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ABSTRAK

Satria Dwi Kasih

Gambaran Tingkat Kecanduan Video Game pada Mahasiswa Teknik
Komputer Universitas Diponegoro

xliv + 65 halaman + 13 tabel + 2 gambar + 6 lampiran

Kecanduan video game saat ini telah dikategorikan sebagai sebuah gangguan
mental dalam DSM-5. Kecanduan video game adalah kondisi dimana seseorang
menggunakan video game secara berlebihan atau komplusif yang berpengaruh pada
kehidupan sehari-hari. Terdapat beberapa kriteria yang menunjukan kecanduan
video game meliputi compulsive, withdrawal, tolerance, dan interpersonal and
health related-problem. Kecanduan video game perlu diidentifikasi karena dapat
memberikan dampak buruk bagi mahasiswa. Penelitian ini dilakukan untuk
mengeksplorasi tingkat kecanduan video game pada mahasiswa Teknik Komputer.
Penelitian ini adalah penelitian kuantitatif deskriptif survei dengan jumah sampel
114 yang diambil menggunakan teknik consecutive. Data diambil dengan
menggunakan kuisioner modifikasi Gaming Addiction Scale versi Bahasa
Indonesia yang valid (r= > .3) dan reliabel (Cronbach o«= .964). Hasil penelitian
diperoleh bahwa mayoritas responden adalah laki-laki (85,1%) dan sisanya
perempuan (14,9%). Sebanyak 47,4% mahasiswa tergolong dalam kecanduan
video game dengan kriteria yang paling banyak ditemui adalah mood modification,
yang ditandai dengan (88,6%) mahasiswa setuju bahwa mereka bemain video game
untuk melepaskan rasa stress. Kesimpulan dari penelitian ini adalah hampir
setengah dari responden mengalami kecanduan video game dengan mood
modification sebagai kriteria yang paling banyak ditemui.

Kata Kunci  : Kecanduan, Video game, Mahasiswa, Game Addiction Scale
Daftar Pustaka : 112 (2003-2023)
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ABSTRACT
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xliv + 65 pages + 13 tables + 2 figures + 6 attachments

Video game addiction has now been categorized as a mental disorder in the DSM-
5. Video game addiction is a condition where a person uses video games excessively
or compulsively which affects daily life. There are several criteria that indicate
video game addiction, including compulsiveness, withdrawal, tolerance, and
interpersonal and health related problems. Video game addiction needs to be
identified because it can have a bad impact on students. This research was
conducted to explore the level of video game addiction in Computer Engineering
students. This research is a quantitative descriptive survey research with a sample
size of 114 taken using consecutive techniques. Data were collected using the
Indonesian version of the modified Gaming Addiction Scale questionnaire which
was valid (r=>.3) and reliable (Cronbach o= .964). The research results showed
that the majority of respondents were men (85.1%) and the rest were women
(14.9%). As many as 47.4% of students are classified as addicted to video games
with the most common criteria being mood modification, which is indicated by
(88.6%) of students agreeing that they play video games to relieve stress. The
conclusion of this research is that almost half of the respondents are addicted to
video games with mood modification as the most common criterion.

Keywords :Video game addiction, College Students, Game Addiction Scale
Reference :112 (2003-2023)



	7853c4c609281fa162e6d01a1aecacc971030a4ce0be957c54b5cd6278e10f05.pdf
	7853c4c609281fa162e6d01a1aecacc971030a4ce0be957c54b5cd6278e10f05.pdf
	7853c4c609281fa162e6d01a1aecacc971030a4ce0be957c54b5cd6278e10f05.pdf

