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ABSTRAK 

Muhammad Reza Ansari, 202010415024. Pola Komunikasi Virtual dalam 

Game Mobile Legends pada Squad Jaws Dangers. 

Penelitian ini bertujuan untuk memahami pola komunikasi virtual dalam 

game Mobile Legends pada Squad Jaws Dangers. Metode yang digunakan 

adalah pendekatan kualitatif deskriptif dengan teknik wawancara dan 

observasi. Hasil penelitian menunjukkan bahwa komunikasi virtual dalam 

squad dimediasi oleh platform WhatsApp dan Discord. WhatsApp 

digunakan untuk komunikasi sehari-hari dengan pola asynchronous 

communication, sementara Discord digunakan saat pertandingan dengan 

pola synchronous communication. Squad ini mengadopsi pola komunikasi 

all channel yang fleksibel, tetapi dalam situasi strategis, kapten berperan 

sebagai pusat koordinasi. Komunikasi non verbal, seperti fitur ping dan 

quick chat, memperkaya interaksi tim dan mendukung pengambilan 

keputusan cepat. Hambatan komunikasi yang dihadapi, seperti masalah 

teknis dan perbedaan jadwal, berhasil diatasi melalui strategi adaptif. 

Komunikasi berbeda pada setiap fase pertandingan, menunjukkan efisiensi 

dan efektivitas dalam membangun kolaborasi tim. 

Kata kunci: Komunikasi Virtual, Mobile Legends, WhatsApp, Discord, 

Pola Komunikasi. 
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ABSTRACT 

Muhammad Reza Ansari, 202010415024. Virtual Communication 

Patterns in Mobile Legends Game within the Jaws Dangers Squad 

This study aims to understand the virtual communication patterns in the 

Mobile Legends game within the Jaws Dangers squad. The research 

employs a descriptive qualitative approach using interview and observation 

techniques. The findings reveal that virtual communication within the squad 

is mediated through WhatsApp and Discord platforms. WhatsApp is used for 

daily communication with an asynchronous communication pattern, while 

Discord is utilized during matches with a synchronous communication 

pattern. The squad adopts a flexible all-channel communication pattern, but 

in strategic situations, the captain acts as the central coordinator. Non-

verbal communication, such as ping features and quick chat, enhances team 

interactions and supports rapid decision-making. Communication barriers, 

such as technical issues and scheduling conflicts, were successfully 

overcome through adaptive strategies. Communication varies in each phase 

of the match, demonstrating efficiency and effectiveness in fostering team 

collaboration.  

Keywords: Virtual Communication, Mobile Legends, WhatsApp, Discord, 

Communication patterns.
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