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Dergisi, 93–102. https://doi.org/10.14744/phd.2024.01947 

Tang, A., Massey, J., Wong, N., Reilly, D., & Edwards, W. K. (2012). Verbal 

coordination in first person shooter games. Computer Supported 

Cooperative Work, Seattle, WA, USA. 

https://doi.org/10.1145/2145204.2145292 

Thurlow, C., Lengel, L., & Tomic, A. (2004). Computer Mediated Communication 

(1st ed., Vol. 1). SAGE Publications. https://doi.org/10.1075/pbns.39 

 

 

Gaming and Identity: Exploring Toxicity in the Online First-Person Shooter Game Valorant through
Ethnography
Nathaniel Davin Eka Putra, Jusuf Ariz Wahyuono, S.I.P., M.A.
Universitas Gadjah Mada, 2025 | Diunduh dari http://etd.repository.ugm.ac.id/

https://doi.org/10.1075/pbns.39

