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ABSTRAK 

 

Universitas Islam 45 Bekasi 
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2025 

 

Faizal Octaviano/41182037210013 

 

“PSYWAR VERBAL DAN NON-VERBAL ANTARPEMAIN GAME ONLINE 

(STUDI NETNOGRAFI DALAM MOBILE LEGENDS: BANG BANG)” 

 

Di bawah bimbingan Winda Primasari 

Jumlah halaman skripsi 148, jumlah tabel 6, jumlah gambar 6, jumlah lampiran 

11 

 

Komunikasi dalam game online sangat penting untuk interaksi dan kolaborasi 

antarpemain, tetapi sering berkembang menjadi psywar, yaitu komunikasi agresif 

baik verbal maupun non-verbal. Penelitian ini mengidentifikasi bentuk psywar di 

Mobile Legends: Bang Bang dan cara pemain menafsirkannya, menggunakan 

teori Interaksi Simbolik dan metode netnografi. Observasi dan analisis 

menunjukkan psywar verbal muncul lewat kata-kata seperti “noob”, “beban”, dan 

“surrend aja”, sedangkan psywar non-verbal tampak melalui spam recall, 

emotikon, penggunaan skin eksklusif, serta aksi hero tertentu. Makna psywar 

bervariasi: sebagian pemain menganggapnya sebagai hiburan atau motivasi, 

sementara yang lain merasa tertekan secara psikologis. Berdasarkan teori 

Interaksi Simbolik, psywar melibatkan penafsiran simbol (mind), pembentukan 

identitas (self), dan norma komunitas (society). Fitur visual berbayar juga 

menjadi alat dominasi simbolik, sehingga psywar menjadi bagian dari 

komunikasi strategis yang sarat makna sosial, simbolik, dan ekonomi. Penelitian 

ini dapat dikembangkan lebih lanjut dengan meninjau bentuk psywar dalam game 

online lainnya, atau melihat dampak psywar terhadap kesehatan mental pemain 

secara lebih mendalam. 

 

 

Kata kunci: Komunikasi, Mobile Legends: Bang Bang, Psywar Verbal dan 

Non-Verbal 
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ABSTRACT 
 

Universitas Islam 45 Bekasi 

Program Studi Ilmu Komunikasi 

Fakultas Komunikasi, Sastra, dan Bahasa 

2025 

 

Faizal Octaviano/41182037210013 

 

“VERBAL AND NON-VERBAL PSYWAR BETWEEN ONLINE GAME PLAYERS 

(A NETNOGRAPHIC STUDY IN MOBILE LEGENDS: BANG BANG)” 

 

Under the guidance of Winda Primasari 

The number of pages in the thesis is 148, the number of tables is 6, the number 

of images is 6, the number of attachments is 11 

 

Communication in online games is crucial for interaction and collaboration 

between players, but it often evolves into psywar—aggressive communication, 

both verbal and non-verbal. This study identifies the forms of psywar in Mobile 

Legends: Bang Bang and how players interpret them, using symbolic interaction 

theory and a netnographic method. Observations and analysis show that verbal 

psywar appears through words like “noob,” “burden,” and “just surrender,” 

while non-verbal psywar is expressed through recall spam, emoticons, the use of 

exclusive skins, and specific hero actions. The meaning of psywar varies: some 

players see it as entertainment or motivation, while others experience it as 

psychological pressure. Based on symbolic interaction theory, psywar involves 

the interpretation of symbols (mind), identity construction (self), and community 

norms (society). Paid visual features also serve as tools for symbolic dominance, 

making psywar a form of strategic communication loaded with social, symbolic, 

and economic meaning. This research can be further developed by exploring 

psywar in other online games or examining its impact on players' mental health 

in more depth. 

 

 

Keywords: Communication, Mobile Legends: Bang Bang, Verbal and Non-

Verbal Psywar 
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