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ABSTRACT 

 

 
 

 

Over the recent years, online video games such as DotA 2 has become a global 

phenomenon among the gaming community due to rapid advancement of digital 

technology. DotA 2 is evaluated as one of the groups that gamers and similar 

individuals lives in and contains its own unique set of languages in which they utilize 

to interact with each other via chatting. The unique language ensures effective 

communication between members of the same group. As the number of players grew, 

the language used in this community started to vary in nature. For instance, the usage 

of gaming jargons. However, till date, only a few numbers of studies regarding 

gaming jargons in DotA 2 were conducted in Malaysia. Thus, this paper aims to 

identify the gaming jargons used in DotA 2 and the factors behind its usage in the 

game. In order to answer these research objectives, this paper adapted a qualitative 

approach by means of content analysis and face-to-face interview. Five students of 

Kulliyyah of Languages and Management (KLM) of International Islamic University 

Malaysia were chosen as part of the study. The findings revealed that 20 gaming 

jargons were identified the factors behind its usage were due to exclusivity, easier 

communication, insult or joke purposes, and strategic and tactical purposes. 
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CHAPTER ONE 

INTRODUCTION 

 

 

 

 

1.0 OVERVIEW OF THE CHAPTER 

This chapter introduces the context of this research on the study of gaming jargons and 

the circumstances behind its usage in video games. Firstly, the research objectives and 

questions that focus on the importance of this research, specifically in comprehending the 

usage of gaming jargons and why it is used in DotA 2 are stated. Secondly, a general 

overview is presented on how language plays an important job in the community as a tool 

of communication. Next, the application of jargons in communication is presented. In 

addition, the phenomenon of utilising gaming jargons in video games, DotA 2, to interact 

with other individuals within the same community is also elaborated in detail. Finally, 

this research also provided explanations on applications of keywords in this study before 

the overall structure of this report is presented. 

 
 

1.1 BACKGROUND OF THE STUDY 

Language is one of the most essential features in human life. It is the medium to express 

our feelings and communicate with other individuals effectively. Language is the main 

component to express and facilitate the exchange of ideas, thoughts and knowledge. 

Language can be applied for communication purposes either verbally, physically (sign 
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language), or written. The “gossip” theory stated that language initially evolved to ease 

social communication (Dunbar, 1993 as cited in Redhead & Dunbar, 2013). Furthermore, 

is it also argued that language evolved in order to enable humans to create social contracts 

that are imperative to the smoothing running of the society (Kowalikowa, 2014). 

In languages, jargon is also present as one of its elements. Jargon is “the technical 

terminology or characteristic idiom of a special activity or group” (Mckean, 2016, p. 10). 

In addition, as stated by Vogel and Marousek (2015), jargons are distinguished as a 

language that can be discussed and depicted as a place in the community where 

individuals who belong there lives and works. Thus, various groups in the society have 

different means of communicating among themselves and usually understood only by the 

individuals who are in those groups. 

Jargon also exists in video games and is known as “gaming jargon”. This study 

focuses on “Defence of The Ancient 2”, which is globally recognised by the gaming 

community as DotA 2, essentially due to its reputation as one of the game that has 

recorded the highest number of hours played by its users as well as the most favourable 

game in the genre of Multiplayer Online Battle Arena (MOBA) (Gunawan, 2016). DotA 

2 is evaluated as one of the groups that gamers and similar individuals lives in and 

contains its own unique set of languages. They utilise it to interact with each other via 

chatting. This is to ensure effective communication between members of the same group. 

Furthermore, the exchange of ideas by interacting with each other that happens in DotA 2 

may result in the implementation of new gaming jargons. Jargons that are applied by a 

famous DotA 2 commentator among the its community, David Parker, also known as 
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GoDz in DotA 2, consisted of “GGWP” (Good game, well played!), or “Care” (Careful) 

in his commentaries (DotA 2, 2019). “GGWP” indicates that “the game is over” and 

conveys a sign of respect to the opponents. On the other hand, “Care” stands for “stay 

alert” or “be careful” in the game. Agarwala and Pearce (n.d.) mentioned that people 

participating in recurrent communication tend to develop similar vocabularies, and 

characteristic of words that they use in these situations which played a role in producing 

new gaming jargons among the members in that similar gaming group. 

 

 

1.2 STATEMENT OF THE PROBLEM 

A great number of studies focused on other genres of online video games such as shooter 

and strategy games (Alfian & Rahmi, 2018; Djawa, 2018; Fakhri, 2017; Wijaya, 2011). 

For instance, Fakhri (2017) focused on word-formation processes and the purposes of 

using jargons in Word of Tanks (shooter game), while Alfian and Rahmi (2018) 

conducted a research on word-formation processes of jargons and its function in Call of 

Duty video game (shooter game). These studies focused on gaming jargons and its 

purpose in the video games. However, its main focus was on World of Tanks and Call of 

Duty (shooter games), but not on DotA 2 (MOBA). Only a few studies could be found 

that focused mainly on DotA 2 such as Gunawan, 2016; Muslim, 2018; Fakhri, 2017; 

Sholeh, 2015.  

Numerous literature discussed on jargons used in video games, such as utilization 

of the jargons outside the gaming sphere, daily conversations and interactions (Alfian & 

Rahmi, 2018; Muslim, 2018; Fakhri, 2017; Vidlund, 2013). However, only a few studies 

could be found that discussed on the factors of using gaming jargons in DotA 2 
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(Gunawan, 2016; Sholeh, 2015). Furthermore, the insufficient research on the usage of 

gaming jargons in DotA 2 are present, especially in Malaysia. Most of the studies of 

gaming jargons were carried out in Indonesia (Gunawan, 2016; Sholeh, 2015; Muslim, 

2018; Naufal, 2017).  

In order to investigate further into this subject, a study on the gaming jargons used 

and the factors for its application is proposed. Hence, this study intends to explore the 

gaming jargons that can be identified in DotA 2 and discover the factors behind its usage. 

 

 

1.3 PURPOSE OF THE STUDY 

The main objectives of this study are to identify the gaming jargons used in DotA 2 as 

well as the reasons behind the application of gaming jargons in the game specifically. 

 

 

1.4 RESEARCH OBJECTIVES 

This study aimed to achieve the following objectives: 

1. To identify the gaming jargons used in DotA 2. 

2. To find out the factors behind the usage of gaming jargons in DotA 2. 
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1.5 RESEARCH QUESTIONS 

The study aimed to answer the following questions: 

1. What are the gaming jargons used in DotA 2 by world’s renowned players? 

2. From the perspectives of the respondents, what are the factors behind the 

usage of gaming jargons in DotA 2? 

 

 

1.6 OPERATIONAL DEFINITIONS 

1.6.1 Jargon 

Jargon is referred and utilised by “professionals or a particular community in their 

respective fields of expertise as special vocabularies or expressions that are hard to 

comprehend for individuals who do not belong in the respective community” (Fromkin, 

Rodman, & Hyams, 2011, pg. 34). The term “jargon” was derived from a word in the 14th 

century which meant “twittering of birds” with the root word “garg” which resulted in the 

creation of other words such as “gurgle” or “gargle” (Liaw, Dani, & Johari, 2013). 

Therefore, if someone is not a member of a certain group, and they are communicating 

using unfamiliar jargon, it sounded as if they are “twittering” since you will not be able to 

comprehend what they are saying. 

 

 

1.6.2 Online Video Games 

An electronic game, commonly known as video game, has a user interface to allow 

interaction which uses a two-or-three dimensional video display that is generated on a 

device such as a touchscreen, monitor, or laptop screen (Esposito, 2005). Beginning from 
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the 1980s, an increase in the video games industry is becoming paramount in the industry 

of entertainment. Like most other forms of media, each types of video games can be 

categorised into its own genres. Interaction within the game is used as a benchmark rather 

than visual or narrative differences in order to categorise genres of the video games, and 

unlike films, books, or other works of fiction, a set of challenges in the gameplay and 

independent classification of the game-world content and setting are used to define the 

genres of the video games (Baltezarević, Baltezarević & Baltezarević, 2018). As an 

example, regardless of whether the settings of the video games are in a fantasy world or 

outer space, a “shoot em’ up” (shooter game) is still considered as a shooter game.  

 

 

1.6.3 DotA 2 

 Defense Of The Ancients 2 (DotA 2) is a tactical online game that is set in a multiplayer 

world, globally known in the gaming community as RPG (role-playing game), that 

enables the players to interact with other members of their team as part of the requirement 

in winning the game and vitally important to gain victory (Gunawan, 2016). It is created 

by a video game company, Valve Corporation (DotA 2, 2019). 

 

 

1.7 SIGNIFICANCE OF THE STUDY 

The insufficient of past studies in the field of gaming jargons in DotA 2 and why it is 

utilised in the game must be acknowledged. By conducting a research on this specific 

subject, the collected data and findings will allow a greater insight on this matter. In 

addition, its contribution to the linguistics study in the field of academic cannot be 

overlooked in terms of newly gained understanding and information. Furthermore, further 



 7 

research in the aspects related to gaming jargons in video games will be provided with a 

useful insight that has been gained in this study. This can act as a platform for additional 

references. By conducting future studies, additional jargons or styles of languages that 

may vary in nature can be gained in other games with different sets of genres. Next, 

positive and negative influence might be the results of utilising jargons during 

interactions within individuals in a group or society. In a conversation, a manager who 

utilised less or no jargons will result in gaining increased level of trust from their 

employees and outsiders (Patoko & Yazdanifard, 2014). In contrast, Mckean (2016) 

stated that someone may feel superior than the rest of the members in a circle if he 

understands the jargons that are being utilised during their interactions among each other. 

This is an important subject that must be elaborated extensively in the academic world. 

1.8 SUMMARY/CONCLUSION 

In summary, the purpose of this study is to identify DotA 2 gaming jargons as well as the 

factors behind its usage. For a clearer view, it is organised and divided into five chapters 

respectively. 

 The first chapter consists of information regarding the background of the study 

and further explanations of the problem statements. The inquiry of the main area in the 

research is also briefly discussed. In addition, this chapter consists of the research 

questions and objectives alongside the contribution to the field of knowledge. 

 The second chapter presents in-depth discussions on the subject of jargons in 

different industries, and in online video games, DotA 2. The topics are reviewed from 

previous research that are significant to this subject matter. It is important to review other 
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studies in order to identify the DotA 2 gaming jargons and the reasons of its applications 

in the game. 

 The third chapter elaborates on the methodology of this research. This chapter 

consists of research design, strategy implemented in the research, population as well as 

sample of study, instruments for collection of data, and the data analysis procedure. 

 The fourth chapter consists of the findings and discussion to provide answers to 

the specified research questions. The relevant data obtained during the period of this 

study are also displayed. 

 The final chapter extensively elaborates on the study and research limitations are 

included for future study. 
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CHAPTER TWO 

LITERATURE REVIEW 

 

 

 

 
2.0 INTRODUCTION 

This chapter presents the concepts and theories used as the main framework for the 

research and review of literature from past studies which are related to this study. Firstly, 

the definition and different types of jargons are discussed. In addition, the functions of 

jargons within a community are also elaborated clearly. Next, online video games are 

provided extensive explanations and further description of DotA 2 is included. Finally, 

the last section of the literature review discusses regarding jargon in video games by 

carrying out a comparison of past studies by different researchers. 

 

 

2.1 JARGON 

Jargon is described as a language in a world where its users lives and works (Vogel & 

Marousek, 2015). Every community has its own unique set of words that allows its users 

to communicate efficiently without the risk of other individuals outside of the community 

to understand their conversation, who can be a possible threat and danger (Anamaria-

Mirabela & Monica-Ariana, 2014). However, McKean (2016) stated that the frequently 

used terms specifically within the circle would be difficult to comprehend by newcomers 

of that particular circle. Jargon is also sometimes described as being a bad language since 

it can be easily misunderstood or not understood at all. 
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Yule (2019) stated that specialised vocabulary utilised by the individuals that is 

frequently defined by professional status within an established social community is 

known as jargons. In addition, laymen would not be able to understand jargon as it is a 

technical term. The chances of jargons that are only utilised by a specific group 

coinciding with other groups are present, even if the groups did not know about it 

(Heimreich, Jane, & Farwell, 2014). However, the author also stated that the jargons 

might be used in a different context. Furthermore, (Markham, 2013) defined jargons as 

“the use of language within a circle of people who shares similar norms and beliefs” that 

belongs in a speech community. Jargon also plays a role in influencing members of many 

communities in terms of communication (Gunawan, 2016). 

 

 

2.1.1 Types Of Jargons 

Jackson (2012) asserted that neologisms (creation of a newborn word), common language 

siphoning (well-known word lent from another language), and borrowing (creating a new 

word by borrowing jargons that are being used by another group) are the processes for the 

formation of jargons. As a result, these processes resulted in increasing number of jargons 

in every community. Two different groups of jargons, formal and informal jargons, could 

be present in a community of professions (Vogel & Marousek, 2015). Every group or 

community has its own jargons that can be identified almost effortlessly. The authors also 

stated that comprehending the meanings behind the jargons might be difficult for an 

individual who is not a member of that group or community. By analysing conversations 

of the people in that group and realising that the styles of words being used require a 

certain level of understanding, it is simple for that individual to notice that those words 
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are jargons. Liaw, Dani, and Johari (2013) also asserted that jargons which are easily 

understood by the users and used in comical context are specified as informal jargons. In 

order for informal jargons to function well, it must be utilised in a humorous context in 

contrast to a serious context. For the recipients to decipher the meanings of the jargons 

easily, the jargons must be used in an informal or casual setting. For instance, hotel staffs 

explicitly utilised informal jargons, and some of these jargons are still understandable to 

the outside community as they easily understood (Redhead & Dunbar, 2013). The 

application of formal jargons is utilised substantially across various groups, societies, and 

industries. As a result of its flexibility, people are able to understand these jargons 

without any difficulties or needing any references especially to those belonging in 

different groups, societies, and industries. Furthermore, the applications of jargons are not 

only limited to a single group as other groups may also refer to these jargons in their own 

context as a result of being in the same industry or field (Khamiluddin, 2013). 

 

 

2.1.2 Theories On The Formation Of Jargon 

Sholeh (2015) explained about the theory of jargons based on the way they are created in 

the first place. The table below represents the different theory of how jargons are formed.  

 

 

Table 1: Theories on The Formation of Jargon (Sholeh, 2015) 

Coinage Coinage is the creation of a new terms and is considered as one of the 

least common processes of English word formation. For example, an 

example of coinage is the word “google”. It was actually a false spelling 

for “googol” which holds the meaning for the number 1 and is followed 

by 100 zeros at the back. 

Borrowing This is the process of taking over of words from other languages. This 

happened commonly in Indonesia as the Indonesian language takes 



 12 

several languages as its language. For instance; diwan (Arabic) to be 

dewan (Indonesian).  

