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INTI SARI

Valorant memiliki bentuk penembak taktis berbasis tim dengan penembak
orang pertama. Pemain bermain sebagai salah satu dari sekumpulan agen, yang
masing-masing mewakili budaya dan negara yang berbeda. Pemain ditugaskan ke
tim menyerang atau bertahan dalam mode permainan utama. Tim terdiri dari lima
pemain. Perilaku Toxic gamer bisa bermacam-macam, seperti perilaku
menyimpang, perilaku antisosial, perilaku disruptif, cyberbullying, trolling, bahasa
kasar, hingga perilaku ilegal seperti menyontek. Perilaku toxic terjadi tanpa
memandang gender. Hal ini tercermin dalam aspek anonimitas dalam game, yang
memungkinkan pemain berperilaku beracun tanpa mengetahui jenis kelamin satu
sama lain. Komunikasi etis dalam game online merupakan model untuk mengukur
tindakan manusia saat berkomunikasi. Perilaku toxic yang masih sering ditemui di
kalangan gamers diantaranya hate speech, provokasi, bersifat arogan sehingga
menimbulkan kontroversi. komunikasi interpersonal atau komunikasi antarpribadi
adalah suatu proses komunikasi yang terjadi antara dua orang atau lebih secara tatap
muka, dimana pengirim pesan dapat menyampaikan pesan secara langsung, dan
penerima pesan dapat menerima pesan tersebut. dan merespons secara langsung.
Komunikasi interpersonal dapat dianggap sebagali proses pengiriman dan
penerimaan pesan antara dua orang atau antara beberapa kelompok kecil dengan
berbagai efek dan tanggapan langsung. Bentuk komunikasi interpersonal yang

melibatkan interaksi antar individu pemain game.

Kata Kunci: valorant, komunikasi interpersonal, komunitas valorant.
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ABSTRACT

Valorant takes the form of a team-based tactical shooter with a first-person
shooter. Players play as one of a set of agents, each of which represents a different
culture and country. Players are assigned to either an attacking or defending team in
the main game mode. Teams consist of five players. Toxic gamer behaviour can range
from deviant behaviour, antisocial behaviour, disruptive behaviour, cyberbullying,
trolling, abusive language, to illegal behaviour such as cheating. Toxic behaviour
occurs regardless of gender. This is reflected in the anonymity aspect of gaming, which
allows players to behave toxicly without knowing each other's gender. Ethical
communication in online games is a model to measure human actions when
communicating. Toxic behaviour that is still often found among gamers includes hate
speech, provocation, being arrogant so that it causes controversy. interpersonal
communication or interpersonal communication is a communication process that
occurs between two or more people face to face, where the sender of the message can
convey the message directly, and the recipient of the message can receive the message
and respond directly. Interpersonal communication can be considered as the process
of sending and receiving messages between two people or between several small
groups with various effects and immediate responses. A form of interpersonal

communication that involves interaction between individual game players.

Keywords: valorant, interpersonal communication, valorant community.
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