary strategic
perspective,” Int. J. Technol. Mark., vol. 9, no. 3, p. 252, 2014.

[44]A. S. Kiimpel, V. Karnowski, and T. Keyling, “News Sharing in Social Media: A Review of Current
Research on News Sharing Users, Content, and Networks,” Soc. Media + Soc., vol. 1, no. 2, Jul. 2015.

[45]V. Prahassacitta, “Citizen Journalism in Cyber Media: Protection and Legal Responsibility Under
Indonesian Press Law,” Humaniora, vol. 8, no. 1, p. 45, Jan. 2017.

Sufiana et.al (User generated content: Cybernetic infographic visual narrative)



