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ABSTRAK 
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Hubungan antara Alexithymia dengan Kecanduan Game Online Di Kota 

Semarang  

Xiii + 92 halaman + 12 tabel + 3 gambar + 12 lampiran 

 

 Perkembangan teknologi internet dapat berdampak negatif. Dampak 

negatif teknologi internet seperti gawai sangat rentan dialami oleh remaja. 

Bermain game online adalah salah satu pemanfaatan teknologi internet yang 

sering digunakan remaja. Namun, bermian game online ini dapat berdampak pada 

gangguan mental, seperti gangguan anti sosial, kecemasan, dan stres bahkan 

sampai terjadinya alexithymia. Selain itu, penelitian mengenai alexithymia dengan 

game online masih sangat sedikit. Tujuan : untuk mengetahui hubungan antara 

alexithymia dengan kecanduan game online pada remaja di Kota Semarang. 

Metode : Penelitian ini menggunakan penelitian kuantitatif dengan pendekatan 

cross-sectional menggunakan keusioner Perth Alexithymia Questionnaire (PAQ) 

dan kuesioner Indonesian Online Game Addiction Questonnaire  (IGAQ) serta 

menggunakan teknik accidental sampling yang dilakukan pada responden usia 15-

18 tahun. Hasil uji korelasi rank spearman adalah p-value 0,028 (α < 0,05) dan 

nilai koofesien korelasional 0,130. Kesimpulan : terdapat hubungan antara 

alexithymia dengan kecanduan game online pada remaja dengan arah positif. 

Semakin tinggi alexithymia maka semakin tinggi kecanduan game online.  

 

Kata kunci : alexithymia, kecanduan game online, remaja  
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ABSTRACT 
 

Nida Uljanah 

Relationship between Alexithymia and Online Game Addiction in Semarang 

City 

XIII + 92 pages + 12 tables + 3 pictures + 12 attachments 

 

The development of internet technology can have a negative impact. The negative 

impacts of internet technology such as gadgets are very vulnerable to be 

experienced by teenagers. Playing online games is one of the used of internet 

technology that is often used by teenagers. However, playing online games can 

have an impact on mental disorders, such as anti-social disorders, anxiety, and 

stress, even to the point of alexithymia. In addition, research on alexithymia with 

online games is still very limited. Objective: to determine the relationship between 

alexithymia and online game addiction in adolescents in the city of Semarang. 

Methods: This study used a quantitative study with a cross-sectional approach 

using the Perth Alexithymia Questionnaire (PAQ) questionnaire and the 

Indonesian Online Game Addiction Questionnaire (IGAQ) questionnaire and used 

an accidental sampling technique conducted on respondents aged 15-18 years. The 

results of the Spearman rank correlation test were a p-value of 0.028 (α <0.05) 

and a correlation coefficient of 0.130. Conclusion: there is a positive relationship 

between alexithymia and online game addiction in adolescents. The higher the 

alexithymia, the higher the addiction to online games. 

 

Keywords: alexithymia, online game addiction, adolescents 
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