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ABSTRAK

Christofer Andrew Sugiarto NRP. 1423021054 VERBAL ABUSE DALAM
KOMUNIKASI VIRTUAL PEMAIN GAME ONLINE PUBG MOBILE (Studi
Kasus Komunitas Discord Channel Gang Sebelah)

Di era digital, interaksi sosial di platform game online menjadi lebih intensif dan
anonim. Fenomena Verbal abuse telah menjadi masalah krusial dalam komunitas-
komunitas tersebut. Komunitas Discord “Gang Sebelah”, yang terdiri atas ribuan
pemain PUBG Mobile, menjadi fokus studi ini. Penelitian ini bertujuan
mengidentifikasi dan menganalisis fenomena Verbal abuse dalam komunikasi
virtual para pemain PUBG Mobile di komunitas tersebut. Pendekatan kualitatif
dengan metode studi kasus digunakan, dan data dikumpulkan melalui wawancara
mendalam dengan empat anggota komunitas (dua korban dan dua pelaku). Hasil
penelitian menunjukkan bahwa faktor utama pemicu Verbal abuse meliputi
anonimitas pemain, tekanan kompetitif dalam permainan, dan tindakan agresif
pemain. Faktor tersebut sejalan dengan teori Online Disinhibition Effect (ODE) dari
Suler, yang menyatakan bahwa anonimitas dan interaksi daring menurunkan
hambatan sosial sehingga memicu ekspresi agresi verbal. Verbal abuse berdampak
negatif pada korban, termasuk menurunnya kepercayaan diri, meningkatnya
kecemasan, dan berkurangnya kenikmatan bermain. Suasana komunitas menjadi
“toxic”, memicu ketegangan antar-anggota dan merusak solidaritas tim.

Kata kunci: Verbal abuse, Komunikasi Virtual, Studi Kasus, Discord.
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ABSTRACT

Christofer Andrew Sugiarto NRP. 1423021054 VERBAL ABUSE IN VIRTUAL
COMMUNICATION OF ONLINE GAME PLAYERS PUBG MOBILE (Case
Study of Discord Community of Gang Sebelah Channel)

In the digital era, social interactions on online gaming platforms have become more
intensive and anonymous. The phenomenon of Verbal abuse has become a crucial
problem in these communities. The Discord community “Gang Sebelah”, which
consists of thousands of PUBG Mobile players, is the focus of this study. This study
aims to identify and analyze the phenomenon of Verbal abuse in the virtual
communication of PUBG Mobile players in the community. A qualitative approach
with a case study method was used, and data was collected through in-depth
interviews with four community members (two victims and two perpetrators). The
results showed that the main factors triggering Verbal abuse include player
anonymity, competitive pressure in the game, and aggressive actions of players.
These factors are in line with Suler's Online Disinhibition Effect (ODE) theory,
which states that anonymity and online interaction lower social barriers, thus
triggering the expression of verbal aggression. Verbal abuse has negative impacts
on victims, including decreased self-confidence, increased anxiety, and decreased
enjoyment of playing. The community atmosphere becomes “toxic”, triggering
tension between members and damaging team solidarity.

Keywords: Verbal abuse, Virtual Communication, Case Study, Discord.
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