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ABSTRAK 

 

 
 

Nama : Wirandi Okta Pratama 

Program Studi : Ilmu Komunikasi 

Judul : PERILAKU TOXIC DALAM BERKOMUNIKASI DI GAME 

ONLINE MOBILE LEGENDS (STUDI KASUS PADA MAHASISWA ILMU 

KOMUNIKASI 2020 UNIVERSITAS NASIONAL) 

Pembimbing : Dr. Anita Rosana, B.A., M.A. 

 

 
 

Penelitian ini dilakukan dilatarbelakangi oleh perilaku pemain game online Mobile Legends 

dalam permainan MobileLegends tersebut sering diperlakukan dan memperlakukan perilaku 

Toxic, perilaku tersebut banyak terjadi ketika dalam sebuah tim terdapat seorang player yang 

bermain dengan sangat buruk. 

Penelitian ini menggunakan pendekatan kualitatif. Lokasi penelitian sendiri yang berada 

disekitaran kampus universitas nasional dengan sasaran informan yakni mahasiswa ilmu 

komunikasi 2020. Teknik pengumpulan data yang digunakan yaitu melalui observasi, 

wawancara dan dokumentasi. CMC merupakan teori yang digunakan karena adanya tiga 

poin utama yang menjadi fokus dalam CMC adalah Komunikasi, Mediasi, dan Komputer. 

Beberapa temuan yang didapatkan oleh peneliti adalah kecanduan terhadap game Mobile 

Legends, kinerja kurang baik dari salah satu pemain tim, adanya perilaku AFK (Away From 

Keyboard), munculnya perilaku troll, dan perilaku feeding. Perilaku toxic yang muncul 

ketika bermain game online Mobile Legends mencakup hal-hal berikut : flaming, griefing, 

cheating, dan cyberbullying. 

 

 
Kata Kunci : Toxic, Komunikasi, Game Online, Mobile Legends 
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This research was carried out against the background of the behavior of Mobile Legends 

online game players in the MobileLegends game who are often treated and treated with 

Toxic behavior, this behavior often occurs when in a team there is a player who plays very 

badly. 

This research uses a qualitative approach. The research location itself is around the national 

university campus with the target informants being 2020 communication science students. 

The data collection techniques used are through observation, interviews and documentation. 

CMC is a theory used because there are three main points that are the focus in CMC, namely 

Communication, Mediation, and Computers. 

Some of the findings obtained by researchers were addiction to the Mobile Legends game, 

poor performance of one of the team players, AFK (Away From Keyboard) behavior, the 

emergence of troll behavior, and feeding behavior. Toxic behavior that appears when 

playing the online game Mobile Legends includes the following: flaming, griefing, cheating, 

and cyberbullying. 

 

 

 

 

 
Keywords : Toxic, Communication, Online Games, Mobile Legends



x                                                                                         

DAFTAR ISI 

 

 

LEMBAR PERNYATAAN ORISINALITAS ..................................................................................................................... ii 

LEMBAR PERSETUJUAN SKRIPSI ............................................................................................................................. iii 

LEMBAR PENGESAHAN SKRIPSI .............................................................................................................................. iv 

LEMBAR  PENGESAHAN ........................................................................................................................................... v 

KATA PENGANTAR ................................................................................................................................................... v 

HALAMAN PERNYATAAN PERSETUJUAN PUBLIKASI TUGAS AKHIR UNTUK KEPENTINGAN AKADEMIS ............... vii 

ABSTRAK ............................................................................................................................................................... viii 

ABSTRACT ............................................................................................................................................................... ix 

DAFTAR GAMBAR .................................................................................................................................................. xii 

LAMPIRAN ............................................................................................................................................................ xiii 

BAB I Pendahuluan .................................................................................................................................................. 1 

1.1 Latar Belakang .............................................................................................................................................. 1 

1.2 Rumusan Masalah ......................................................................................................................................... 6 

1.3 Tujuan Penelitian .......................................................................................................................................... 7 

1.4 Kegunaan Penelitian ...................................................................................................................................... 7 

1.5 Sistematika Penulisan .................................................................................................................................... 7 

BAB II KAJIAN PUSTAKA ........................................................................................................................................... 9 

2.1 Hasil Penelitian Terdahulu ............................................................................................................................ 9 

2.2 Landasan Konsep ........................................................................................................................................ 13 

2.2.1 Komunikasi .......................................................................................................................................... 13 

