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ABSTRAK 

HUBUNGAN KECANDUAN GAME ONLINE DENGAN            

POLITENESS PADA REMAJA DI LINGKUNGAN                                   

SMA NEGERI KECAMATAN LENGKONG                                           

KOTA BANDUNG 

1)Asep Mochamad Sidik, 2)Sajodin, 3)Santy Sanusi 

Studi Sarjana Keperawatan, Fakultas Ilmu Kesehatan, 

Universitas ‘Aisyiyah Bandung 

asepmochamadsidik@gmail.com 

 

Game online menjadi salah satu aktivitas rekreasi yang tersebar luas, terlepas dari 

budaya, usia, dan jenis kelamin. Namun, terdapat kekhawatiran mengenai apakah 

paparan dini terhadap game online dapat menyebabkan efek berbahaya pada 

kesehatan fisik dan mental pada masa remaja. Di antara video game dan berbagai 

aktivitas internet, game online tampaknya dikaitkan dengan peningkatan 

kecenderungan kecanduan game online. Penelitian ini bertujuan untuk mengetahui 

hubungan antara kecanduan game online dengan tingkat kesopanan pada remaja 

di lingkungan SMA Negeri Kecamatan Lengkong, Kota Bandung. Metode 

penelitian yang digunakan adalah korelasional dengan desain penelitian cross-

sectional. Data dikumpulkan melalui kuesioner Game Addict Scale (GAS) dan 

Polite Attitude Assessment dengan menggunakan teknik purposive sampling, dan 

di dapatkan 357 responden siswa kelas X dan XI di SMAN 7, SMAN 8, dan 

SMAN 22. Hasil penelitian menunjukkan bahwa terdapat hubungan yang 

signifikan antara kecanduan game online dan kesopanan dengan nilai korelasi 

0,313 yang berarti kekuatan hubungan lemah dan signifikansi 0,000 yang berarti 

Ho di tolak dan Ha di terima karena kurang dari 0,05, tingkat kecanduan game 

online dengan kriteria berat 193 (58,3) responden dan tingkat politeness dengan 

kategori tidak sopan 176 (50,3) responden . Mayoritas responden yang mengalami 

kecanduan game online berat masih memiliki tingkat kesopanan yang tinggi, 

meskipun terdapat sebagian kecil yang menunjukkan perilaku tidak sopan. 

 

kata kunci : kecanduan game online, kesopanan, remaja. 
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ABSTRACT 

 

THE RELATIONSHIP BETWEEN ONLINE GAMING ADDICTION   

AND POLITENESS IN ADOLESCENTS IN THE STATE                            

HIGH SCHOOL ENVIRONMENT, LENGKONG                           

DISTRICT, BANDUNG CITY 

 

Online gaming has become one of the most widespread recreational activities, 

transcending culture, age, and gender. However, there are concerns regarding 

whether early exposure to online games can lead to harmful effects on physical 

and mental health during adolescence. Among various video games and internet 

activities, online gaming appears to be associated with an increased tendency 

toward online game addiction. This study aims to examine the relationship 

between online game addiction and the level of politeness among adolescents in 

public high schools in the Lengkong District of Bandung City. The research 

method used is correlational with a cross-sectional research design. Data were 

collected through the Game Addict Scale (GAS) questionnaire and Polite Attitude 

Assessment using purposive sampling, and a total of 357 respondents from 10th 

and 11th-grade students at SMAN 7, SMAN 8, and SMAN 22 were obtained. The 

results showed a significant relationship between online game addiction and 

politeness with a correlation value of 0.313, indicating a weak relationship, and a 

significance level of 0.000, indicating that Ho is rejected and Ha is accepted, as it 

is less than 0.05. The level of online game addiction with severe criteria was 

found in 193 (58.3%) respondents, and the level of politeness in the impolite 

category was found in 176 (50.3%) respondents. The majority of respondents who 

experienced severe online game addiction still maintained a high level of 

politeness, although a small portion exhibited impolite behavior. 

 

 

 

 

Keywords : online gaming addiction, politeness, adolescents.
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