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Pengaruh Intensitas Bermain Game Online Terhadap Agresivitas Verbal
Pada Remaja

Irfan Giantama Zikriansyah
Fakultas Psikologi, Universitas Merdeka Malang
zextromirfana7x@gmail.com

INTISARI

Tujuan dari penelitian ini untuk mengetahui pengaruh intensitas bermain game
online terhadap agresivitas verbal pada remaja. Metode penelitian ini
menggunakan kuantitatif, dengan jumlah responden sebanyak 100 subjek
remaja pengguna game online di Palangka Raya. Penentuan sampling
menggunakan tehnik purposive sampling. Alat ukur yang digunakan adalah
skala intensitas bermain game online (a = 0,632 ) dan skala agresivitas verbal
(a=0,690 ). Teknik analisis data menggunakan regresi linier sederhana dan
menunjukkan hasil 0.000 < 0.05 yang dapat diartikan jika terdapat pengaruh
antara kedua variabel. Hasil analisis data membuktikan bahwa tabel uiji
koefisien determinasi menunjukkan nilai (R Square) sebesar 0.582 (p=0.000) <
0.05. Berdasarkan hasil tersebut, maka dapat disimpulkan terdapat pengaruh
sebesar 58,2% dan nilai pada koefisien sebesar .838 menandakan bahwa
terdapat hubungan positif yang signifikan antara intensitas bermain game
online dengan agresivitas verbal. Artinya semakin tinggi intensitas bermain
game online, maka semakin tinggi juga agresivitas verbal. Sebaliknya, semakin
rendah intensitas bermain game online maka semakin rendah juga agresivitas
verbal.

Kata Kunci : Agresivitas Verbal, Intensitas Bermain Game Online, Remaja
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THE EFFECT OF INTENSITY OF PLAYING ONLINE GAMES ON VERBAL
AGGRESSIVENESS IN ADOLESCENTS

Irfan Giantama Zikriansyah
Faculty of Psychology, Merdeka University of Malang
zextromirfana7x@ @gmail.com

ABSTRACT

The aim of this research was to determine the effect of the intensity of playing
online games on verbal aggressiveness in adolescents. This research method
uses quantitative, with a total of 100 respondents as young online game users in
Palangka Raya. Determination of sampling using purposive sampling technique.
The measuring instruments used were the intensity scale for playing online games
(a = 0.632) and the verbal aggressiveness scale (a = 0.690). The data analysis
technique uses simple linear regression and shows a result of 0.000 < 0.05 which
can be interpreted as if there is an influence between the two variables. The results
of data analysis prove that the coefficient of determination test table shows a value
(R Square) of 0.582 (p=0.000) < 0.05. Based on these results, it can be concluded
that there is an influence of 58.2% and the coefficient value of .838 indicates that
there is a significant positive relationship between the intensity of playing online
games and verbal aggressiveness. This means that the higher the intensity of
playing online games, the higher the verbal aggressiveness. Conversely, the lower
the intensity of playing online games, the lower the verbal aggressiveness.

Keywords: adolescents, intensity of playing online games, verbal aggressiveness
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