Compounding The joining of separate words, which often comes in two, to come up 

with one new word is known as compounding. Nowadays, it is very 

common to hear people say bookcase, fingerprint or fast food which are 

all a result of compounding words.  

Blending A combination of two separate forms to create one new word is known 

as blending. For instance, the word “smog” represents the effects of 

smoke, which originally derives from “smoke” and “fog”.  

Clipping Reducing a word and can be noticed in blending is called clipping. This 

process involves reducing a word with more than one syllable to a 

shorter form. For example, the word “prof”, which is originally taken 

from “professor”.  

Conversion Adjusting the function of a word is known as conversion. It could be a 

noun used as a verb without any changes. This is very commonly used 

in today’s conversation. For instance, “You can google it, bottle it”. 

Acronym The creation of new terms that are developed from the initial letters of 

other words within the same set. 

The pronunciation is by spelling the letter one by one. For example, CD 

(compact disc), or to pronounce it as one word such as NASA, NATO, 

and UNESCO. 

Backformation A specialised type of reduction process is known as backformation. This 

is related with what commonly known by students as “word class”. 

It is usually reducing the word from one type (noun) to another type 

(verb). As an example; television reduced to be televised, donation to be 

donated. 

Derivation Derivation is the origin or developing of word. It can be from the affixes 

such as; un-, mis-, pre-, -ful, -less, -ish, -ism and -ness which emerges in 

words such as: unhappy (taken from happy), sadness (taken from sad). 

 

 

 

2.1.3 Functions Of Jargon 

Jargon can also be identified as technical terms. The unfamiliarity of technical terms by 

individuals who are not associated with a specific group or society are not a surprising 

matter. As asserted by McKean (2016), a profession has a risk of losing its strong identity 
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as a result of lacking specific vocabularies such as jargons. For example, the author also 

mentioned that jargons in the medical industry are often used by doctors while conversing 

with colleagues and nurses to prevent miscommunication. Markham (2013) reiterates that 

the field of healthcare regards medical terminology as an important component as it 

assists them in producing efficient level of communication and providing the correct steps 

in saving patients’ lives. 

Furthermore, a research conducted by Anamaria-Mirabela & Monica-Ariana 

(2014) concluded that the application of abbreviations in business jargons can save time, 

space, and convenient in written or verbal communication. Apart from that, individuals 

who use jargons are deemed as smart and eloquent in contrast to those who do not as 

claimed by the participants of the study (Locker, 2014). In terms of communication in the 

business world, jargons may also have the risk of contributing to negative aftermaths. 

One must not be ignorant and lack awareness in utilising jargons when dealing in a 

business transaction as it can be disastrous towards his personal image due to 

terminologies being actively used in this type of business situation (Bank of Montreal, 

n.d). The author also mentioned exclusivity is the right to have or do something that is 

limited to only one person or organisation. In short, technical activities can be assisted by 

jargons. However, it is only limited to individuals in a specific group only. Patoko and 

Yazdanifard (2014) also asserted that hierarchical positions in certain organisations are 

enhanced by the presence of jargons. The employees perceive the usage of jargons in 

speeches by senior staffs as a way for them to show hierarchy. The motivation to apply 

jargons in usual conversation may differ as a result of position and experience of its users 

(Liaw, Dani, & Johari, 2013). For instance, individuals who are still inexperienced in 
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their respective industry may be reluctant to utilise jargons. However, those who have 

been working in that respective industry for a long time have the tendencies to apply 

jargons in their conversations more often. In communication context, Chaika (2015) 

stated that it is best to avoid using excessive jargons as it could result in a communication 

breakdown as organisations must prioritise manager-employee relationships. 

On the other hand, Asrifah (2013) stated that jargons can also influence learning 

and relationships. He elaborated further by stating that it is difficult for individuals to 

acquire new jargons if they do not have any associations with the respective community. 

Everyone within the same group must be able to comprehend the jargons used during 

interactions with each other (Ardiyanto, 2014). Due to numerous jargons being utilised 

within a group, a person who does not belong in the group must learn in order to properly 

comprehend the underlying meanings of phrases and sentences that is used in the group 

(Yuniasih, 2013). It can seriously affect the newcomers’ relationship with the existing 

members of the group if the newcomer fails to acquire the used terms. Thus, the 

utilisation of jargons can be for the purpose of excluding a person in a group interaction 

intentionally or unintentionally to showcase solidarity (Bawa, 2018). In addition, 

applying jargons could result in experiencing a sense of pride in a community if a person 

is proficient in using them. In the subject of jargons translation, Kowalikowa (2014) 

added that some complications may arise if jargons are attempted to be translated as 

different cultures may vary in terms of association towards the terms that they apply. 

Hence, reaching a balance is paramount while engaging in conversations with people 

from various backgrounds. 
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2.2 ONLINE VIDEO GAMES 

For the past ten years, studies that were conducted on video games has produced a 

substantial academic growth (Saarinen, 2017). He also elaborated that a part of this 

contribution is due to the gaming industry in Europe, Japan, and USA forming one of the 

major business sectors in the world, and “gaming” also takes place across different 

generations and social groups and not within a relatively secluded groups in the society. 

Games that are played over the internet or other known computer network are 

known as online video games. It is possible and a common sight for a player to play 

against or alongside other human players as it could provide better enjoyment when 

playing competitively against human opponents rather than computer-controlled opponent 

(Artificial Intelligence or “AI”) (Latif, Aziz & Jalil, 2017). In addition, online games may 

consist of simple text-based game or virtual worlds that are occupied by countless 

numbers of players at the same time which integrated unique and advanced graphics 

(Baltezarević, Baltezarević & Baltezarević, 2018). 

Interaction within the video games, such as in Massively Multiplayer Online Role-

Playing Game (MMORPG), or other genres of online video games, requires the player to 

create an in-game character. This character usually represented the physical portrayal of 

the player in virtual environments which is known as “avatar” (Eskasasnanda, 2017). 
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2.2.1 DOTA 2 

“Defense Of the Ancients 2”, or most commonly known as DotA 2 in the gaming 

community, is a battle arena video game specified as an MMO (Massively Online 

Multiplayer) that is developed by Valve Corporation. This game derives from the game 

Warcraft III: Reign of Chaos and its expansion pack, The Frozen Throne, as a sequel to 

the famous Defense of the Ancient mod. 

Two teams consisting of 5 players each are required to play the game in DotA 2. 

The avatar “heroes” in the games are used to destroy the other opponents and their 

building structures by pitting against each other strategically and tactically (Agarwala & 

Pearce, n.d.). The opponents’ heavily guarded structures, known as Ancient that can be 

located at the opposing corners of the map, must be destroyed as it is one of the scenario 

objectives of the game. Every player is able to control numerous units called “heroes” and 

are helped by AI-controlled fighters and friendly heroes controlled by human players. 

Similar to other role-playing games, players are able to use gold to purchase weapons and 

equipment, and level up their heroes (DotA 2, 2019). In this game, communication is 

paramount in winning the objective of the game. Victory is possible depending on the 

team coordination and successful communication. For instance, to be able to properly 

defeat the opponents’ heroes, the players in the team must discuss and select a suitable 

hero to counter them. Communication is also important in order to alert teammates of the 

opponents’ positions in the game. Failing to do so would result in a catastrophic defeat for 

the whole team. There are multiple ways available in the game for the players to 

communicate effectively with their teammates. Firstly, textual chat, also known as chat 

box, is the most basic form of communication. A player can type in the provided chat box 
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or scroll through previous chat messages. The chat box allows the players to interact with 

their teammates. However, in the heat of the battle, typing may not always be the most 

efficient way of communication. To solve this difficulty, players are able to send voice 

messages to their teammates if they have a microphone. In this game, the players also 

have the options to send messages to their opponents. Usually, it is for the purpose of 

unnerving the opponents or throw insults as a way to demoralise their morale. However, 

in professional competitions, it is commonly used to wish good luck. 

 

 

2.3 JARGON IN VIDEO GAMES 

In the gaming community, some jargons are also universal in terms of its meaning and 

usage. For instance, a jargon that is used in DotA 2 can also be applied in other games 

even though it differs in genre, such as a first-person shooter game like Counter-Strike. 

The table below represents some of the commonly used gaming jargons that are often 

used by gamers in their daily conversations during game time as stated by Pulsipher 

(2012). 

 
 

Table 2: Common Jargons Used in Video Games 

GGWP GGWP simply means “Good Game, Well Played” that 

is generally used among 

players to signify that it was an enjoyable game. “Bad Game”, 

which is the opposite of “Good Game”, is also widely used as BG. 

BRB “Be right back” is one of the frequently and well-known 

abbreviations in online chats. It is used to inform others that the 

person is leaving temporarily and will be back later. 
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AFK “Away from keyboard” is a term to notify others that you are not 

using your computer temporarily. In addition, a similar abbreviation 

is also used to inform others that you are taking a break which is 

BRB (“be right back”). 

EXP/XP EXP or XP, is a shortened word for Experience Point. It is 

commonly used in role-playing video games (RPG) to represent the 

progression of a player’s character throughout the game. 

MMO MMO, or MMOG, is a massively Multiplayer Online Game that 

has a high number of player base, which can sometimes range from 

hundreds to thousands, playing together in a server. This genre of 

online video games often features an endless open world with the 

possibility to explore environment on numerous worlds. However, 

other genres of video games may differ.   

RPG By assuming the role of a newly created character, a player has the 

ability to interact with the game’s environment that is usually set in 

a setting of fantasy or science fiction. This type of game is known as 

a Role-Playing Game (RPG). Famous examples of online role-

playing games in this type of genre are BattleTech, Dungeons and 

Star Wars. 

DC “Disconnect” is a term used to signify that a player has 

“disconnected” or lost connection to the game. In shorten from, 

players usually used DC to inform others that they are experiencing 

some problems regarding their internet connection. 

Noob Noob is used by players to refer to someone who has just started to 

begin playing the game without any prior expertise or experience in 

that specific area. It can also be spelt as n00b. In terms of video 

games, this term is often used to regard someone who is new to the 

game and doesn’t have sufficient experience in playing it. 

Smurf This term is used for players who created a new a account simply 

for the sake of covering up their real identity in order to utilise their 

skills to beat opponents who have insufficient experience in the 

game without any difficulties. This kind of action is known as 

“Smurfing”. This word originally comes from a famous children’s 

cartoon, The Smurfs. As it happened, a professional player who has 

vast amount of experience in playing the game decided to play with 

a new account using a fake name (Papa Smurf) in order to battle 

with beginners, known as n00bs, which resulted in embarrassing 

defeats for the beginners. The player did it for his own 

entertainment. 

IDK The word IDK is shorten from the phrase “I don’t know”. This 

jargon is often used by people in informal communication such as 



 19 

online chatting. This jargon is also commonly used in the gaming 

community.  

IDC “I don’t care”, or also known as IDC, is commonly used by 

individuals to tell others that they simply do not care regarding 

certain things. 

Lol “Laugh out loud”, or frequently utilised as Lol, is an interjection 

and verb respectively. In electronic communications, it is one of the 

most frequently used terms. It is usually used to represent little 

amusement or smile. Lol can also mean “League of Legends”, 

which is another online video game with similar genre to online 

multiplayer battle arena developed and produced by Riot Games. 

 

 

 

Fakhri (2017) conducted a study on the use of jargon in an online game called 

“World of Tanks” by applying a qualitative approach. The forum of World of Tanks in 

the North America server was used as the subject of this research in order to acquire the 

data from various discussions that were conducted in the forum. Fifteen individuals 

participated in this study which consisted of players in the online game, World of Tanks. 

The methods for data collection consisted of participants observation. To acquire the 

meaning and reasons for utilisation of jargons in the online forum, open-ended 

questionnaires were used. The findings demonstrated that World of Tanks players often 

used jargons in their communication. There were 32 abbreviations, two multiple-

processes, nine acronyms, and 10 clippings which results in a total of 53 identified 

jargons. The factors of utilising jargons within the game were to save time while chatting 

for a faster team coordination, and to make fun of someone or something. 

Alfian and Rahmi (2018) conducted a qualitative study on military jargon used in 

an online video game, “Call of Duty”. Similar to Fakhri (2017) and Djawa (2018), 

descriptive qualitative method was applied, and discussion was presented in a descriptive 
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way. The data were obtained from the words and phrases in the transcript of the game’s 

dialogue. The findings showed that 50 military jargons were identified such as conversion 

(16 items), borrowing (20 items), borrowing (20 items), derivation (four items), 

backformation, clipping, and multiple (two items) and acronym (One item). The study 

also revealed that jargons were used for easier and quicker communication, to promote in-

game solidarity, and exclude those who do not use these jargons. 

Djawa (2018) conducted a qualitative study on the jargons used by players in an 

online game, “Clash of Clans”. The process of data collection was accomplished by 

monitoring and interview, and descriptive qualitative method was used. After the data 

was acquired through monitoring and interview, systematic procedure of jargons 

identification, providing descriptions of its form and meanings, and exploring the means 

to utilise them were used as a form of systematic procedure. The study revealed that the 

jargons used Clash of Clans consisted of 22 jargons such as MINIMAX, Premature, 

Mentok, Kutu, Zonk, Sleding, Lava, Push Trophy, CC, Farming, Intro, Loons, up, BMX, 

TH, Valk, Co, GIBA RCH, AQ, Req, CLING, and ML. In addition, jargons were applied 

in the players’ communication to assist them in enhancing their communication skills in 

English. 

Similar to Djawa (2018), Wijaya (2011) conducted a qualitative study on the 

analysis of jargons used in online games. The research aimed to explore the jargons used 

in online games chat and find out its connotative and denotative meanings. Data were 

collected by searching for used jargons on online games chat. The study concluded that 

23 jargon words were identified which consisted of negative connotation meaning, 27 

words with positive connotative meaning, and 26 words with neutral connotation 
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meaning. Similar to the study conducted by Fakhri (2017) and Alfian & Rahmi (2018), 

the purpose of using jargons was to ridicule someone by means of insult and exclude 

those who do not use these jargons. 

Gunawan (2015) used Defense of The Ancient (DotA) as a platform to conduct a 

descriptive method of study in exploring jargons used by the gaming community of DotA. 

The study focused on the word-formation processes of jargons and the meanings behind 

it. Similar to Djawa (2018), Wijaya (2011), Alfian and Rahmi (2018), and Fakhri (2017), 

qualitative approach was utilised in this study. Participants observation was utilised as 

one of its data collection method. Findings showed that the word-formation processes in 

this study consisted of nine jargons in borrowing process, six jargons in clipping process, 

and 14 jargons in acronym process. Similar to past studies, the study demonstrated that 

DotA players utilised jargons in their communication for tactical and strategy purposes, 

and faster team coordination (Alfian & Rahmi, 2018; Fakhri, 2017). 