2.2.2 Produksi Pesan dalam Proses Komunikasi ........................................................................................... 24 

2.2.3 Game Online ........................................................................................................................................ 26 

2.2.4 Sejarah Game Online ........................................................................................................................... 27 

2.2.5 Dampak Game Online .......................................................................................................................... 31 

2.2.6 Toxic .................................................................................................................................................... 34 

2.2.7 Toxic Player ......................................................................................................................................... 36 

2.3 Kerangka Teoritis ........................................................................................................................................ 37 

2.4 Commputer Mediated Communication ....................................................................................................... 38 

2.4.1 Konsep Inti Teori CMC ........................................................................................................................ 39 

BAB III  METODOLOGI ........................................................................................................................................... 42 

3.1 Paradigma Penelitian ................................................................................................................................... 42 



xi  

3.2 Pendekatan Penelitian ................................................................................................................................. 42 

3.3 Subjek dan Objek Penelitian ....................................................................................................................... 43 

3.4 Menentukan Informan ................................................................................................................................. 43 

3.5 Teknik Pengumpulan Data .......................................................................................................................... 45 

3.6 Teknik Keabsahan Data .............................................................................................................................. 47 

3.7 Teknik Pengolahan dan Analisis Data......................................................................................................... 49 

3.8 Lokasi dan Jadwal Penelitian ...................................................................................................................... 50 

BAB IV  PEMBAHASAN ........................................................................................................................................... 51 

4.1 Gambaran Umum ........................................................................................................................................ 51 

4.1.1 Mobile Legends .................................................................................................................................... 51 

4.1.2 Mode pada Game Mobile Legends ...................................................................................................... 53 

4.1.3 Nama Hero Berdasarkan Role .............................................................................................................. 55 

4.1.4 Ketentuan dalam Game Mobile Legends ............................................................................................. 59 

4.1.5 Fitur Komunikasi dalam Game Mobile Legends ................................................................................. 60 

4.1.6 Data Pemain Game Mobile Legends .................................................................................................... 64 

4.1.7 E-Sport dan Turnamen Mobile Legends .............................................................................................. 65 

4.2 Deskripsi Subjek Penelitian ........................................................................................................................ 69 

4.3 Deskripsi Hasil Penelitian ........................................................................................................................... 71 

4.3.1 Perilaku Toxic Player ........................................................................................................................... 71 

4.3.2 Teori Computer Mediated Communication ......................................................................................... 78 

4.4 Pembahasan ................................................................................................................................................. 79 

4.4.1 Bagaimana perilaku toxic terjadi pada player yang bermain game online Mobile Legends ................ 79 

BAB V PENUTUP .................................................................................................................................................... 84 

5.1 Kesimpulan ................................................................................................................................................. 84 

5.2 Saran ............................................................................................................................................................ 84 

DAFTAR PUSTAKA .................................................................................................................................................. 85 



xii  

 

DAFTAR GAMBAR 

 

Gambar 4.1 1 Tampilan Awal Pada Game Mobile Legends ............................................... 49 

Gambar 4.1 2 Mode pada Game Mobile Legends ............................................................... 51 

Gambar 4.1 3 Quick Chat Response (Bawaan Mobile Legends) ........................................ 60 

Gambar 4.1 4 Quick Chat Response (Serang) ..................................................................... 60 

Gambar 4.1 5 Fitur Quick Chat Response (Komunikasi) .................................................... 60 

Gambar 4.1 6 Fitur Voice Chat............................................................................................ 61 

Gambar 4.1 7 Fitur Chat ...................................................................................................... 62 

Gambar 4.1 8 Logo MPL ..................................................................................................... 66 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 



xiii  

LAMPIRAN 

Lampiran 1 Cek Turnitin ..................................................................................................... 86 

Lampiran 2 Surat Penugasan Pembimbing .......................................................................... 87 

Lampiran 3 Lembar Bimbingan 8 kali ................................................................................ 88 

Lampiran 4 SKPI ................................................................................................................. 89 

Lampiran 5 Draft Wawancara Key Informan ...................................................................... 90 

Lampiran 6 Draft Wawancara Informan 1 .......................................................................... 95 

Lampiran 7 Draft Wawancara Informan 2 .......................................................................... 99 

Lampiran 8 Dokumentasi .................................................................................................. 103 

Lampiran 9 Riwayat Hidup ............................................................................................... 104 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 


