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ABSTRAK 

 

Pada era digital, komunitas game online seperti Mobile Legends 

berkembang menjadi ruang interaksi sosial yang kompleks. Penelitian ini bertujuan 

untuk mengkaji bentuk-bentuk gaya bahasa sarkasme yang digunakan oleh pemain 

Mobile Legends dalam komunitas Team RRQ Official di Discord serta dampaknya 

terhadap dinamika komunikasi dan relasi sosial antarpemain. Penelitian ini 

menggunakan metode kualitatif dengan pendekatan etnografi virtual, data 

dikumpulkan melalui observasi partisipatif dan wawancara mendalam terhadap 

delapan informan aktif.  

Penelitian ini mengacu pada konsep sarkasme menurut Gorys Keraf serta 

empat penanda sarkasme dari Johanna Maren Hjelle Olsen, yaitu self contradiction, 

hyperbolic combinations, sentimental contradiction, dan manner violation. Hasil 

penelitian menemukan 41 ujaran sarkastik yang terbagi dalam dua bentuk utama, 

yakni sarkasme sindiran dan ejekan. Temuan ini menunjukkan bahwa sarkasme 

bukan sekadar ekspresi spontan, melainkan strategi komunikasi yang 

mencerminkan norma sosial dan ekspektasi dalam komunitas virtual berbasis 

kompetisi, sehingga berkontribusi dalam memperkaya kajian komunikasi digital, 

khususnya dalam konteks budaya populer dan komunitas game online. 

 

Kata Kunci: Sarkasme, Etnografi Virtual, Mobile Legends, Komunitas Team RRQ 

Official, Discord
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ABSTRACT 

 

In the digital era, online gaming communities such as Mobile Legends have 

evolved into complex spaces of social interaction. This study aims to examine the 

forms of sarcastic language used by Mobile Legends players within the Team RRQ 

Official community on Discord and their impact on the dynamics of communication 

and social relationships among players. This research employs a qualitative 

method with a virtual ethnographic approach, in which data were collected through 

participant observation and in-depth interviews with eight active informants. 

 The study is based on the concept of sarcasm proposed by Gorys Keraf  and 

the four sarcasm markers introduced by Johanna Maren Hjelle Olsen, namely self-

contradiction, hyperbolic combinations, sentimental contradiction, and manner 

violation. The findings identified 41 sarcastic utterances, categorized into two main 

types: ironic sarcasm and mocking sarcasm. These results suggest that sarcasm is 

not merely a spontaneous expression but a communicative strategy that reflects 

social norms and expectations within a competition-based virtual community. This 

study contributes to the growing body of research on digital communication, 

particularly within the context of popular culture and online gaming communities. 

 

Keywords: Sarcasm, Virtual Ethnography, Mobile Legends, Team RRQ Official 

Community, Discord 
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