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ABSTRAK 

Perkembangan teknologi yang berkembang secara pesat telah memberikan 

kemudahan manusia untuk saling berkomunikasi. Kemudahan berkomunikasi 

juga dapat ditemukan dalam berbagai permainan game online, seperti salah 

satunya adalah permainan Valorant. Dalam permainan Valorant, terdapat fitur 

yang dapat digunakan dalam berkomunikasi, yaitu adanya kolom chatbox dan 

fitur microphone. Namun dibalik pemanfaatan fitur berkomunikasi di dalam 

permainan Valorant, fitur tersebut bisa memberikan dampak negatif jika fitur 

tersebut disalahgunakan sepertinya timbulnya fenomena trashtalking. 

Penelitian ini menggunakan metode penelitian kualitatif dengan pendekatan 

etnografi virtual. Pada penelitian ini, penulis menggunakan pendekatan 

kualitatif deskriptif dengan menggunakan beberapa metode seperti: observasi 

partisipatif, wawancara, serta dokumentasi. Hasil penelitian menunjukan 

bahwa praktik trashtalking telah digunakan oleh pemain game online Valorant 

untuk berbagai tujuan, antara lain: menjatuhkan mental lawan bertanding, 

pengungkapan rasa kekesalan secara emosional, serta sebagai bentuk hiburan 

semata.  

Kata kunci: Komunikasi,  Trashtalking, Game Online, Valorant  

 

ABSTRACT 

he rapid development of technology has made it easy for humans to 

communicate with each other. The ease of communication can also be found in 

various online games, such as one of them is Valorant. In Valorant, there are 

features than can be used to communicate, such as chat box column and 

microphone feature. However, behind the use of the communication feature in 

the Valorant game, this feature can also have a negative impact if the feature 

is misused, it seems that the phenomenon of trashtalking has emerged. This 

research uses qualitative research methods with a virtual ethnographic 

approach. In this research, the authors used a descriptive qualitative approach 

using several methods such as: participatory observation, interviews, and 

documentation. The results of the study show that the practice of trashtalking 

has been used by Valorant online game players for various purposes, including 

mentally putting opponents down, expressing emotional frustration, and as a 

mere form of entertainment. 

Keywords: Communication, Trashtalking, Game Online, Valorant 
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