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PERILAKU TOXIC DALAM KOMUNIKASI 

ANTAR ANGGOTA TIM DI GAME ONLINE PUBG MOBILE 

 

(Richard Jeremiah Halim) 
 

ABSTRAK 

 

Kehadiran game online telah menjadi semakin digemari termasuk di Indonesia. 

Salah satu game online yang popular adalah Player Unknown’s Battlegrounds 

(PUBG). Fitur voice chat yang disediakan dalam PUBG Mobile memungkinkan 

para pemain saling berkomunikasi namun interaksi yang terjadi bisa menimbulkan 

perilaku toxic. Penelitian ini adalah penelitian dengan pendekatan deskriptif 

kualitatif yang bertujuan untuk mengidentifikasi perilaku toxic dalam komunikasi 

antara pemain game online PUBG Mobile dengan metode penelitian studi kasus 

dan teknik pengumpulan data dilakukan dengan observasi partisipatif dan 

dokumentasi. Hasil penelitian yang dilakukan terhadap dua belas permainan dengan 

jumlah pemain sebanyak 34 orang adalah adanya perilaku toxic dalam komunikasi 

antar anggota tim pemain game online PUBG Mobile diantaranya perilaku toxic 

communication aggression berupa flaming dan offensive naming, serta perilaku 

toxic sabotaging berupa blatant sabotaging. Dalam penelitian ini tidak ditemukan 

perilaku toxic communication aggression berupa report threatening, perilaku toxic 

cheating berupa scripting, smurfing, rank boosting, perilaku toxic hostage holding, 

perilaku toxic mediocritizing, perilaku toxic sabotaging berupa surreptitious 

sabotaging. Perilaku toxic yang ditemukan dalam komunikasi antar anggota tim 

pemain game online PUBG Mobile telah mempengaruhi interaksi antara pemain 

dan mempengaruhi dinamika permainan. 

 
 

Kata kunci: Toxic, Komunikasi, PUBG Mobile 
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TOXIC BEHAVIOR IN COMMUNICATION 

AMONG TEAM MEMBERS IN THE ONLINE GAME PUBG MOBILE 

 

(Richard Jeremiah Halim) 
 

ABSTRACT 

 

The presence of online games has become increasingly popular, including in 

Indonesia. Popular online game is Player Unknown’s Battlegrounds (PUBG). The 

voice chat feature provided in PUBG Mobile allows players to communicate with 

each other, but the interactions that occur can lead to toxic behavior. This research 

is a descriptive qualitative study aimed at identifying toxic behavior in 

communication between PUBG Mobile game players using case study research 

methods, with data collection techniques conducted through participatory 

observation and documentation. The results of the study, conducted through 

participatory observation and documentation The result of the research conducted 

on twelve games involving a total of 34 players revealed the existence of toxic 

behavior in communication among team members of PUBG Mobile players, 

including toxic communication aggression such as flaming and offensive naming, 

as well as toxic sabotaging behavior in the form of blatant sabotaging. In this study, 

no toxic communication aggression behavior in the form of report threatening, 

toxic cheating behavior such as scripting, smurfing, rank boosting, toxic hostage 

holding behavior, toxic mediocritizing behavior, and toxic sabotaging behavior in 

the form of surreptitious sabotaging were found. The toxic behavior found in 

communication among team members of PUBG Mobile players has influenced the 

interaction between players and affected the dynamics of the game.. 

Keywords: Toxic, Communication, PUBG Mobile 
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