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ABSTRACT 

 
Saddam Achmad Putra, 1710415310023, 2024, Social Interaction in Online 

Games Valorant. Thesis, Department of Sociology, Faculty of Social 

Sciences, Political Sciences, Lambung Mangkurat University, 

Banjarmasin. Supervisor 1: Dimas Asto Aji An'amta, S.Pd., M.A and 

Supervisor 2: Khairussalam, S.Ag, M.Si. 

 

Valorant is a tactical shooter game based on team attack or defense, this online 

Valorant is a tactical shooter game based on team attack or defense, this online 

game category includes FPS (First-person shooter) games. This game has a Text 

Chat or Voice Chat feature for communication between other players. The 

internet makes it easier for people to exchange information in communication that 

occurs through media. This research aims to find out how virtual communication 

patterns occur within the team to achieve success in winning the match. Playing 

this Valorant game cannot be separated from social interaction. A team of 5 

people uses a powerful strategy to win the game by communicating with each 

other, maintaining team cohesion and solidarity. This research aims to determine 

the social interaction process that occurs virtually among Valorant online game 

players. This research uses a qualitative approach with descriptive research type. 

Data collection techniques are observation, direct interviews with informants and 

documentation. Data analysis techniques in research go through three paths, 

namely data reduction, data presentation and data verification and drawing 

conclusions. 

The research results show that social interaction in online games (study of 

online Valorant game players), namely; cooperation, prioritizing adapting to the 

team's needs, if it is needed as an analysis of the opposing team then it will be as a 

listener and vice versa. Good relationships are built with fellow players then if 

they don't know each other it will have an impact on winning, but with increasing 

activity and intensity of play it can make cooperation closer and getting to know 

how to play between players on the team, mutual understanding between players, 

because on average The average online Valorant game player is familiar with the 

terms in the feature so it makes things easier, in relation to hero characters, you 

just have to dig into your pocket to buy the hero you want so you don't lose out on 

competition among other players. Accommodation, each player is open to each 

other in providing various kinds of information, for example the enemy's position, 

the use and position of abilities and the condition of the enemy when a shootout is 

taking place. Carrying out social relations in the form of accommodation, in 

interacting with one form of direct social relations with the surrounding 

environment. 
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