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PERILAKU TOXIC DALAM KOMUNIKASI CMC : STUDI
KASUS KOMUNITAS DISCORD “DRIVE THRU”
BERDASARKAN TEORI SYMBOLIC CONVERGENCE

Matthew Nathanael

ABSTRAK

Komunikasi adalah aspek penting dalam kehidupan manusia yang terbagi menjadi
dua bentuk: verbal dan non-verbal. Dengan kemajuan teknologi, komunikasi kini
dapat dilakukan secara real-time melalui internet, salah satunya menggunakan
platform Discord, yang menyediakan layanan text chat dan voice chat. Dalam
permainan online seperti Valorant, komunikasi antar anggota tim sangat krusial
untuk mencapai kemenangan. Discord memungkinkan interaksi real-time yang
termasuk dalam Computer Mediated Communication (CMC), membantu pemain
membangun makna bersama dan solidaritas tim. Namun, perilaku toxic seperti
communicative aggression, cheating, mediocritizing, dan sabotaging dapat merusak
kerjasama tim. Penelitian ini menggunakan pendekatan kualitatif deskriptif dengan
metode studi kasus (explanation buildings). Data diperoleh melalui proses
wawancara terhadap 3 informan. Penelitian ini bertujuan untuk mengidentifikasi
simbol-simbol dan komunikasi dalam komunitas Discord guna menghindari
perilaku toxic, sehingga menciptakan komunikasi yang sehat. Teori yang digunakan
mencakup Computer Mediated Communication, Symbolic Convergence Theory,
dan perilaku toxic. Hasil dari penelitian ini adalah ditemukannya simbol-simbol
yang dapat mengarah kepada perilaku toxic di dalam suatu komunitas. Simbol-
simbol yang mengarah ke perilaku toxic ini dapat menimbulkan rusaknya
komunikasi dan juga jalannya permainan. Tetapi perilaku toxic ini jarang terjadi,
karena simbol-simbol yang biasa digunakan didalam komunitas untuk
berkomunikasi, beberapa ada yang dianggap sebagai candaan atau gurauan. Tetapi
terkadang beberapa orang juga tersinggung oleh simbol-simbol ini karena faktor-
faktor seperti kondisi perasaan dan juga tekanan dari game itu sendiri. Terdapat
faktor-faktor seperti Gen Z yang juga mempengaruhi perilaku toxic terjadi di
komunitas “Drive-Thru”.

Kata kunci: CMC, Discord, Perilaku Toxic, Symbolic Convergence Theory
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Toxic Behavior in CMC Communication: A Case Study of the Discord

Community ""Drive Thru' Based on Symbolic Convergence Theory

Matthew Nathanael

ABSTRACT

Communication is an essential aspect of human life that can be divided into two
forms: verbal and non-verbal. With the advancement of technology, communication
can now occur in real-time over the internet, one of which is through the Discord
platform, which provides text chat and voice chat services. In online games like
Valorant, communication among team members is crucial for achieving victory.
Discord facilitates real-time interaction, which falls under the category of
Computer Mediated Communication (CMC), helping players build shared meaning
and team solidarity. However, toxic behaviors such as communicative aggression,
cheating, mediocritizing, and sabotaging can undermine team cooperation. This
research employs a descriptive qualitative approach using a case study method
(explanation building). Data were obtained through interviews with three
informants. The aim of this study is to identify symbols and communication within
the Discord community to avoid toxic behaviors, thereby creating healthy
communication. The theories utilized include Computer Mediated Communication,
Symbolic Convergence Theory, and toxic behaviors. The results of this study reveal
the existence of symbols that can lead to toxic behaviors within a community. These
symbols can disrupt communication and the flow of the game. However, toxic
behaviors are relatively rare, as the symbols commonly used in the community for
communication are often considered jokes or light-hearted banter. Nonetheless,
some individuals may feel offended by these symbols due to factors such as their
emotional state and the pressures of the game itself. Additionally, factors such as
the influence of Gen Z also play a role in the occurrence of toxic behaviors within
the "Drive-Thru" community.

Keywords: CMC, Discord, Toxic Behavior, Symbolic Convergence Theory
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