Gaming jargons are considered as unique due to the fact that they are not created 

by a real-life community, but in a virtual world. Thus, geographical factors do not play a 

role in the creation of these gaming jargons. Words and phrases utilised within the 

gaming community might result in other people who are not virtually connected with the 

group to experience certain difficulties in understanding it. Apart from that, different 

jargons may also be used in games with different genres and virtual environments. 

 

 

2.4 CONCLUSION 

This chapter presented on the previous literature in the field of jargon, and its types and 

functions. In addition, online video games were also explained thoroughly. Since DotA 2 
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is the main focus of this study, further discussion is also provided on this subject matter. 

Furthermore, this study also touches on jargon in video games, specifically by doing a 

comparison between past studies. 

A few evaluations that is found within the literature is there are different types of 

jargons that can be identified in different communities, and the process of how they are 

created in the first place such as coining, borrowing, etc. Furthermore, there are various 

factors on why jargons are applied in communication such as for exclusivity or to 

promote solidarity among group members. 

The analysis of these previous literatures is essential to define the essence of this 

study. The methods of conducting this study are determined by analysing these previous 

literatures. The methodology of this study is presented in the following chapter. 

 

  



 23 

CHAPTER THREE 

METHODOLOGY 

 

 

 

 
3.0 OVERVIEW OF THE CHAPTER 

This chapter presents the methodology that is applied in this research to address the 

respective research objectives and research questions. The methods and approaches that 

are used for the data analysis are explained in detail. Finally, the reliability and validity of 

the data collection processes, and trustworthiness of the research are also included. 

 

 

3.1 RESEARCH DESIGN: QUALITATIVE-BASED APPROACH 

This study was conducted using qualitative-based approach in order to improve 

understanding on the gaming jargons used in DotA 2 and the factors behind its usage 

among KLM students who play the game. Qualitative-based approach was employed as 

this method is able to produce detailed description of respondents’ experiences, feelings, 

and opinions, as well as interpreting the meanings of their actions (Rahman, 2017). 

In addition, by using this approach, researchers could interact with the 

respondents directly during the data collection process which can result in the data 

collected being more subjective and detailed (Hsieh & Shannon, 2005). Moreover, this 

approach allows the information gained to be clearer as a result of inviting respondents to 

express themselves during the interview sessions based on their past experiences in a 

specific subject (Schmidt, 2014). By utilising this type of research design, the researcher 
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was able to uncover the gaming jargons used in DotA 2 by world’s renowned players. 

Secondly, the reasons behind the application of such jargons was also identified by 

interviewing students of Kulliyyah of Languages and Management (KLM) who play 

DotA 2. Hence, qualitative approach was the most suitable approach to assist the 

researcher in investigating and understanding this research area. 

 

 

3.2 DATA FOR RESEARCH QUESTION 1 

3.2.1 Selection Of Video From Youtube For Content Analysis 

In order to identify the gaming jargons used in DotA 2 by world’s renowned players, five 

gameplay videos of DotA 2 were selected and identified from Youtube. These videos 

consisted of typical DotA 2 gameplay by renowned DotA 2 players who uploaded the 

recordings on their Youtube account. Youtube was chosen as the main source of video 

directory due to its convenience of acquiring numerous DotA 2 game footages. Purposive 

sampling was applied for this study to select gameplay videos with specific criteria. The 

game footages chosen for this study were based on user channels with high number of 

DotA 2 gameplay videos. A channel in Youtube platform is quite similar with account in 

other social media platforms. Keywords such as “DotA 2 funny chat”, and “DotA 2 

gameplay” were used in order to search for relevant channels. The results were then 

sorted out by utilising “channel” and “view count” filters. Based on the top ten results that 

were presented, most of the channels were created by professional or semi-professional 

DotA 2 players. This would not come as a surprise since the channels itself has garnered 

thousands of subscribers and high number of views per video. Two channels were then 

selected based on the following specific criteria: 
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1) They are active users who primarily focuses on DotA 2 gameplay with one 

  video post per week. 

2) The duration of the users’ video must be at least 10 minutes or longer to  

  ensure that every possible jargon in DotA 2 can be identified. 

3) The gameplay video uploaded by the users’ channel must have constant  

interaction between teammates or opponents in the chat box throughout the  

whole duration of the gameplay to ensure that every possible jargon in 

DotA 2 can be identified. The details of the five selected videos are 

provided in the appendix (Appendix B). 

 

 

3.2.2 Data Collection Method 

The data collection and procedures for the study were carried out for over a period of 3 

months starting from 1st August 2019 until 2nd of October 2019. In order to achieve the 

objective of this research, the data collection was conducted based on a methodical 

process as presented in Figure 1 below. 
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As the aim is to identify the gaming jargons used in DotA 2, the first step was to 

search for DotA 2 gameplay videos on Youtube according to the criteria. Secondly, the 

chat boxes were screenshot and the gaming jargons were identified in the selected videos. 

The identified gaming jargons were classified and categorized according to the types of 

jargons (abbreviations, such as acronym or initialism, or common DotA 2 jargons). 

Thirdly, the identified gaming jargons were provided with detailed descriptions which 

consisted of their meanings. The descriptions and meanings were acquired from the 

Step 2 

Screenshot the gaming jargon that can be identified in the chat box in DotA 2 

videos 

Step 3 

Classify the identified of the gaming jargon into categories (abbreviation, 

acronym, common DotA 2 jargons, etc.) 

Step 4 

Provide description of the identified gaming jargon used in DotA 2 

Step 1 

Search for DotA 2 gameplay videos on Youtube 

Figure 1: Procedure of Data Collection 
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glossary that is located at the DotA 2 official website. The glossary was compiled by 

DotA 2 players and endorsed by the creators of the DotA 2 developers themselves.  

Table 3: Example of data collection for the identified gaming jargon 

No Clauses in 

chat box 

Identified jargon Jargon meaning  

1 GG GG GG means “Good 

Game”. 

2 WP WP WP means “Well 

played”. 

 

 

 

Table 3 presented the categorised data which were obtained from the selected 

sources that consisted of clauses used, the identified jargons, alongside the literal meaning 

of the gaming jargons. The descriptions of the identified gaming jargon were presented 

and elaborated further in findings and discussion. 

 

3.3 DATA FOR RESEARCH QUESTION 2 

3.3.1 Participants For Face-To-Face Interview 

In order to discover the factors behind the usage of gaming jargons used in DotA 2 from 

the perspectives of the respondents, five participants were selected for this study. The 

participants consisted of five Kulliyyah of Languages and Management (KLM) students 

that are currently majoring in different courses and level of studies. Purposive sampling 

was applied for this study. Five respondents were selected based on their familiarity, 

experience, and knowledge of gaming that the researcher specifically intended for 

purposes that would answer the questions posed in this research. Furthermore, the 
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researcher only enlisted five respondents to participate in this research due to their in-

depth knowledge of the game, and are known to be directly engaged in extended period of 

time to be well-acquainted with the gameplay and the community of the aforementioned 

game. However, no female students were included as a participant for this study. As a 

result of the difficulty in finding female DotA 2 players who are currently studying in 

KLM, only the male students are available to be selected as participants of this study. The 

criteria of the selected students are as follows: 

1) KLM students. 

2) Familiar with the gaming concept of DotA 2 and plays DotA 2 in their free 

time.  

3) Have a high amount of playing time (10+ hours of accumulated total playing 

time on DotA 2 based on their DotA 2 profile records). 

The details of the participants are provided in the table below. 

 

 

Table 4: Details of Participants 

Participant 1 Participant 1 is an English for International Communication 

(ENCOM) student and currently in his third year of studies. 

He started playing DotA 2 since the release of the game in 

2013 and has been playing for six years. He always keeps 

himself up to date with the latest DotA 2 updates and 

tournaments. 

Participant 2 Participant 2 is a twenty-two-year-old student and currently 

majoring in ENCOM. He is in his third year of studies. He 

knows about DotA 2 since secondary school and started 

playing when he was 16 years old. He is still actively playing 

in his free time. 

Participant 3 Participant 3 is a third year Tourism Planning and Hospitality 

Management (TPHM) student. He started playing DotA 2 in 

2017 and played regularly with his roommates in their free 
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time. He is a huge fan of DotA 2 and always keeps track of 

latest development that is being made in the game. 

Participant 4 Participant 4 is a TPHM student and is in his third year of 

studies. He has been playing since the first generation of DotA 

and started playing regularly after the release of DotA 2 in 

2013. He also casually watches videos of DotA 2 on Youtube 

to improves his style of play. 

Participant 5  Participant 5 is a twenty-two-year-old student who is 

currently majoring in Malay for International Communication 

(MALCOM). He was exposed to DotA 2 by his classmates in 

secondary school. He has been playing since DotA 2 since 

2016 and has a high number of hours played (based on his 

DotA 2 profile record). 

 

 

 

3.3.2 Data Collection Method 

A semi-structured interview method was selected in order to obtain subjective response 

from the participants to a known situation from his or her lived world (Datko, 2015). The 

author also stated that the interviewer is the person who activates the participants’ report 

of responses and has the tools to influence the nature of the interview. However, the 

participants retain their choices of response. 

A pilot study was conducted initially to five other KLM students before the actual 

interviews were carried out. The interviews were conducted for 10-15 minutes per 

participant. These five participants understood the questions that were asked by the 

researcher. However, two of the students were not familiar with the term “jargon”. 

Therefore, in order to overcome this matter, the term “jargon” was clarified to the 

participants before the interviews took place. 

The actual interviews were conducted by means of face-to-face interview. To 

ensure the availability of selected participants, an appointment was made with every 
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single participant for their interview sessions. It was also conducted individually per 

session. The interviews were carried out during the eighth and ninth week of the semester. 

During this week, the students have just finished their mid-semester break, hence, it was 

an acceptable time to conduct the interviews without disturbing their personal plans. The 

interview questions were adopted from Saarinen (2017) and adapted according to the 

suitability of this study. The interview questions are presented below. 

 

 

Table 5: Interview questions 

1. Have you ever used these jargons with negative intentions (mocking, demeaning, etc)? 

Why? 

2. Have you ever used these jargons in other times aside from during the gameplay? Why? 

3. Are these jargons only exclusive to the DotA 2 community? Why? 

4. Do understanding and using these jargons require specific requirements for a gamer to 

use it? (levels, types of games, etc). Why? 

5. Do you think these jargons are relevant / have potential to be used more commonly in 

casual conversations / other instances / etc? Why? 

 

The selected participants were allowed to respond in English, Malay, or a mixture 

of both. The researcher also conducted the interview according to the participants’ 

language preferences to ensure a comfortable interview session. 
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3.4 DATA ANALYSIS 

3.4.1 Content Analysis 

To identify the gaming jargons used by world’s renowned players in DotA 2, 

content analysis was conducted to achieve this objective. The purpose of content analysis 

is to classify chunks of text into categories representing similar meaning and concerned 

with classification of emergent themes (Harnett, 2016). In addition, content analysis is 

defined as a research method for the subjective interpretation of the content of text data 

through systematic classification process of coding and identifying themes or patterns 

(Bengtsson, 2016). Cole (1988) also stated that content analysis is a research method 

which is used for analysing written, verbal or visual communication messages. In 

summary, these scholars concurred that content analysis refers to the study of contexts, 

meanings, subtexts, or intentions contained in the messages.  

The gaming jargons identified in the DotA 2 gameplay videos, specifically in the 

chat box of the players during interaction with opponents or teammates, were categorised 

and provided with detailed descriptions of its meanings. A few examples of gaming 

jargons that were identified from the gameplay videos are abbreviations, such as 

acronyms and initialisms, or general DotA 2 jargons that are commonly used in the game. 

These examples of types of jargons served as the indices to identify other possible DotA 2 

gaming jargons. The findings for research question 1 are explained in section 4.1 

(findings & discussion). 
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3.4.2 Face-To-Face Interview (Semi-Structured) 

A semi-structured interview was carried out to obtain the data among the five selected 

participants. For each of the interviewee, they were allocated between 10-15 minutes for 

each session. However, the time allocated differed for all interviewees due to the 

convenience of their time and information received during the interview session. The 

steps for data analysis are presented in Figure 2. The audio interviews recorded during the 

interview sessions were transcribed and labelled accordingly as Session 1 (participant 1), 

Session 2 (participant 2), Session 3 (participant 3), Session 4 (participant 4), and Session 

5 (participant 5). The accumulated information and data were tabulated in order to answer 

research question two; From the perspectives of the respondents, what are the factors 

behind the usage of gaming jargons in DotA 2? The relevant data acquired during the 

interview session are presented in section 4.2 (findings & discussion). 

Thematic analysis was used as it is a qualitative method for identifying, analysing, 

and reporting patterns within a data corpus (Scharp & Sanders, 2019). Furthermore, this 

type of analysis can also be used to analyse large variety of qualitative data and 

considered as a flexible method that is able to be utilised within various theoretical 

frameworks (Herzog et al., 2019). 

In regard to thematic analysis, it begins with coding. According to Hedlund-de 

Witt (2013), coding is used to search for repetitive patterns or consistency and may 

proceed by grouping things together based on similarity, commonality, which 

paradoxically can also consist of difference. By coding, the data is managed, filtered, 

ordered, highlighted, and focused on “the salient features of the qualitative data record in 

order to create themes” (Saldaña, 2015). Therefore, theme is the product of coding. 
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Themes are progressively abstracted from the categories, which are based on codes 

(Hedlund-de Wit, 2013). 
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Figure 2: Steps for Data Analysis (Face-to-face interview) 

Qualitative Methodology 

Interview sessions are conducted according to the appointment set by the 

participants. The information are recorded by using audio recorder and writing 

notes. 

The recorded audio during the interview sessions are transcribed and labelled. 

The transcriptions are read thoroughly, and contents of the interview are 

analysed by the means of thematic analysis. 

Identified answers for 

Research question: What 

are the factors behind the 

usage of gaming jargons 

in DotA 2? 

The findings were 

tabulated and explained. 
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3.5 TRUSTWORTHINESS 

In order to address the trustworthiness of reliability and validity in this qualitative study, 

it is pertinent to establish that the research study’s findings are credible, transferable, 

confirmable, and dependable (Gunawan, 2015). Trustworthiness is all about establishing 

these four elements. First, credibility is how confident the qualitative researcher is in the 

truth of the research. In order to achieve this, an expert with a PDH at Kulliyyah of 

Languages and Management, International Islamic University Malaysia, acted as an 

observer to check the data collected by the researcher regarding findings from content 

analysis and face-to-face interview to ensure whether it is relevant or not to be applied in 

the research. 

Secondly, transferability is a characteristic which allows the data collected to be 

applicable in other contexts in similar situations or phenomena. Regarding this study, the 

sample screenshots of DotA 2 gaming jargons that were identified from different Youtube 

videos, and the factors behind its usage could also be applied in future research that 

focuses mainly on DotA 2 gaming jargons but in a different area of interest. For instance, 

future research could focus on how these gaming jargons came into existence in the first 

place. 

