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ABSTRAK 

 

PERILAKU TOXIC DALAM KOMUNIKASI VIRTUAL GAME ONLINE 

MOBILE LEGENDS: ANALISIS DAMPAK PADA KEHIDUPAN PEMAIN 

 

RAHMA AGNIA FITRIANI 

2108302159 

 

Perkembangan teknologi digital telah mengubah pola interaksi sosial, termasuk 

dalam dunia hiburan seperti game online. Salah satu game yang populer di kalangan 

mahasiswa adalah Mobile Legends, yang tidak hanya menjadi media hiburan tetapi 

juga ruang komunikasi virtual antar pemain. Dalam interaksi tersebut, sering kali 

muncul perilaku menyimpang berupa komunikasi toxic yang berdampak pada 

kenyamanan bermain hingga kehidupan nyata pemain. Penelitian ini berfokus pada 

mahasiswa Jurusan Komunikasi dan Penyiaran Islam UIN Siber Syekh Nurjati 

Cirebon angkatan 2021 yang aktif bermain Mobile Legends, dengan tujuan untuk 

mengungkap bentuk-bentuk perilaku toxic yang muncul, faktor-faktor yang 

memicu terjadinya perilaku tersebut, serta dampak psikologis yang dirasakan oleh 

para pemain. 

Penelitian ini menggunakan pendekatan kualitatif dengan metode studi kasus. 

Data diperoleh melalui observasi partisipatif, wawancara mendalam, dan 

dokumentasi terhadap informan yang sesuai dengan kriteria. Analisis data 

dilakukan secara deskriptif dengan menggali makna dari pengalaman subjektif para 

pemain. 

Hasil penelitian menunjukkan bahwa perilaku toxic dalam komunikasi virtual 

game Mobile Legends meliputi tindakan menghina secara verbal, menyalahkan 

rekan tim, bermain tidak serius secara sengaja, hingga melakukan provokasi. 

Perilaku ini dipicu oleh berbagai faktor seperti tekanan kompetisi, emosi yang tidak 

terkontrol, anonimitas dalam permainan, serta dinamika sosial dalam tim. Dampak 

yang ditimbulkan tidak hanya terjadi selama permainan berlangsung, tetapi juga 

memengaruhi kondisi emosional dan relasi sosial pemain di luar game. Temuan ini 

menunjukkan perlunya kesadaran etis dalam berkomunikasi di ruang digital, serta 

pentingnya pengelolaan emosi bagi pemain game online. 

 

Kata Kunci: Komunikasi Virtual, Toxic Behavior, Mobile Legends, Dampak 

Psikologis, Game Online 
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ABSTRACT 

 

TOXIC BEHAVIOR IN VIRTUAL COMMUNICATION OF MOBILE 

LEGENDS ONLINE GAME: ANALYSIS OF IMPACT ON PLAYERS' LIVES 

 

RAHMA AGNIA FITRIANI 

2108302159 

 

Technological advancement has significantly transformed patterns of social 

interaction, including online gaming. One game particularly popular among 

university students is Mobile Legends, which serves not only as a source of 

entertainment but also as a virtual communication space among players. However, 

this interaction can lead to various deviant behaviors, most notably toxic 

communication, which can disrupt the gaming experience and extend its impact on 

players’ real lives. This study focuses on active Mobile Legends players among 

students of the Islamic Communication and Broadcasting Department at UIN Siber 

Syekh Nurjati Cirebon, enrolled in the 2021 cohort. It aims to identify types of toxic 

behavior, the factors that trigger them, and the psychological impact on players.  

This research employed a qualitative approach using a case study method. 

Data were collected through participant observation, in-depth interviews, and 

documentation, involving informants selected based on specific criteria. The data 

were analyzed descriptively by interpreting the players’ subjective experiences. 

The findings reveal that toxic behavior in virtual communication within Mobile 

Legends includes verbal insults, blaming teammates, deliberately underperforming, 

and taunting or provoking other players. These behaviors are driven by various 

factors such as competitive pressure, emotional instability, the anonymity provided 

by the game, and complex team dynamics. The impact of such behavior extends 

beyond the game itself, affecting players’ emotional well-being and real-life social 

relationships. This study highlights the urgent need for ethical awareness in digital 

communication and emphasizes the importance of emotional regulation among 

online gamers. 

 

Keywords: Online Game, Psychological Impact, Toxic Behavior, Mobile Legends, 

Virtual Communication. 
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MOTTO 

“ Make your Dreams come True” 

(Rahma Agnia Fitriani) 

 

 

“ Fighting has been enjoined upon you while it is hateful to you. But perhaps 

you hate a thing and it is good for you; and perhaps you love a thing and it is 

bad for you. And Allah Knows, while you know not. “Fighting is prescribed for 

you, and you dislike it.” 

( Al-Baqarah : 216) 

 

 

"Everything that you've ever dreamed of, disappearing when you wake up. But 

there's nothing to be afraid of." 

(One Direction) 
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