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PERANCANGAN KAMPANYE SOSIAL PENCEGAHAN 

PERILAKU TRASH-TALKING GAME ONLINE MOBILE 

LEGENDS 

 Gabrielle Ann 

ABSTRAK 

Perkembangan zaman membuat teknologi komunikasi dan informasi semakin 
maju pesan. Pada era sekarang, permainan tradisional mulai memasuki era 
yang serba elektronik, salah satunya game online Mobile Legends. 
Sayangnya, komunitas game tersebut memiliki sisi negatif akibat perilaku 
trash talking. Perilaku ini sudah menjadi salah satu masalah di dunia game 
online, terutama game yang bersifat kompetitip. Namun seiring berjalannya 
waktu, perilaku tersebut menyebar dan mempengaruhi komunitasnya. 
Rendahnya kesadaran masyarakat mengenai dampak trash talk meningkatkan 
jumlah pelaku yang melakukan trash talk dalam game online termasuk 
Mobile Legends. Penulis menggunakan metode perancangan dari Robin 
Landa dalam bukunya yang berjudul Advertising by Design. Untuk 
pengumpulan data, penulis menggunakan metode kualitatif dan kuantitatif 
berupa kuesioner, focus group discussion, dan wawancara. 
 
Kata kunci: Game online, Mobile Legends, Trash talk 
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DESIGN OF SOCIAL CAMPAIGN FOR THE PREVENTION 

OF ONLINE MOBILE LEGENDS TRASH-TALKING GAME 

BEHAVIOR 

 Gabrielle Ann 

ABSTRACT (English) 

The development of the times makes communication and information 
technology more advanced messages. In the current era, traditional games 
are starting to enter an all-electronic era, one of which is the online game 
Mobile Legends. Unfortunately, the game community has a negative side due 
to trash talking behavior. This behavior has become one of the problems in 
the world of online games, especially competitive games. But over time, the 
behavior spread and affected the community. The low level of public 
awareness about the impact of trash talk increases the number of perpetrators 
who do trash talk in online games, including Mobile Legends. The author uses 
the design method of Robin Landa in his book entitled Advertising by Design. 
For data collection, the authors used qualitative and quantitative methods in 
the form of questionnaires, focus group discussions, and interviews. 
 
Keywords: Online game, Mobile Legend, Trash Talk 
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