Next, dependability assures that the study could be repeated by other researchers 

and the findings would be consistent. To address the dependability for this study, an 

expert was present to review and supervise the research processes, and the data analysis 

in order to ensure that the findings are consistent and could be replicated. 

Finally, confirmability is the degree of neutrality in the research study’s findings. 

In other words, the findings are based on participants’ responses and not any potential 
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bias or personal motivations of the researcher. To address this, the researcher and the 

expert discussed and affirmed which of the screenshots of gaming jargons that were listed 

from the DotA 2 gameplay videos on Youtube are fit to be used for this study. In 

addition, an audit trail was observed to emphasise every step of data analysis. This helps 

to establish the study’s findings accurately portray participants’ responses. Figure 3, as 

presented below, provides further explanation of audit trail to show the steps taken to 

achieve the results. 

 

 

 

 

 

 

 

 

 

 

 

According to Gundawan (2015), the usual qualitative reliability tests such as 

member checking (returning to the participants following data analysis) or peer checking 

(using a panel of experts or an experienced colleague to reanalyze some of the data) are 

performed as ways of ensuring the researcher has analyzed the data correctly. Guba and 

Lincoln (1989) also regarded member checks as ‘the single most critical technique for 

Contact 

participants 
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phone calls 

Set 

interview 

date with 

the 

participants 

Provide 

consent 
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Audio 

memo 

was used 
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interview 

sessions 

Transcription 

of data 

Figure 3: Audit Trail 
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establishing credibility’. Therefore, the reliability and validity of this study can be 

assured. 

 

 

3.6 ETHICAL CONSIDERATION 

Ethical dilemmas were the main concern during the period of this study due to 

participants’ privacy. To address this issue, participants were informed beforehand 

regarding the purpose of this study. Their permission was also requested to use audio 

memo as recording tools to record the interview session, and handwritten notes. The 

interviews were accomplished solely based on voluntary basis from the participants 

without any means of force. In addition, all the participants remained anonymous 

throughout the study. To ensure their anonymity, they were presented as Session 1 

(Participant 1), Session 2 (Participant 2), Session 3 (Participant 3), Session 4 (Participant 

4), and Session 5 (Participant 5). 

 

 

3.7 CONCLUSION 

This chapter presented an overall view of the research methodology. Firstly, the outline of 

the study was explained in the research design. In addition, the sample of the study and 

instrument used during the period of this study were clarified in detail. Furthermore, the 

methods and procedures were provided with explanation regarding the usage of analysis 

and, codes and themes. To address the issue of trustworthiness, all the elements were 

described and provided specific explanation. Permission and consent forms were also 

given to the participants to justify the ethical consideration. The following chapter 

presented the findings and discussion of the study.  
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CHAPTER FOUR 

FINDINGS AND DISCUSSION 

 

 

 

 
4.0 OVERVIEW OF THE CHAPTER 

This chapter is divided into two sections which consisted of findings and discussions. The 

two major sections are to answer RQ 1: What are the gaming jargon used by world’s 

renowned players in DotA 2?, and RQ 2: From the perspectives of the respondents, what 

are the factors behind the usage of gaming jargon in DotA 2?. This chapter mainly lays 

out the findings and relates it to findings of previous studies. 

 

 

4.1 FINDINGS FOR RESEARCH QUESTION ONE 

In order to answer RQ 1: What are the gaming jargons used by world’s renowned players 

in DotA 2, a total of 20 gaming jargons were identified from the gameplay videos of 

DotA 2 on Youtube. The literal meaning of each identified jargon is listed as shown in 

Table 6. 

 

 

Table 6: Brief Description of the Gaming Jargons Used in DotA 2 

No Clauses in 

chat box 

Identified 

jargon 

Literal meaning  

1 GG GG GG stands for "Good game". 

2 WP WP WP stands for “well played”. 

3  ty for Ty & Ty stands for “thank you”. 
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losing 

runes 

runes Runes is a type of item in DotA 2. 

4 “but naix 

wanted to 

be mvp” 

Naix & 

mvp 

Naix stands for “lifestealer”. 

mvp stands for “most valuable player”. 

5 Let him 

feed 

whatever 

feed The act of "feeding" gold and experience to the enemy 

team by dying repeatedly. 

6 4 report 

go low 

noob 

Report, 

low, & 

noob 

Reports are marks of negative feedback that 

players can give to each other. 

 

Low stands for “low-priority queue”. 

 

Noob usually means someone who's new and/or bad at 

something. 

7 Ez Ez Ez stands for “easy”. 

8 Man stop 

throwing 

throwing The act of letting the opponent team win the match 

9 don’t 

farm 

farm The process of steadily earning gold and experience by 

killing lane creeps and/or neutral creeps 

10 protect 

alch and 

stack 

some 

camps 

my dudes 

Alch & 

stack, 

and 

camps 

Alch stands for “alchemist”. 

 

Stack, or "creep stacking", is a technique where a creep 

camp is gathered at a certain time before pulling them 

away from their camp's area and allowing a new set of 

creeps to spawn. 

 

Camps is the place where creep camp spawns. 

11 Should be 

careful of 

tb 

tb Tb stands for “terroblade”. 
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12 I always 

ban am 

am Am stands for “anti-mage”. 

13 I really 

hate pa 

pa Pa stands for “phantom assassin”. 

14 snip lvl 

16 

Snip & 

lvl 

Lvl stands for “level”. 

Snip stands for “sniper”. 

15 Thats 

interesting 

build 

build Build refers to helpful advice on which abilities to level 

up and when, and what the best items are for your hero. 

16 Ty cm Ty & cm Ty stands for “thank you”. 

Cm stands for “crystal maiden”. 

17 hook??? hook Refers to either Pudge's signature ability, Meat Hook, 

or Clockwerk's ultimate, Hookshot. 

18 u need 

ghost 

sctper for 

ta 

u & ta U stands for “you”. 

Ta stands for “templar assassin”. 

19 And mk mk Mk stands for “monkey king”. 

20 we all no 

bb 

Bb  Bb stands for “bristleback” or “buyback”. 

 

 

 

 Apart from the literal meanings, it is also important to understand why the jargons 

were used under such circumstances. The following section further elaborates the specific 

functions of gaming jargons in DotA 2 as provided by the DotA 2 official website.  

  

https://dota2.gamepedia.com/Pudge
https://dota2.gamepedia.com/Meat_Hook
https://dota2.gamepedia.com/Clockwerk
https://dota2.gamepedia.com/Hookshot
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4.1.1 Functions of Gaming Jargons in DotA 2 

 
 

 

 

Figure 4: The Usage of Jargon “gg” in DotA 2 
 
 
 

Description: 

Gg stands for "Good game". As illustrated in Figure 4, this jargon is commonly used by 

either team when they are winning or losing and the match is close to ending, or when a 

team or a player gives up or claims victory. For example, both teams might say gg to 

congratulate each other after a hard-fought match, or a team might call out gg after their 

ally exits the game in an assumption that they can no longer win. 
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Figure 5: The Usage of Jargon “wp” in DotA 2 

 

 

 

Description: 

Wp stands for “Well Played”. As shown in Figure 5, this jargon is commonly used to 

compliment your team mates or opponents during the game. For instance, it can be used 

to compliment your teammates after they managed to kill an opponent or successfully 

purchase a powerful weapon. On the other hand, this term is often used for sarcasm 

purposes to insult opponents and teammates and is the best option available to the players 

to release frustration. 
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Figure 6: The Usage of “ty” and “Runes” in DotA 2 
 
 
 

Description: 

Ty is an abbreviation for “thank you”. Aside from the DotA 2 community, this jargon is 

also widely used in other communities. In addition, “Runes” is a general DotA 2 jargon 

that refers to special boosters that spawn on the game map. They come in two categories. 

Bounty Runes can be picked up for extra gold, while Power-up Runes grant heroes a 

variety of buffs and effects for a short period of time. As shown in Figure 6, the player 

used these jargons to sarcastically compliment his teammates after losing the runes to the 

opponents.  
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Figure 7: The Usage of “Naix” and “mvp” in DotA 2 
 
 
 

Description: 

Naix is a DotA 2 jargon for “Lifestealer”. “Lifestealer” refers to one of the DotA 2 heroes 

who the players can control in order to complete the objective of the game. This hero is a 

vicious melee strength hero whose abilities give him the power to bring down durable 

heroes quickly. On the other hand, mvp is an abbreviation for “Most Valuable Player”. 

This jargon refers to the player in the team who has performed best during the whole 

period of the game. As represented in Figure 7, the player insulted his teammates who 

was playing as a “Lifestealer” by sarcastically addressing him as a “Most Valuable 

Player” because he did not follow the plan. Thus, they lost the battle to the opponents. 
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Figure 8: The Usage of Jargon “Feed” in DotA 2 

Description: 

The jargon feed is a general DotA 2 jargon which refers to the act of "feeding" gold and 

experience points to the opponents by dying repeatedly. This style of gameplay can be 

intentional or unintentional. Those who feed are called "feeders". Feeders are hated 

mostly by all players in the DotA 2 community due to their unprofessional and negative 

attitude. Feeders are usually given negative remarks by other players in the game after the 

game ends. As shown in Figure 8, player “wonoccino” sarcastically instructed his 

teammate “DrunkedBoi” to feed the opponents because he kept on dying at the hands of 

the opponents. 
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Figure 9: The Usage of Jargon “report”, “low”, and “noob” in DotA 2 
 
 
 

Description: 

Report is a mark of negative feedback that players can give to each other. They can be 

given at the end of a match to players on either side. Players who are reported repeatedly 

may be subjected to a communication ban or be put in a low-priority queue. Players may 

submit up to five reports per week. On the other hand, low is an abbreviation for “low-

priority queue”. This will limit the players’ options to pick their preferred characters in 

the game and put in a pool of low-level players. Players are inserted into this queue if 

they abandoned a game multiple times or reported by other players multiple times. In 

addition, noob is an abbreviation for “newbie”, which means someone who is new or bad 

at the game. This jargon is commonly used as an act of insult to team mates or opponents 

alike. In Figure 9, player “Sketch” warned his teammate that he will go to the low-priority 

queue if he received five reports from the other players.  

 

 

https://dota2.gamepedia.com/Ban
https://dota2.gamepedia.com/Low_priority
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Figure 10: The Usage of Jargon “ez” in DotA 2 
 
 
 

Description: 

Ez is an initialism in DotA 2 that stands for “easy”. This is typically used to mock the 

enemy team's lesser power. In this situation, ez is used to insult the opponents to 

demotivate the opponents’ morale, thus putting the winning advantage in their favour. 

This jargon is commonly used after a player successfully killed an opponent easily 

without any real challenge. In Figure 10, player “wonoccino” arrogantly told his 

teammates that they could win the game. 
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Figure 11: The Usage of Jargon “throwing” in DotA 2 
 
 
 

Description: 

Throwing is a general DotA 2 jargon that refers to the act of giving a supreme advantage 

to the supposedly losing team, letting them win the match instead. This can be intentional 

or unintentional. In addition, throwing can also be described as making simple mistakes 

that cause the player’s team to lose when they should have won in the first place. Simple 

mistakes are usually made due to the certainty of winning. In Figure 11, the first player 

instructed the opponents to stop intentionally losing the game and play properly. 
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Figure 12: The Usage of Jargon “farm” in DotA 2 
 
 
 

Description: 

Farm, or farming, is a common DotA 2 jargon that the process of steadily earning gold 

and experience points by killing lane creeps and/or neutral creeps. This tactic is often 

slow and tedious but is usually necessary for the players’ hero to reach their true 

potential. Farming is considered as one of the important elements in DotA 2. In this 

situation, the player urges his teammates not to farm due to tactical reasons. Figure 12 

illustrates how player “wonoccino” instructed one of his teammates to stop earning gold 

and experience points and stay with the rest of the team members in order to avoid getting 

killed by the opponents. 
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Figure 13: The Usage of Jargon “alch” and “stack some camps” 
 
 
 

Description: 

Alch is an abbreviation that is used in DotA 2 that stands for “Alchemist”. “Alchemist” 

refers to one of the DotA 2 heroes who the players can control in order to complete the 

objective of the game. In addition, stacking some camps refers to the act of “creep 

stacking". It is a technique where a creep camp is gathered at a certain time before neutral 

spawning, pulling them away from their camp's area and allowing a new set of creeps to 

spawn. This can be done multiple times, usually up to three at maximum, then letting 

their team's carry farm the stacked creeps for a massive gold and experience gain. In 

Figure 13, the player “wonoccino” urged his teammates to protect “Alchemist” and help 

him to gain massive gold and experience points by stacking some camps in order to turn 

the tide into their favour.  
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Figure 14: The Usage of Jargon “tb” in DotA 2 
 
 
 

Description: 

TB is an initialism for one of the DotA 2 heroes, “Terrorblade”. This hero is available for 

the players to choose and control in DotA 2 to help them complete the objective of the 

game. In Figure 14, the player “wonoccino” warned his teammates to be careful of 

“Terrorblade” as he is considered as one of the strongest heroes in DotA 2. 
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Figure 15: The Usage of Jargon “am” in DotA 2 
 

 

 

Description: 

Am is an initialism for “Anti-Mage”, one of the controllable heroes by players in DotA 2. 

This hero can be picked and played by the player’s teammates or opponents in the game. 

In Figure 15, player “wonoccino” mentioned to the rest of his teammates that he always 

bans Anti-Mage in order to avoid the opponents’ team from using this hero due to his 

infamous reputation among the DotA 2 players for having immense strength and 

requiring a high level of skill proficiency to defeat. 
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Figure 16: The Usage of Jargon “pa” 
 
 
 

Description: 

Pa is an initialism for “Phantom Assassin”, one of the controllable melee heroes by 

players in DotA 2. This hero is available for the players to choose and control in DotA 2 

to help them complete the objective of the game. Figure 16 illustrated that player 

“R04DRuNN3R” expressed his hatred for “Phantom Assassin” due to his outrageous 

skills in DotA 2 that can be used to kill other players easily. 
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Jargon No. 14: “snip lvl 16” 

 

Figure 17: The Usage of Jargon “snip” in DotA 2 
 

 

 

Description: 

Snip is an abbreviation for “Sniper”, one of the heroes in DotA 2 that can be used by 

players to complete the objective of the game. On the other hand, lvl is an initialism for 

“Level”. “Level” refers to the amount of experience that a hero at the prior level with 0 

experience must accumulate to achieve this level. In Figure 17, player “DoomsDay” was 

warning his teammates that the opponent’s hero, Sniper, is already Level 16 and must be 

stopped before he prevented them from achieving the objective of the game. 
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Figure 18: The Usage of Jargon “build” in DotA 2 
 
 
 

Description: 

A build is a way for players to gain knowledge about a specific hero. Builds provide 

helpful advice on which abilities to level up and when, and what the best items are for 

your hero. Builds also contain useful tips on strategies, tactics and any other knowledge 

the author saw fit to share. It also typically means how a player decides to improve his 

skill, and utilise different types of items in order to make his hero powerful and win the 

game. In Figure 18, player “DoomsDay” expressed his amusement to his teammates 

regarding his interesting build.  
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Figure 19: The Usage of Jargon “ty” in DotA 2 
 
 
 

Description: 

Ty stands for “thank you”. Ty is also commonly used in other communities as a way of 

expressing gratitude to someone. In addition, cm is an initialism for “Crystal Maiden”. 

