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ABSTRAK

Anggun Meisya Permatasari
302017005

HUBUNGAN KONTROL DIRI REMAJA DENGAN KECANDUAN GAME
ONLINE DI MASA PANDEMI COVID-19 PADA SISWA SMPN 3 CIPARAY
KABUPATEN BANDUNG

V; 2021; halaman 64; tabel 15; bagan 1; lampiran 12

Kecanduan game online adalah perilaku bermain game online yang dilakukan
secara impulsif karena kurangnya kontrol diri. Dengan dampak Covid-19 yang
mempengaruhi KBM dan dirubah menjadi pembelajaran daring yang diharuskan
menggunakan gadget dan internet. Sehingga gadget tidak hanya digunakan untuk
pembelajaran daring saja, karena remaja memiliki daya tarik lebih untuk membuka
aplikasi lain seperti game online. Penelitian ini dilakukan untuk mengetahui
hubungan kontrol diri remaja dengan kecanduan game online di masa pandemi
Covid-19 pada siswa SMP Negeri 3 Ciparay. Metode penelitian menggunakan
metode penelitian kuantitatif dengan pendekatan cross sectional. Pengambilan
sampel menggunakan purposive sampling dengan jumlah sampel sebanyak 58
siswa kelas IX SMP Negeri 3 Ciparay. Teknik pengambilan data menggunakan
kuesioner kontrol diri dan kuesioner kecanduan game online. Data yang diperoleh,
dianalisis menggunakan uji korelasi spearman rank. Hasil penelitian menunjukan
bahwa terdapat hubungan kontrol diri remaja dengan kecanduan game online
dengan nilai koefisien korelasi (r) = -518 dan nilai p=0,000 (p < 0,05), sehingga
hipotesis yang diajukan diterima. Hal ini menunjukan bahwa semakin tinggi tingkat
kecanduan game online maka semakin rendah kontrol diri. Saran dari penilitian ini
yaitu agar orang tua bisa memberi perhatian lebih agar anak bisa mengontrol dirinya
dengan melakukan atau memprioritaskan aktivitas yang lebih penting dan lebih
bermanfaat.

Kata kunci: Covid-19, kecanduan game online, kontrol diri, remaja.
Kepustakaan: 46 buah (2011-2021)
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ABSTRACT
Anggun Meisya Permatasari
302017005

THE RELATIONSHIP OF ADOLESCENT SELF-CONTROL WITH
ONLINE GAME ADDICTION DURING THE COVID-19 PANDEMIC IN
STUDENTS OF SMPN 3 CIPARAY, BANDUNG REGENCY

V; 2021; page 64; table 15; chart 1; attachment 12

Online game addiction is the behavior of playing online games that is done
impulsively due to a lack of self-control. With the impact of Covid-19 affecting
KBM and being turned into online learning, which is required to use gadgets and
the internet. So that gadgets are not only used for online learning, because teenagers
have more attraction to open other applications such as online games. This study
was conducted to determine the relationship between adolescent self-control and
online game addiction during the Covid-19 pandemic in students of SMP Negeri 3
Ciparay. The research method uses quantitative research methods with a cross
sectional approach. Sampling used purposive sampling with a total sample of 58
students of class IX SMP Negeri 3 Ciparay. The data collection technique used a
self-control questionnaire and an online game addiction questionnaire. The data
obtained were analyzed using the Spearman rank correlation test. The results
showed that there was a relationship between adolescent self-control and online
game addiction with a correlation coefficient (r) = -518 and p value = 0.000 (p
<0.05), so the proposed hypothesis was accepted. This shows that the higher the
level of online game addiction, the lower the self-control. The suggestion from this
research is that parents can pay more attention so that children can control
themselves by doing or prioritizing activities that are more important and more
useful.

Keywords: Covid-19, online game addiction, self-control, adolescents.
Bibliography: 46 pieces (2011-2021)
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