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ABSTRAK 

Bella Febriyana Ananda Variasi Komunikasi Virtual pada Kelompok Pemain 

Game Mobile Legends 

(Studi Etnografi Virtual pada Kelompok Game Moba Analog Team) 

 

Komunikasi virtual yang terjadi pada kelompok game Moba Analog Team di dalam 

game Mobile Legends menghasilkan variasi komunikasi virtual kelompok game 

Moba Analog Team dengan dibantu oleh fitur-fitur dalam proses komunikasi 

virtual seperti Voice Chat, Chatbox, dan Quick Chat. Penelitian ini menggunakan 

metode kualitatif dengan etnografi virtual. Hasil Penelitian menunjukan bahwa 

komunikasi virtual menghasilkan ragam bahasa atau ciri khas istilah (kode) tertentu 

yang dipahami dan dimaknai sama oleh semua anggota tim Moba Analog Team. 

Ciri khas istilah (kode) tersebut terlahir karena intesitas perbincangan secara virtual 

terjadi dalam kurun waktu yang lama dan secara intensif, karena setiap hari pada 

malam hari anggota tim Moba Analog Team selalu bermain bersama. Komunikasi 

virtual yang terjalin dibantu oleh fitur-fitur yang ada di dalam game, yang 

memungkinkan para player berkomunikasi selayaknya seperti sedang telepon. 

Perbincangan atau topik-topik yang dibicarakan termediasi oleh game Mobile 

Legends yang menghasilkan suatu budayanya sendiri, yaitu bermain sambil 

membicarakan hal lain.  

Kata Kunci: Etnografi Virtual, E-Sports, Mobile Legends, Game Online 

 

ABSTRACT 

Bella Febriyana Ananda Virtual Communication Variations in the Mobile 

Legends Game Player Group 

(Virtual Ethnography Study on Analog Team Moba Game Group) 

 

Virtual communication that occurs in the Moba Analog Team game group in the 

Mobile Legends game produces variations of virtual communication for the Moba 

Analog Team game group assisted by features in the virtual communication process 

such as Voice Chat, Chatbox, and Quick Chat. This study uses a qualitative method 

with virtual ethnography. The results of the study show that virtual communication 

produces a variety of languages or characteristics of certain terms (codes) that are 

understood and interpreted the same by all members of the Moba Analog Team. 

The characteristic of the term (code) was born because of the intensity of virtual 

conversation that occurred over a long period of time and intensively, because 

every day at night the Moba Analog Team team members always played together. 

The virtual communication that is established is assisted by features in the game, 

which allow players to communicate as if they were on the phone. The 

conversations or topics discussed are mediated by the Mobile Legends game which 

produces its own culture, namely playing while talking about other things. 

Keywords: Virtual Ethnography, E-Sports, Mobile Legends, Online Games  
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