This hero is one of the controllable characters in the game. She is a hero who uses the 

power of frost and ice to disable and dispatch her enemies. In Figure 19, player 

“TrenchFAM.wonoccino” expressed his gratitude to one of his teammates who was 

playing as Crystal Maiden. 
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Figure 20: The Usage of Jargon “Hook” in DotA 2 
 
 
 

Description: 

Hook refers to the signature ability of one of the heroes, Pudge. The signature ability, 

Meat Hook, is a grapple that is thrown in a straight line. If it reaches a target, it will drag 

them back to Pudge, dealing enormous damage if it is an enemy. In addition, it can also 

be referred to the signature ability of another DotA 2 hero, Clockwerk. The signature 

ability, Hookshot, allows the hero to instantaneously latch onto enemies from long range 

and stun them Figure 20 illustrates that one of the player’s team mates were confused as 

to why his team mate, who was playing as a Pudge, was not “hooking” the enemy. Hence, 

he questioned his team mate in a sarcastic manner.  
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Figure 21: The Usage of Jargon “u”and “ta” in DotA 2 
 
 
 

Description: 

U is an initialism for the word “You”. U is one of the most globally used jargon in the 

world as it is a common word used in different communities. In addition, ta is an 

abbreviation for “Templar Assassin”, one of the DotA 2 heroes available for players to 

control in the game. Templar Assassin is a very agile hero capable of dealing huge bursts 

of physical damage to enemies with expert positioning and timing. In the situation 

represented in Figure 21, the player urges his teammates to buy a support item, known as 

Ghost Scepter, to counter the hero and render it useless in battle.  
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Figure 22: The Usage of Jargon “mk” in DotA 2 
 
 
 

Description: 

Mk is an initialism for one of the DotA 2 heroes, “Monkey King”. This hero is also 

available for the players to control as their in-game character and help the players to 

achieve their goal of winning the game. Sun Wukong, commonly known as the “Monkey 

King”, is an agile melee hero. He is best known for his slippery nature and his ability to 

deceive his enemies by turning intro trees and other objects. He is armed with a magic 

staff to deal huge damage to his enemies by slamming it to the ground. He is a force to be 

reckoned with in DotA 2. In Figure 22, the player urged his team mates to buy a support 

item, known as Ghost Sceptre, as it is a known fact to DotA 2 players that it is one of his 

weaknesses.  
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Figure 23: The Usage of Jargon “bb” in DotA 2 
 

 

 

Description: 

Bb is an initialism for “Buyback”. When a player’s hero is dead, the player has the option 

to use “buyback”, a form of resurrection by spending money in order to instantly respawn 

at the player’s fountain (base). However, the buyback ability requires a lengthy cooldown 

of 480 seconds. On the other hand, Bb also means “Bristleback”. “Bristleback” is a strong 

melee hero capable of absorbing enormous amount of damage from enemies without 

dying. He can increase his movement speed and attack damage due to his effective skills. 

One of his skills, Viscous Nasal Goo, allows him to slow his enemies down and reduce 

their armour while in combat. As presented in Figure 23, the first player informed the rest 

of his team members in a worrying tone that all of them did not have the option to 

“buyback” after dying. Insufficient money could be one of the reasons the players were 

not able to “buyback”.  
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4.2 FINDINGS FOR RESEARCH QUESTION TWO 

The findings that were gathered through one of the data collection processes, face-to-face 

interview, were compiled in order to answer RQ 2; From the perspectives of the 

respondents, what are the factors behind the usage of gaming jargons in DotA 2? Hence, 

this section is divided into small subsections which represented the factors behind its 

usage as shown in Figure 24 below. 

 

 

 

 

 

 

 

 

 

 

 

 

 

This section explained on the factors behind the usage of gaming jargon in DotA 2 

as gathered from the participants. Numerous factors were obtained from the participants 

during the interview sessions on the factors of why gaming jargons is used in DotA 2 

such as exclusivity, easier communication, joking or insult purposes, and strategic or 

Figure 24: Factors Behind the Usage of Gaming Jargon in DotA 2 
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tactical purposes. These factors were selected and categorised based on Liaw, Dani, & 

Johari (2013) theories of factors determining the use of jargons in communicative 

strategies. Because of the competitive nature of gaming itself, the researcher also finds it 

relevant to include these factors to find out why certain jargons are used in DotA 2. 

 

 

4.2.1 Exclusivity 

Exclusivity is the right to have or do something that is limited to only one person or 

organization (Vogel & Marousek, 2015). A person who does not belong in a specific 

group or community may find themselves out of place due to the nature of the jargons 

that are used which proved to be incomprehensible in terms of understanding. From the 

interview, five out of five participants agreed that jargons in DotA 2 contributes to 

exclusivity.  

According to participant 1: “There are certain slang or jargons that are restricted 

within the DotA 2 community only. I think that it requires certain understanding because 

as we are playing in different level, in amateur level, maybe the jargon used is only 

understood by players in that level only. But, for certain pro players, they even have 

other jargon they used to mainly refer towards certain moves such as “aggro”. This is 

not known by many players, but it’s mostly used by only pro players. For me, I personally 

believe that the jargon used is only restricted within the gaming community because it is 

only understood by the gamers themselves, such as DotA 2 players”. 

In the first excerpt, participant 1 emphasised on the jargons and slangs that were 

being used in DotA 2. When he was asked whether he has used these jargons in other 

times aside from gaming, he responded that not all jargons could be used outside of the 
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DotA 2 community since it is only exclusive for the DotA 2 community. He also 

mentioned that there are certain jargons exclusively used by professional DotA 2 players. 

Hence, not all DotA 2 players within the community would know of these jargons unless 

if they are professional players. Participant 1 also believes that the gaming jargons used in 

DotA 2 is restricted within the gaming community only due to the fact only the players 

are able to understand the meanings behind these jargons. 

Similarly, according to participant 2: “There are only some jargons that could be 

understood by people who don’t play DotA 2. For some of the jargons used in DotA 2, 

other people cannot use it anywhere else since it’s specifically for the DotA 2 

community only”. 

From the excerpt, participant 2 stated that only a few jargons could be understood 

by non-DotA 2 players since some jargons are widely used in online gaming community. 

He also pointed out that some DotA 2 jargons could not be used elsewhere in other online 

games. 

Furthermore, according to participant 3: “When we play DotA 2, when we go up to 

the higher level of game play, we met other people with the same level or higher level 

than us. So, we would discover new jargons that only higher-level players used. I think if 

it is exclusively for DotA 2, these jargons couldn’t be used anywhere else because there 

are reasons why it is exclusive only in the DotA 2 community. Maybe because it is related 

to the gameplay. For example, when you are going to go to “Roshan”, you used “rs”, 

right? So, I think it is not possible to use it in other situations”. 

In the excerpt, participant 3 provided further explanation regarding another 

community within the DotA 2 community. The players within DotA 2 might be able to 
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discover new jargons if they are playing in the higher level of the game. In addition, 

participant 3 also highlighted that DotA 2 jargons are only used in this game as it is 

related to the gameplay itself. 

Next, according to participant 4: “Yes, I always used these jargons with my 

friends. But, not just in the DotA 2 community. But, they tend to not understand it. For 

example, I called them “noob” because they don’t understand what I am saying. For 

these jargons to be used in a community around you, the people must be required to have 

a certain understanding, right? So, I believe that these jargons cannot be used in a casual 

conversation. How can you use “GG” with your family, right? So, for someone to 

understand what we normally use in games, they must play the game beforehand. So, I 

believe that these jargons cannot be used in normal conversations”. 

In the excerpt, participant 4 clarified that every DotA 2 players will be able to 

comprehend the meanings behind these jargons since they are a part of the community 

regardless whether it is their teammates or opponents. Participant 4 also mentioned that 

he tried using these jargons before with his friends outside of the gaming community. 

However, they did not understand when he referred to them as “noob” (newbie). 

Participant 4 also stated that in order to be able to use these jargons, a person must have 

prior experience in DotA 2 before being able to use it in their daily conversations. Hence, 

being familiar with the concepts of the game is a must in order to understand and apply 

these gaming jargons in a gaming situation. However, these jargons are only applicable in 

DotA 2 and not in a casual conversation. 

Based on the findings that were acquired regarding exclusivity, the participants 

asserted that the DotA 2 jargons are exclusive only for the DotA 2 community. This 
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correlates with the study conducted by Bank of Montreal (n.d) where the author 

mentioned that exclusivity is the right to have or do something that is limited to only one 

person or organisation. In addition, the study carried out by Alfian and Rahmi (2018) on 

military jargon used in “Call of Duty” video game stated that one of the factors of using 

jargons in the video game was to exclude those who do not use these jargons as they do 

not belong in the community. For example, participant 1 and 3 believe that the gaming 

jargons used in DotA 2 is restricted within the gaming community only since only the 

players itself are able to understand the meanings behind these jargons. This is also 

similar to the study conducted by Wijaya (2011) where individuals outside of the 

community who do not utilise these jargons are cut out of the community. In addition, 

participant 4 added that he tried using DotA 2 jargons such as “noob” with his friends 

outside of the gaming community. However, they did not understand the term. This 

correlates with the study of Vogel and Marousak (2015) which the authors stated that a 

person who does not belong in a specific group or community may find themselves out of 

place due to the nature of the jargons that are used which proved to be incomprehensible 

in terms of understanding. In addition, Yuniasih (2013) also asserted that this due to 

having numerous levels of jargons within a group that someone from outside of the group 

would have to learn to be able to properly understand meanings of phrases and sentences 

used by the community. 

 

 

4.2.2 Easier Communication 

Communication is an integral part in every community. In DotA 2, communication plays 

an important part in order to organise your plan of attack or warning your teammates of 
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incoming threats. During the interview sessions, the participants stressed on the 

importance of simple, yet understandable communication during gameplay sessions. 

From the interview, five out of five participants agreed that jargons in DotA 2 contributes 

to easier communication. 

According to Participant 1: “I still used these jargons, not just mean jargons, but 

other jargons as well such as “GG”. While we are discussing our strategy in real life, 

instead of using the actual words, I use jargons as the jargons somehow will make my 

teammates be able to understand me better. Certain jargons such as “p mid” which 

means “push middle lane”, we use it only in DotA 2. I believe this is because the game 

requires us to have good communication in order to be able to understand other 

players’ instructions”. 

In the excerpt, participant 1 explained on the usage of jargons on how it could 

assist him better when discussing DotA 2 strategies in real life with his teammates. The 

jargons helped his teammates to understand the tactics that he was trying to convey. 

Participant 1 also stated that DotA 2 requires a good communication in order to able 

understand your teammates’ instructions. This could potentially result in a win-or-lose 

situation. Hence, jargons such as “p mid” is used to ease the communication between 

other players. 

Furthermore, According to Participant 2: “I think jargons, for me, are used to 

ease communication to make the gameplay more fun and exciting”. 

Based on the excerpt, participant 2 further explained that the functions of jargons 

in DotA 2 are to ease communication in order to make the gameplay more exciting and 

enjoyable for the rest of the players. 
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Next, according to Participant 2: “I think this is because it’s easier for us to write. 

Plus, DotA 2 is a fast game. You cannot waste time typing long words or you might get 

killed by the enemy while typing”. 

Participant 3 stated that by using jargons, it enables the players to write more 

conveniently. Furthermore, DotA 2 is a fast-pace game that requires quick decision-

making skills. He further elaborated that a player might face the risk of being killed by 

the opponents if he spent too much time typing. Hence, jargons, such as short-form, is 

used to solve this issue.  

In addition, according to Participant 4: “The players must understand them. That’s 

why we have a fight and it’s also a mental warfare. So, I believe they understand them. 

Plus, I think this also helps us and make it easier to talk in the game since these types of 

games are very fast. A very quick-pace game”. 

In terms of communication, participant 4 believed that using jargons in DotA 2 

allow for easy communication while interacting in the game. Since DotA 2 is a very fast-

pace game, jargons help to ease this communication burden.  

According to Participant 5: “We could communicate with each other very well by 

using these jargons since it shortens the word. So, we do not need to trouble ourselves 

by writing very long words. For example, “p mid” stands for “push middle lane” and we 

use it in order to shorten a long word. And for “rs”, it is only specific just for a certain 

thing in DotA 2. “Rs” is a type of boss in DotA 2”. 

In the excerpt, participant 5 reiterated on the usefulness of using jargons, 

specifically short-form, to ease communication. To avoid troubling themselves from 

writing long words, shortening it is one of the useful methods to communicate well with 
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teammates. In addition, participant 5 elaborated further by giving the example of jargons 

“p mid” and “rs”. These jargons are widely used in the DotA 2 community. 

Based on the findings that were acquired from the participants regarding jargons 

for easier communication, the participants opined that these jargons were used in DotA 2 

are to ease communication between teammates and opponents. This correlates with the 

study conducted by Anamaria-Mirabela and Monica-Ariana (2014) which stated that 

jargons such as abbreviations are time efficient, save space, and simplify writing and 

speaking. Similarly, Fakhri (2017) also stated in his study that the factors of using jargons 

in games were mostly to simplify words and save keystroke while chatting. For instance, 

participant 3 and 5 opined that using jargons as short-form when communicating with 

teammates are paramount in cooperating with teammates and avoid getting killed by the 

opponents. Furthermore, Djawa (2018) mentioned that jargons were used when 

communicating between players to improve their communication in English. This is 

similar to the responds of participant 1 and 4 in which they stated that using jargons in 

DotA 2 helped to ease the communication burden and assisted them in discussing DotA 2 

strategies in real life with their teammates. Alfian and Rahmi (2018) also stated that 

jargons are used for easier and quicker communication. In addition, the findings gathered 

from the participants are also similar with the study conducted by Markham (2013) which 

the author reiterates that medical terminology in the healthcare industry is a vital 

component of the industry since it helps them to communicate efficiently and know what 

must be done in saving patients’ lives. In this case, it helped the participants to 

communicate well with their teammates and achieve the main objective of the game. 
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4.2.3 Joking/Insult Purposes 

In DotA 2, insulting teammates or opponents, and creating jokes are a common sight 

among the players. Every player acknowledges the fact that joking or insulting someone 

is an element that cannot be disregarded in the game itself. These elements are present 

quite frequently in the DotA 2 community. According to the participants, jargons are 

sometimes used by the players in order to joke around or insult their teammates and 

opponents. Four out of five participants agree that the application of jargons in DotA 2 is 

for joking or insult purposes. 

