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ABSTRAK 

Norlaila Hafizah, 1810414120017, 2025, Fenomena Trash talk Antar 

Pemain Game Valorant. Dibawah bimbingan Yuanita Setyastuti. 

Fenomena trash talk dalam permainan daring seperti Valorant mencerminkan 

bentuk interaksi komunikasi yang berkembang dalam ruang kompetitif berbasis 

new media. Perilaku ini sering kali ditandai dengan ejekan verbal, sindiran kasar, 

hingga provOkasi antar pemain yang menjadi bagian dari dinamika permainan. 

Namun, trash talk tidak hanya mencerminkan kompetisi semata, melainkan juga 

dapat menimbulkan dampak sosial yang serius. Terdapat sejumlah kasus di mana 

konfrontasi verbal dalam permainan daring memicu konflik di dunia nyata, bahkan 

hingga berujung pada kekerasan fisik. 

Penelitian ini bertujuan untuk menggambarkan pengalaman, motif, dan 

makna yang terkandung dalam praktik trash talk antar pemain Valorant. Penelitian 

ini menggunakan pendekatan kualitatif dengan metode fenomenologi. Data 

dikumpulkan melalui wawancara mendalam terhadap sepuluh informan yang aktif 

bermain dan pernah terlibat dalam interaksi trash talk selama bermain. 

Hasil penelitian menunjukkan bahwa trash talk dimanifestasikan dalam 

berbagai bentuk, seperti penggunaan bahasa kasar, sindiran dalam teks, serta gaya 

bicara yang bersifat Memprovokasi. Motifnya meliputi hiburan, ekspresi emosi, 

strategi permainan, hingga penguatan identitas kelompok. Melalui teori Computer 

Mediated Communication (CMC), Interaksionisme Simbolik, dan Social Identity 

and Deindividuation Effects (SIDE), fenomena trash talk dipahami sebagai bagian 

dari pola komunikasi modern yang terbentuk dalam ruang virtual yang anonim dan 

kompetitif. 

Kata Kunci: Trash talk, Game Online, Komunikasi Digital  
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ABSTRACT 

Norlaila Hafizah, 1810414120017, 2025. The Phenomenon of Trash talk 

Among Valorant Players. Supervised by Yuanita Setyastuti. 

The phenomenon of trash talk in online games such as Valorant reflects a 

form of communication interaction that develops within competitive spaces based 

on new media. This behavior is often marked by verbal insults, harsh sarcasm, and 

provocation between players, becoming part of the dynamics of online gaming. 

However, trash talk does not merely represent virtual competition—it may also 

trigger serious social impacts. Several real-life cases have shown that verbal 

confrontations in online games can escalate into real-world conflicts, even resulting 

in physical violence. 

This study aims to describe the experiences, motives, and meanings 

embedded in trash talk interactions among Valorant players. This research uses a 

qualitative approach with a phenomenological method. Data were collected through 

in-depth interviews with ten informants who actively play and have been involved 

in trash talk communication during gameplay. 

The findings show that trash talk is manifested in various forms, such as the 

use of offensive language, textual sarcasm, and provocative speech styles. The 

underlying motives include entertainment, emotional expression, game strategy, 

and strengthening group identity. Through the perspectives of Computer Mediated 

Communication (CMC), Symbolic Interactionism, and the Social Identity and 

Deindividuation Effects (SIDE) theory, trash talk is understood as part of a modern 

communication pattern shaped within anonymous and competitive virtual 

environments. 

Keywords: Trash talk, Online Games, Digital Communication 
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