According to Participant 1: “Yes, I have used jargons such as calling people 

“noobs” with negative intentions. Firstly, if I say “noob” towards my teammates, I want 

to make sure that they know their place and they should follow my strategy instead of 

going and playing without any intention of winning. If I don't feel like playing, I can’t 

deny that I use toxic jargons to insult my opponents or teammates”. 

In the excerpt, participant 1 provided an explanation on the jargon that he used for 

negative intentions such as “noobs”. By using this jargon, participant 1 insulted his 

teammates in order to ensure that his teammates are fully focused and win the game. 

Apart from that, participant 1 also stated that he used toxic jargons to insult the opponents 

or teammates whenever he has given up on the game. 

Next, participant 3 mentioned: “I have used these jargons with negative intentions 

because I think I like to make them hot-headed. To make them angry and annoyed. It 

feels satisfying and funny. I feel very satisfied when I’m using these jargons for negative 

intentions, like mocking them”. 
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Based on the excerpt, participant 3 mentioned that he used jargons in DotA 2 in 

order to annoy the opponents and make them angry. To heat up the situation, participant 3 

used jargons for the purpose of insulting the opponents. Furthermore, participant 3 also 

stated that using these kinds of jargons for the purpose of mocking the opponents or 

teammates felt very satisfying. In addition, participant 3 also considered using these 

jargons as a joke as he thought using them was funny. 

Similarly, participant 4 stated: “I have used these jargons for negative intentions, 

and I think specifically in mocking the opponents. For the case of my team, I always used 

these jargons to mock my team because I think it’s funny. Sometimes, I just behave in a 

toxic manner. Somehow, there are certain jargons that are different from DotA 2. I 

believe that the term such as “Ako mid” is understood by the Philippine DotA 2 players. 

But, we also use it within the DotA 2 community to mock the Philippines”. 

In the excerpt, participant 4 stated that he primarily uses these jargons for the 

purpose of mocking the opponents. Furthermore, he also used these jargons with his 

teammates in order to mock them. By mocking them with these jargons while behaving in 

a toxic manner, he would consider it as a joke as it is funny. Participant 4 further 

elaborated that certain jargons which derived from the Filipino language such as “Ako 

mid” is usually used to mock the Philippine DotA 2 players. 

Next, participant 5 mentioned: “Also, when I’m using it with my opponents, it is 

usually just for the sake of mocking them for the fun of it”. 

Based on the excerpt, participant 5 mentioned that he used jargons for the 

intention of mocking the opponents for the fun of it. He considered the mockery as a joke 

as it is funny to him.  
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Based on the findings acquired during the interview sessions, participant 1, 3, 4, 

and 5 concurred that they utilised jargons in Dota 2 as a mean of joking or to insult other 

gamers in the game. The study conducted by Fakhri (2017) correlates with the responds 

of the participants where he mentioned that one of the reasons of using jargons is to make 

fun of someone or something. In this case, participant 3, 4, and 5 mentioned that using 

jargons to mock other individuals in the game, regardless whether they are teammates or 

opponents, are funny as they considered it as a joke. In addition, those four participants 

stated that they used jargons for the purpose of mocking other players in the game. For 

example, participant 1 and 3 opined that they used jargons such as “noobs” to insult his 

teammates so they would focus on the game and to mock the opponents for their own 

enjoyment respectively. The studies conducted by Wijaya (2011), and Alfian and Rahmi 

(2018) also stated that the purpose of using jargons is to ridicule a person by insults or 

mockery.  

 

 

4.2.4 Strategic/Tactical Purposes 

Strategies and tactics are important in DotA 2 in order to gain victory. Before and during 

the game, players usually discuss and implement tactics with the members of their team. 

In addition, strategies and tactics are planned to ensure that the teammates are performing 

well during battle. Regarding communication, jargons such as short-form or initialism are 

often used to carry out these plans. Five out of five participants agreed that using jargons 

in DotA 2 contributes to strategic or tactical purposes. 

According to participant 1: “I also use jargons towards my opponents to 

demoralise them as I believe this is another strategy used in order for me to win a 
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game. I don’t want the opponents to play their game. So, I read their mind and use words 

like “noob” and “ez” so they cannot play properly. I use jargons as the jargons 

somehow will make my teammates be able to understand me better. Not just my 

teammates, but also my group teammates when we are playing in a tournament to discuss 

our strategy. I also used jargons because I want to make sure they know their positions 

in the game and they should follow my strategy instead of going and playing without 

any intention of winning”. 

Participant 1 stated that he used jargons while interacting with his opponents in 

order to demoralise as it is part of the strategy to win the game. Jargons such as “noob” 

and “ez” were used by participant 2 as part of his tactics to read the opponents’ mind and 

prevent them from performing well. Furthermore, participant 1 used jargons to ensure his 

teammates know their positions in the game and to follow his strategy instead of playing 

without any tactics. 

Similarly, participant 2 stated: “I use these jargons as a strategy for me to distract 

the opponents in order for them to fight me in a battle when my teammates are in 

trouble during war. So, I distract them. I used jargons to demoralize my opponents in 

terms of psychology and strategy”. 

In the excerpt, participant 2 opined that he used jargons in DotA 2 as part of his 

tactics to distract the opponents away from his teammates and fight him in a battle. It was 

also to assist his teammates when they were in trouble during a war. In addition, 

participant 2 stated further that the main reason for using these jargons was to demoralise 

the opponents in terms of psychology and strategy. 
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Participant 3 mentioned: “I use jargons so that they (opponents) will be sloppy 

when they are playing. That is one of the reasons. For my team, I want them to feel 

challenged”. 

Based on the excerpt, participant 3 stated that one of the reasons he utilised 

jargons when interacting with his opponents was to ensure that they would be sloppy 

while playing the game. This is considered as one of the tactics being applied by 

participant 3 in the game. Furthermore, to ensure that his teammates are also performing 

well, participant 3 also used jargons in order to make them feel challenged. This way, his 

teammates would be able to reach their full potential thus putting the winning situation in 

their favour. 

According to Participant 4: “For the opponents, I use jargons just to mess with 

them. I believe that in DotA 2 or in other games, it is a mental game. It’s a mental 

welfare. So, that’s why every game starts with our mental attitude. When I use these 

jargons to mock them (opponents), I tend to mess with their heads so I can get involved 

in fights with them in the game”. 

According to participant 4, he used these jargons as they have a significant effect 

on the opponents. For instance, he used jargons to mess with the opponents’ minds as one 

of the tactics in the game. He further added that DotA 2 is a mental game and it involves a 

lot of mental warfare. Hence, it is paramount for every player to be prepared with the 

correct mental attitude. 

Furthermore, participant 4 mentioned: “In DotA 2, I use jargons with my 

teammates because I want them to realize that they are making mistakes that can cost 

the team. The jargons have a sense of intimidation for them to do better, like a mind 
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game. By making jokes, it also could affect their (opponents) style of play as these 

negative jargons could mentally affect their mentality in the game. It could also cause 

their team to lose. I think it is usually used for tactical and strategy. For instance, when 

you are playing DotA 2, you need to be very quick in decision-making whereby using 

short-form of words play a part in the action of your teammates”. 

In the excerpt, participant 5 mentioned that he used jargons to let his teammates 

know that they were making mistakes that could potentially cost the team. He further 

added jargons have a sense of intimidation that could help to improve his teammates’ 

performance. Participant 5 also stated that using jargons could affect the opponents’ style 

of play as it mentally affected their mentality in the game. This is one of the tactics that 

was employed by participant 5 to ensure that they achieve victory in the game. Finally, 

participant 5 further commented that DotA 2 jargons are used for tactical and strategic 

purposes. For example, jargons such as short-form helped a lot in quick decision-making. 

The findings acquired from participant 1, 2, 3, 4, and 5 pointed towards the use of 

jargons for strategic and tactical purposes. All the participants agree that utilising jargons 

in DotA 2 assisted them in organising strategies and implementing tactics throughout the 

duration of the game. A study conducted by Gunawan (2015) demonstrated that utilising 

jargons in communication are due to tactical and strategy purposes, and for faster team 

coordination. This correlates with the responds from the participants regarding strategic 

and tactical purposes. For instance, participant 2 used jargons in DotA 2 to assist and 

distract the opponents away from his teammates whenever they were in trouble. Alfian 

and Rahmi (2018) also stated that utilising jargons are for the purpose of easier and quick 

communication. Similarly, participant 5 also opined that using short-form in DotA 2 
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contributed to quick decision-making. In addition, participant 1, 2, 5, and 4 stated DotA 2 

is a game of psychology and involves a lot of mental warfare. The participants used 

jargons in order to demoralise the opponents and outperform them in the game as part of 

its tactics. Hence, insults were used as parts of its tactics. This is similar to the study 

conducted by Djawa (2018) where the author mentioned that the function of jargons is to 

ridicule someone by means of insult.  
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CHAPTER FIVE 

CONCLUSION 

 
 

 

 

5.0 OVERVIEW OF THE CHAPTER 

The last chapter of this study discusses the conclusions of this study, the limitations 

encountered by the researcher for this study, the implications and the recommendations 

for future research.  

 

 

5.1 CONCLUSION OF THE STUDY 

This research has reported on the gaming jargons used in DotA 2 and the factors behind 

its usage. The research questions of this study are as below: 

RQ 1: What are the gaming jargons used by world’s renowned players in DotA 2? 

RQ 2: From the perspectives of the respondents, what are the factors behind the 

usage of gaming jargons in DotA 2? 

From the study, the results have shown that 20 gaming jargons in DotA 2 were 

identified and four factors behind its usage were acquired during the interview sessions 

through thematic analysis. 

Based on the findings, through research question one, the researcher gets to 

classify the gaming jargons used in DotA 2 such as abbreviations, acronyms or 

initialisms, and common DotA 2 jargons. There were 20 identified gaming jargons and 

among those are “GG”, “Ty”, “Snip”, “cm”, and “hook”. It is important to identify these 
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gaming jargons as these are important elements in finding out the factors on why it is 

used by gamers in the DotA 2 community. 

When discussing the factors behind the usage of gaming jargons in DotA 2, the 

participants opined that the reasons for utilising jargons in the game were due to 

exclusivity, easier communication, joking or insult purposes, and strategic and tactical 

purposes. To sum up, the participants asserted that using DotA 2 jargons showed that they 

belong in the community and only the community members are able to use these jargons 

since it requires a certain amount of understanding in order to acknowledge its meanings.  

Next, the reasons for using jargons in DotA 2 is to ease communication. Methods such as 

simplifying words and using short-form are important in providing easier way to 

communicate without having to type down long words. Furthermore, jargons are also 

used in DotA 2 for the purpose of joking and insulting the opponents or teammates. 

Joking by using jargons to insult opponents or teammates through mockery are common 

in DotA 2. Finally, the participants also concurred that using gaming jargons in DotA 2 is 

for strategic and tactical purposes. Jargons such as “noob” were used to demoralise the 

opponents in the game thus giving the players superior advantage over the opponents. On 

the other hand, jargons like “p mid” or “stick” were used to convey instructions to 

teammates and organise tactics and strategies in the game.  
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5.2 LIMITATIONS OF THE STUDY 

This section discusses the limitation of this study. Based on the period of time taken to 

carry out this study, the researcher is aware of some limitations that are present in the 

work.  

Firstly, regarding methodology, the duration of time allocated for data collection 

was only for a few weeks and only one interview session was conducted per participant. 

Hence, the researcher might not be able to gain a detailed information form the 

participants. To solve this, a second interview sessions should be conducted in order to 

have a clearer understanding on some answers that were not clear. However, the time was 

insufficient. Furthermore, the researcher could also ask the participants to check the 

transcriptions via member checking. This is to ensure that their answers during the 

interview sessions are similar to what has been reported in the findings. It is also to 

clarify any unclear answers during the transcriptions of the interviews. 

Furthermore, as this study conducted a qualitative approach, there were only 5 

participants from Kulliyyah of Languages and Management (KLM) involved in this study. 

However, for such a small number of participants, it could not represent the data of KLM 

population as a whole. 

In addition, the focus of this study was only on DotA 2. This means that the 

attention is only directed towards the videos by DotA 2 players on Youtube in order to 

identify the gaming jargons used in the game. The findings were fully based on the data 

collected from Youtube as it was the most convenient video streaming platform, time and 

cost-efficient method to suit the time constraint experienced by the researcher. 
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Apart from that, previous studies regarding gaming jargons in DotA 2 were very 

little that the researcher could refer to. 

 

 

5.3 RECOMMENDATIONS FOR FUTURE RESEARCH 

Upon completion of this study, there are a few recommendations that the researcher 

would like to present to assist future studies based on the limitation of this study. 

The research should also focus not just on DotA 2, but other games with the same 

genre such as Mobile Legends or League of Legends to identify gaming jargons and the 

factors behind its usage. Moreover, to gain more accurate details on factors of using 

gaming jargons in DotA 2, the participants pool should be wider and not only limited to 

KLM students. 

Lastly, future studies should also consider conducting mixed-method approach for 

a more thorough study. 
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Participant 1: 
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Participant 2: 
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Participant 3: 
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Participant 4: 
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Participant 5: 
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Appendix B: Details of Selected Youtube Videos 

Title Duratio

n 

Name of 

Channel  

Link 

How real 

men play 

Sniper 

vol.2  

20:16 

mins 

Elwono https://www.youtube.com/watch?v=xOgit3-

PjyU 

How real 

men deal 

with 

feeders 

36:28 

mins 

Elwono https://www.youtube.com/watch?v=J7v3u_

QFJKw&t=1805s 

How to 

abuse the 

meta in 

Dota 2 

11:58 

mins 

Elwono https://www.youtube.com/watch?v=M5Yls0

KeWb8 

How real 

men play 

Alchemist 

13:44 

mins 

Dota 

Watafak 

https://www.youtube.com/watch?v=bDCoS

Q2eFtE 

Dota 2 

WTF 

Moments 

339 

10:27 

mins 

Dota 

Watafak 

https://www.youtube.com/watch?v=2hYFO

XiL1EE 

  

https://www.youtube.com/watch?v=xOgit3-PjyU
https://www.youtube.com/watch?v=xOgit3-PjyU
https://www.youtube.com/watch?v=J7v3u_QFJKw&t=1805s
https://www.youtube.com/watch?v=J7v3u_QFJKw&t=1805s
https://www.youtube.com/watch?v=M5Yls0KeWb8
https://www.youtube.com/watch?v=M5Yls0KeWb8
https://www.youtube.com/watch?v=bDCoSQ2eFtE
https://www.youtube.com/watch?v=bDCoSQ2eFtE
https://www.youtube.com/watch?v=2hYFOXiL1EE
https://www.youtube.com/watch?v=2hYFOXiL1EE
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APPENDIX C 

 
 
 
 

Appendix C: Transcription of Interview Session 

 

Participant 1 

Audio file: Participant 1 

 

 

Researcher: So, have you ever used these jargons with negative intentions such as 

mocking, or you want to demean the other opponents and why?  

Participant 1: Yes, I have used jargons such as calling people noobs or useless with 

negative intentions. First, if I say noob towards my teammates. I want to make sure they 

know their place and they should follow my strategy instead of going and playing without 

any intention of winning. I also used it towards my opponent to demoralize them as I 

believed this is another strategy used for me to win a game. I don’t want the opponents to 

play their game. So, I read their mind and used word like “noob” and “ez” so they cannot 

play properly. 

Researcher: So, would you say that you use jargon more for the positive purposes or 

negative purposes?  

Participant 1: I believe this depends on each game that I played. I mean, in certain 

games, I am more positive after I watched another stream and I will use lesser demeaning 

words while I am in my PMA, Positive Mental Attitude, mood. But, if I don't feel like 

playing, I can’t deny using toxic jargon to insult my opponent or team mates. 

Researcher: Okay. For the second question, have you ever used this jargon in other time 

aside from gaming? For example, when you are talking with your friends in real life and 

not just in the game itself. 

Participant 1: Yes, I did. I still used this jargon, not just demeaning words, but other 

jargon such as “GG”. While we are discussing our strategy in real life, instead of using 

the actual words, I use jargon as the jargon somehow will make my teammates be able to 

understand me better. Not just my teammates, but also my group team mates when we are 

playing in a tournament to discuss our strategy. Yes, that’s all. 

Researcher: So, basically what you mean is, when you are communicating with your 

friend in real life, not just in the game, you are talking to your group mates who are also 

playing the same game or with your friends who don't even know what DotA 2 is? 
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Participant 1: There are certain slang or jargons that are restricted within the DotA 2 

community only. But, jargon such as “GG” is not only used in DotA but in other games 

such as in Apex Legends that I also play. 

Researcher: So, moving on to the third question, are these jargons only exclusive only to 

DotA 2 community or not, and why is that? 

Participant 1: Like I said, certain jargon such as “GG” is not only used in the DotA 

community. But it is also used by other gamers to play the game with a good strategy, 

good moves. But, certain jargon such as “p mid” which means “push middle lane”, we 

use it only in DotA 2. I believe this is because the game requires us to have good 

communication to be able to understand between the gamers in DotA 2.  

Researcher: By using this jargon, do understanding this type of jargon requires specific 

requirement for a gamer to use it? For example, such as the level of gameplay or the type 

of games. 

Participant 1: Yeah, I think that it requires certain understanding because as we are 

playing in different level, in amateur level, maybe the jargon used is only understood by 

players in that level only. But, for certain pro players, they even have other jargon they 

used to mainly refer towards certain moves such as “aggro”. This is not known by many 

players, but it’s mostly used by only pro players because they used it to organise their 

strategy. For the types of game, I mentioned before certain jargon are restricted within the 

game only. But, another jargon such as “GGWP” which means “Good game, well played” 

is not used in DotA 2 but also in other games. 

Researcher: So, basically, there are also certain jargon that are used in another game but 

also used in DotA 2 as well? 

Participant 1: Yes, it is shared between the gaming community as a whole instead of just 

for DotA 2. 

Researcher: Okay. For the final question for our interview session, do you think that 

these jargons are relevant or have the potential to be used more commonly in casual 

conversation, or in other instances? For example, when you are talking with your friends 

for casual friendly chit chat, or is it can only be used in DotA 2 only? 

Participant 1: For me, I personally believe that the jargon used is only restricted within 

the gaming community because it is only understood by the gamers themselves such as 

DotA 2 players. They only have certain jargon that can be understood by them only. I also 

believe that certain jargon such as “GGWP” is not only used by gamers nowadays, but 

also people that are not playing games because they somehow understood the meaning of 

“GGWP” as “Good game, well played” and it can be applied not only in a game situation 

but also daily life situation. For example, when we were doing our assignment, my friend 

is not a gamer but somehow, she describes that the situation for us having a lot of 

assignment using “Good game well played” which means we are stressed with our 

assignment. 
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Researcher: Okay. Thank you for taking your time off for this interview session with me. 

I hope you have a good day. Thank you.  
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PARTICIPANT 2 

Audio file: Participant 2 

Researcher: Pernahkah awak menggunakan jargon ini untuk perkara-perkara yang 

negative? Contohnya, sebab waktu awak tengah main "game" tu awak tengah main dota, 

awak nak maki hamun team pasukan lain atau maybe sebab awak nak menjatuhkan 

diorang ke dan kenape? 

Participant 2: Aku pernah guna jargon ni dalam "game" atas satu faktor. Faktornya 

adalah sebab, satu aku ingin jatuhkan mentaliti diorang. Yang kedua, sebagai strategi aku 

untuk menarik perhatian diorang untuk mencari aku dulu sebelum seperti dalam "war" ke 

ape mereka akan cari aku dulu untuk "distract" diorang. Itu je kot kenapa aku pakai 

jargon. 

Researcher: Jadi, sebab utamaya kau guna jargon ni sebab memang untuk menjatuhkan 

diorang lah dari segi psikologi? 

Participant 2: Dari segi psikologi dan strategi. 

Researcher: Okay. So, untuk soalan kedua, pernah tak kau guna jargon ni di masa yang 

lain? maksudnya bukan waktu tengah main dota je maybe waktu kau tengah lepak lepak 

dengan kawan "maybe" waktu kau tengah ada group "discussion" ke.,, kau guna jugak 

jargon ni.  

Participant 2: Aku guna juga jargon ni termasuk dengan kawan aku yang bukan "gamer" 

jugak. Aku akan pakai seperti "good game well played", “op” iaitu "over powered" dan 

selainnya lah. Aku akan pakai sebab aku rasa jargon ni, satu dia meanrik dan dia kelakar, 

dan aku suka lah pakai benda ni. 

Researcher: So, maknanya walaupun kau guna perkataan perkataan jargon ni, yang 

memang digunakan dalam DotA 2 tapi diorang tak faham pon kau still guna juga? 

Participant 2: Ya, aku still guna juga. Maknanya, kalau diorang tanya aku apa 

maksudnya, aku akan explain, dekat diorang dan aku lihat. Diorang guna juga istilah tu 

selepas aku gunakannya. 

Researcher: Okay. So, untuk soalan yang ketiga, kau rasa jargon yang digunakan dalam 

DotA 2 ni exclusive hanya untuk komuniti DotA 2 sahaja ke ataupun orang luar juga 

boleh guna perkataan-perkaaan ni? 

Participant 2: Bagi aku perkataan-perkaatan jargon ni tak exclusive pun. Semua orang 

boleh pakai perkataan jargon ni. Salah satu sebabnya perkataan dia menarik dan nampak 

"style". Jadi, orang semua boleh pakai. Aku pernah tengok kawan-kawan aku pakai, 

diorang tak main game pun diorang tiba tiba cakap “weh, benda ni op do” padahal dia 

pon bukan seorang pemain game. Dia tak pernah pun main game. Jadi perkataan ni tak 

exclusive untuk DotA 2 komuniti sahaja dan satu komuniti sahaja tapi untuk semua 

orang. 
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Researcher: Okay. Jadi maknanya kalau kita guna jargon ni, yang memang exclusive 

untuk DotA 2, tapi orang yang tak main DotA 2 pun diorang guna juga diorang boleh 

faham ke tidak jargon ni? 

Participant 2: Rasanya diorang faham je sebab perkataan-perkataan jargon dalam DotA 

2 ni boleh difahami dan cepat untuk dipelajari. Macam sekali terang diorang semua dah 

faham "ohh macam tu” jadi diorang faham. Mudah faham lah benda ni. 

Researcher: So, contohnya katakanlah kalau ada jargon dalam DotA 2 ni, yang memang 

kita kene betul betul faham konsep DotA 2 ni baru boleh faham, rasanya orang yang tak 

main ni diorang boleh guna jugak tak perkataan-perkataan ni? 

Participant 2: Mungkin itu setengah saja perkataan. ada macam sesetengah jargon dalam 

DotA 2 ni, diorang tak boleh pakai sangat sebab dia specific untuk DotA 2 komuniti 

sahaja. 

Researcher: So, maknanya ada sesetengah jargon tu memang fungsi dia memang untuk 

strategi dan memang tak boleh digunakan di luar "context gaming" lah? 

Participant 2: Ya, betul tu. 

Researcher: Okay. So, untuk soalan yang seterusnya, dengan memahami jargon ini, kita 

kena ada apa apa syarat tak untuk guna? Contohnya, maybe kalau mungkin level dia lagi 

tinggi, dia akan daapt tahu jargon lain, atau mungkin sebab dia main "game" lain, game 

lain tu ada jargon sendiri. 

Participant 2: Untuk soalan ini, aku rasa dia bukan sebab level. Apabila seorang pemain 

tu dia lebih berpengalaman, dia akan mendapat banyak lagi istilah, kerana dia akan 

berhubung dengan macam macam orang seperti orang indonesia iaitu indonesia, Filipino, 

dan sebagainya. Jadi, apabila mereka bermain lebih lama "game" ni, mereka akan lebih 

mengetahui perkataan-perkataan jargons yang selain daripada pemain Malaysia atau pun 

pemain kita.. 

Researcher: Okay. So, untuk jenis-jenis game itu, kita guna jargon yang biasa digunakan 

dalam DotA 2 sahaja, tapi kita cuba gunakan dalam game lain. Contohnya, dalam game 

"counter strike". Rasanya pemain counter strike ni boleh faham tak jargon yang 

digunakan oleh yang selalu digunakan dalam DotA 2? 

Participant 2: Rasanya players dalam DotA 2 ni faham je sebab ada persamaan antara 

jargon counter strike dengan DotA seperti “push mid”. Macam counter strike dalam map 

dota 2 pon ada "mid" jadi mereka akan guna istilah "push mid" untuk serang tempat tu. 

Researcher: So, jadi maknanya untuk jargon DotA 2, ada sesetengah jargon DotA 2 ni 

walaupun ianya kita rasa digunakan dalam game itu sahaja tapi di dalam game lain pon 

boleh digunakan jugak? asalkan kita berada di dalam komuniti yang sama [Exclusivity].  

Participant 2: Ya. 

Researcher: Okay. Yang terakhir sekali, kau rasa jargon ini relevant tak dan ada potensi 

untuk digunakan di dalam komunikasi biasa? Contohnya, kita tengah lepak dengan 
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kawan-kawan atau waktu kita tengah makan dengan family members dan kita nak cakap 

tentang jargon ni. Maksudnya, kita guna jargon ni waktu waktu seperti itu dan bukan 

dalam DotA 2 saje. 

Participant 2: Rasanya, relevant kot kita pakai jargon ni di conversation luar daripada 

game kerana jargon ni kalau mereka nak gunakan di luar sebagai satu percakapan 

hiburan, aku rasa dia sangat relevant sebab jargon ni tak semestinya 100 peratus 

digunakan untuk maki hamun. Sebenarnya jargon ini, bagi aku, dia untuk memudahkan 

komunikasi ataupun permainan tu lebih menarik, dan lebih fun. Jadi, aku rasa dia relevant 

lah untuk digunakan walaupun di luar permainan video dan di dalam "conversation" 

dengan orang lain. 

Researcher: Jadi, contohnya, bagaimana kalau ada jargon yang memang ada fungsi yang 

tertentu sahaja, adakah jargon-jargon tu boleh tak digunakan di luar daripada game tu? 

Participant 2: Tertentu? Contohnya apa? 

Researcher: Contohnya, macam "p mid" dan "rs”, kita boleh guna tak jargon-jargon ni di 

luar situasi game dan bukan di dalam situasi game sahaja? 

Participant 2: Maksudnya? 

Researcher: Contohnya, kita tengah bercakap dengan kawan kita menggunakan "p mid, p 

mid". Then, kita cakap "kill rs" kan? So, maknanya kalau kita guna perkataan yang 

macam tu, di luar situasi game, rasanya diorang boleh faham tak? Bagi orang yang tak 

main DotA 2 ini. 

Participant 2: Rasanya faham je sebab sebenarnya perkataan jargon ni datang daripada 

kehidupan kita juga dan bukan daripada game. Jadi, diorang faham je perkataan-

perkataan tu. Kalau diorang tak faham pun, diorang boleh tanya. Malu bertanya sesat 

jalan.  

Researcher: Maknanya, kalau diorang tak faham pon, kita boleh explain dengan senang 

lah? Jadi, walaupun diorang tak main, tapi asalkan diorang familiar dengan konsep game 

DotA 2 tu diorang boleh faham lah jargon ni?  

Participant 2: Ya, tepat sekali. 

Researcher: Okay. Terima kasih kerana sudi meluangkan masa untuk interview ni. 

Selamat malam. 
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PARTICIPANT 3 

Audio file: Participant 3 

Researcher: So, for the first question for our interview session for today, have you ever 

used these jargons with negative intentions such as you are trying to mock your opponent 

or your teammates? Or, maybe you are trying to demean someone in your team or 

opponents, and why did you use these jargons with negative intentions? 

Participant 3: So, for the first question, I have used these jargons with negative intention 

because I think I like to…. bagi diorang panas.  

Researcher: You are trying to annoy them? You are trying to heat up the situation, 

basically? 

Participant 3: Nak bagi diorang marah marah. 

Researcher: To make them angry la, basically. 

Participant 3: Ya, boleh dikatakan macam tu. So, that they will be sloppy when they are 

playing. That is one of the reasons lah. For my team, I want them to feel challenged. 

Researcher: You want them to challenge themselves?  

Participant 3: Yes, yes, yes. Thats’s psychology lah but but for myself as well, it feels 

satisfying. I feel very satisfied and funny when I’m using these jargons for negative 

intentions. 

Researcher: So, basically you are using this jargon for negative intention simply for your 

own satisfaction? 

Participant 3: Yes, yes, yes.  

Researcher: So, moving on to our next question. Have you ever used this jargon in other 

time aside from during the game play? For example, maybe you are chilling out with your 

friend and maybe you are having a group discussion, and you use this jargon outside of 

the gaming situation but in real life situation instead? 

Participant 3: Yes, I have used these jargons. For example, “ggwp”. So, “ggwp” has 

wide different of meanings, actually. Not just “Good game, well played”. “Gg” also 

means, in my opinion lah, it means when you did a mistake, we would use “gg” as well. 

At the same time, I feel like they wouldn’t know what it means. So, if I were to mock 

them, they wouldn’t know. So, I would be satisfied. 

Researcher: So, basically what you mean is when you did a mistake, your reaction would 

be “gg”, which is a reaction to that mistake.  

Participant 3: Yes, yes. But I didn’t want them to know. 

Researcher: So, it is a subtle way to know that they are making mistakes regardless they 

understand or not.  

Participant 3: Yes.  
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Researcher: So, for the next question, do you think that these jargon that you use when 

you are playing DotA 2 is only exclusive to the community?   

Participant 3: I think not. For example,”GG” is very widely used in other games such as 

Apex Legend and Counter Strike: GO. However, it seems to stick only in the gaming 

community.   

Researcher: So, are there any other jargons do you think that can only be understood in 

DotA 2 only but not in other gaming community? 

Participant 3: Yes, yes. They do. For example, the heroes’ name that we used in short 

form such as “CM”, “Tb”, and “Snip”. I think these types of jargons could only be used in 

DotA 2 specifically. For example, the jargon “rs”. Only DotA 2 players knows what that 

is and it is not applicable in other game. For example, for Apex Legends, of course it has 

its own jargon. I think this is because it’s easier for us to write. Plus, DotA 2 is a fast 

game. You cannot waste time typing long words or you might get killed by the enemy 

while typing.  

Researcher: So, moving on to the next question. Do understanding and using this jargon 

requires specific requirements for a gamer to use it? For example, their levels in the 

game. Maybe if they level up higher in DotA 2 then maybe they would discover more 

jargon. Or is it because of the type of game itself?  

Participant 3: I think they would discover more because when we play DotA. For 

example, when we go up to the higher level of game play, we met other people with the 

same level or higher level than us. So, we would discover new jargon that only higher-

level players used. 

Researcher: So, basically, do you think there are certain jargon that is commonly known 

in DotA 2 community? For example, regardless whether you are a high level or low level, 

you still know these jargons. Do you think these jargons exist in this DotA 2 community?   

Participant 3: Yes, I think so. Absolutely. For example, “GG” or “rs”. All these low 

levels or high levels who play DotA would know.  

Interviewer: So, what about the types of game? Do you think that by using these jargons, 

such as “rs” and “p mid”, which is only used in DotA 2 can be applied in other types of 

game such as first-person shooter? 

Participant 3: I think so. I think it could be applied but the game in which you are 

playing need to have some sort of similar environment. For example, in DotA 2, you have 

3 lanes called middle, top, and bottom. Even in first person shooter games such as 

Counter Strike, you could actually use these jargons. For example, “P mid” to push 

middle lane, “P bot” to push bottom lane, and “P top” to push top lane. 

Researcher: Okay. For your final question, do you think these jargons are relevant and 

have the potential to be used more commonly in casual conversation or other instances? 

For example, as I said before, in a group discussion or maybe you are having dinner with 

your family, and you used this type of jargon during those situations. 



 98 

Participant 3: Yes, it could be used during those situations. The best example is the word 

“gg” itself. The word “gg” has been used stating in casual situation with others. 

eventhough they do not play DotA 2. 

Researcher: So, meaning that even if they do not play DotA 2, they can still understand 

what “gg” means?  

Participant 3: Yes.  

Researcher: So, what about the jargon that are used specifically in DotA 2? Can you use 

that in casual conversation or not?  

Participant 3: I think if it is exclusively for DotA 2, it couldn’t be used because there are 

reasons why it is exclusive only in the DotA community. Maybe because it is related to 

the gameplay. For example, when you are going to go to “Roshan”, you used “rs”, right? 

So, I think it is not possible in other situations. The usage of gaming jargon can only be 

used if it is a general gaming jargon. For example, “gg” which is not exclusive because I 

think exclusive jargon could only be used in one gaming community only.  

Researcher: So, is it because these DotA 2 jargon have its own purpose hence, it cannot 

be used in casual conversations? Is that what you mean? 

Participant 3: Yes, yes. That’s what I mean.  

Researcher: So, maybe if you are talking with your family members, and you were using 

“p mid” or “rs”, they wouldn’t understand? 

Participant 3: Yeah.  

Researcher: Okay. So, do you have any more comments to add? 

Participant 3: I think no.   
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PARTICIPANT 4 

Audio file: Participant 4 

Researcher: So, for the first question for our interview session for today, have you ever 

used these jargons with negative intentions such as mocking your opponents or maybe 

you want to decrease the morale of your opponents, and why? 

Participant 4: Definitely, yes. I have used these jargons for negative intentions, and I 

think specifically in mocking them. For the case of my team, I always used these jargons 

to mock my team because I think it’s funny. Sometimes, I just behave in a toxic manner. 

For the opponents, I used jargon just to mess with them. I believe that in DotA 2 or in 

other games, it is a mental game. It’s a mental welfare. So, that’s why every game start 

with our mental attitude. When I use this jargon to mock them, I tend to mess with the 

opponents’ head have fights with them in the game  

Researcher: So, when you say that you are mocking and demeaning your opponents, 

what types of jargon that you used usually? Do they understand that types of jargon? Or 

maybe they have trouble understanding them? 

Participant 4: Yeah, usually they will understand them because somehow the opponents 

that are in the game, we are in the same community. They must understand them. So, 

that’s why we have a fight and that’s it’s a mental welfare. So, I believe they understand 

them. Plus, I think this also helps us and make it easier to talk in the game since these 

types of games are very fast. A very quick pace game. 

Researcher: So, for the second question, have you ever used these jargons in other times 

aside from during the gameplay? For example, rather than using these jargons only in 

DotA 2, maybe when you are chilling out with your friend or in a group discussion, do 

you actually use this jargon or not? 

Participant 4: Yes, I always used it with my friends. But, not just in the DotA 2 

community. I also used it with my other friends, but they tend to not understand it. For 

example, I called them “noob” because they don’t understand what I am saying and 

sometimes in a conversation, I used the word “GG” because the that word refers to 

something cannot be done. 

Researcher: Or maybe something that is impossible to do. 

Participant 4: Yes, yes. That’s what it means. Also, I think that I used theses jargon in 

my conversation as well with my friends. 

Researcher: So, would you say that when you used this jargon with your friends outside 

of the game, even though they do not understand the word you are using, you still used 

them? 

Participant 4: Yes, sometimes. 

Researcher: Are these jargons exclusive to the DotA 2 community only? Why? 
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Participant 4: I think these jargons are not only exclusive to the DotA 2 community 

because as you can see, they are other upcoming mobile and first-person shooter games. 

They also use the same jargon as the DotA 2 community such as the word “gg” in mobile 

legend, they also used it in DotA 2. Somehow, there are certain jargons that are different 

than DotA 2. I believe that the term such as “Ako mid” is understood by the Philippine 

DotA 2 players. But we also use it within the DotA 2 community to mock the Philippines. 

Researcher: So, somehow the words that are used by other players from different 

countries are somehow being established as jargon as well in that game? 

Participant 4: Yes. I believe that they are referred to as Onomatopoeia. I think that 

Onomatopoeia such as “5555” which means laughing for the Thai players. I think they 

are also being used in DotA 2 because if we don’t want to type “hahahaha”, we just type 

“5555”. 

Researcher: So, do you think by using this “5555” a person who does not play DotA 2 

are able to understand it? 

Participant 4: I think that if a person did not play any games, they will not understand it 

because sometimes the word “5555” is exclusively used in the game. I think definitely, 

people will not use it in a normal conversation. How can you use that “5555” to laugh in 

real life, right? 

Researcher: So, maybe the “5555” is understood by a person who belongs and is in the 

gaming community? 

Participant 4: Yes. 

Researcher: So, for the next question, do you think that by understanding and using these 

jargons, does it require specific requirement for a gamer to use it such as their level in the 

game, their profile level, or maybe the types of games, and why? 

Participant 4: For me, I believe these jargon in the game are universal. Yes, because 

everyone can use it. For example, if you are a newbie and you just started to play the 

game recently, you can also use it. The word”GG” can be used in every game. So, I 

believe that they are no certain requirements to use the jargon in the game. But, in order 

to understand the jargon more, you must go in depth towards the game itself. I believe 

that certain games have different jargon and, in those games,, there are different level and 

in the different level, there are new types of jargon. 

Researcher: Maybe you can elaborate more on the types of game where if you are not 

fully familiar with the concept of games, such as DotA 2, and you are playing another 

concept of game such as first-person shooter as I mentioned previously. Do you think that 

they can still understand these jargons? 

Participant 4: Okay. For example, in DotA 2, we have the jargon “B”. The word “B”, 

DotA 2 players would understand it as “Back”. So, we tend to shorten the word. But, in 

the first-person shooter games like Counter Strike, you can also use “B” to refer to a 

certain place in the map. If I say I am going to “B”, “B” itself is a place. So, the jargon 
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itself is different for different games like I mentioned earlier. That’s why I said it’s 

different 

Researcher: Okay. Lastly, for the final question, do you think these jargons are relevant 

and have the potential to be used more commonly in conversation with your friends or 

family? Or, maybe in other instances such as in a group discussion or while having a 

friendly discussion with your neighbours or your groupmates? 

Participant 4: For the jargon to be used in a community around you, the people must be 

required to have a certain understanding, right? So, I believe that these jargons cannot be 

used in a casual conversation. How can you use “GG” with your family, right? So, for 

someone to understand what we normally use in games, they must play the game 

beforehand. So, I believe that the jargon cannot be used in normal conversations. 

Researcher: And do you think that these jargons, maybe in the future, they might have a 

place in other communities and not only in gaming? 

Participant 4: Yeah, I think so. These jargons already have place in other communities 

such as in Reddit. People who use the jargon that are used in the DotA 2, they used it as 

well in Reddit to post something such as, as I mentioned earlier, the word “5555”, “jajaja” 

to laugh. Sometimes, people also type the word and I came across a certain people in 

social media, specifically in Twitter. You know that Twitter only allows up to 250 

characters per post, so people tend to shorten them only such as “gg”. They used it in 

order to Tweet something and we already can see that these jargons are already a part of 

our life.  

Researcher: Thank you for taking off your time to do interview with me today. Have a 

good day. 
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PARTICIPANT 5 

Audio file: Participant 5 

Researcher: Okay. For the first question, have you ever used these jargons with negative 

intentions such as mocking or trying to demean your opponents or your teammates when 

you are playing DotA 2? 

Participant 5: I believe so, yes. In DotA 2, I use jargon with my teammates because I 

want them to realize that they are making mistakes that can cost the team. The jargons 

have a sense of intimidation for them to do better, like a mind game. Also, when I’m 

using it with my opponents, it is usually just for the sake of mocking them for the fun of 

it. By making jokes, it also could affect their game play as these negative jargons could 

mentally affect their mentality in the game. It could also cause their team to lose. I also 

use these negative jargons for communicating with my team as well as the other team. 

Researcher: Okay. So, for the second question, have you ever used this jargon at other 

times aside from during the game? For example, when you are talking with your friends 

or when you are having a group discussion and you used this jargon few times before 

even though they did not understand it. Have you ever been in that situation before?  

Participant 5: For this question, I do use it to show that I am in the DotA 2 community. 

Some of the words are only understandable to that group of people only. We could 

communicate with each other very well by using these jargons since it shortens the word. 

So, we do not need to trouble ourselves by writing very long words. 

Researcher: So, have you ever tried to use these jargons with you friends even if they did 

not understand them? Have you ever tried using it when talking with them?  

Participant 5: Yes, I have tried to use that but those group of people do not understand 

very well. So, our communication is not that good.  

Researcher: Oh, I see, I see. So, in simpler word, it’s easier if you guys are in the same 

community. Then, you can understand each other better.  

Participant 5: Yes, that is true. For instance, if I say a specific jargon, some of it can only 

be used among the DotA 2 community people.  

Researcher: Okay. Let’s move on to the third question. So, for the third question, are 

these jargons only exclusive to the DotA 2 community? Or, do you think that even 

someone from outside of the DotA 2 community who comes from another gaming 

community could also use this jargon as well and why? 

Participant 5: In my opinion, it depends. Yes, it depends. Like I said before, there are 

specific jargon that only the DotA 2 community would understand such as “stack camps”. 

Only DotA 2 players are able to understand what “stack camps” means. For other gamers, 

it is hard for them to understand.  

Researcher: What do you think about the game Counter Strike? Does it use the same 

type of terms or differently?  
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Participant 5: In DotA 2, it is more exclusive because what I used in Counter Strike, I 

also it in DotA 2. However, DotA 2 jargon, it is not applicable in Counter Strike.  

Researcher: Oh, I see. So, there are only certain jargon in DotA 2 that can only be used 

in DotA 2 but not in other games such as Counter Strike?  

Participant 5: Yes, yes.  

Researcher: So, for our next question. Do you think that understanding and using these 

jargons require specific requirements for gamers to use it? For example, their levels in the 

game, or the types of games that they played and why is that?  

Participant 5: Like you said before, there are jargon that are universal. For example, 

people in Counter Strike can use it in DotA 2 and vice versa. So, in DotA 2, it relates 

back to the previous question where it is exclusive and there are specific requirements in 

DotA 2 in order to use these jargons.  

Researcher: Okay. So, for our final question, do you think these jargons are relevant and 

have more potential to be used more commonly in casual conversation? For example, 

when using it outside of the DotA 2 environment meaning whereby when you are talking 

to your family members, or maybe during your group discussion? Or you are using this 

type of term, but your friend does not use it. What do you think?  

Participant 5: I, myself, is trying to use these jargons in my casual conversation and if 

they understand, they are in the community. There are ways for me to differentiate the 

group of people where if they did not understand, I will try to take some time to explain 

to them what those jargons mean. Some of the jargons such as “well played” and 

“GGWP”, it is easy for them to apply in our daily conversation and I believe that the 

potential of using these jargons in casual conversation, I believe that the potential is there 

for it to be used more frequently.   

Researcher: Even if they are not playing DotA 2?  

Participant 5: Even if they are not playing DotA 2, yes.   

Researcher: So, do you think that you know some jargon such as “p mid” or “rs” can be 

used in daily conversation or not?  

Participant 5: For “p mid”, I believe I had used that before in daily conversation and in 

certain circumstances that would be applicable to be used in certain conversations.  

Researcher: But, do you think these jargons have specific purposes in the game or is it 

because people are trying to shorten the word to make it easier for them?  

Participant 5: Both, both. For example, “p mid” stands for push middle lane and we use 

it in order to shorten a long word. And for “rs”, it is only specific just for a certain thing 

in DotA 2. “Rs” is boss in DotA 2.  

Researcher: So, do you think that these jargons have specific purposes? For example, is 

it for tactical and strategy purposes, or is it only there because it was suddenly there in the 

first place?  
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interviewee: I think it is usually used for tactical and strategy. For instance, when you are 

playing DotA 2, you need to be very quick in decision-making whereby using short form 

of words play a part in… 

Researcher: .. In the action of your teammates. 

Participant 5: Yes. 

Researcher: So, it can result in your team winning if you have a good decision-making 

skill? 

Participant 5: Yes, definitely. 

Researcher: So, I think that is all for our interview session today. Thank you for taking 

your time off to conduct our interview session. I hope you have a good day. Thank you. 
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