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 ABSTRAK 

 

Latar Belakang : Kecanduan game online dikalangan remaja menjadi salah satu 

permasalahan yang dialami remaja. Game online sudah menjadi fenomena pada 

saat ini.Perilaku agresif merupakan suatu tindakan yang dilakukan individu secara 

sengaja dengan tujuan menyakiti atau melukai individu baik secara fisik maupun 

verbal.  

Tujuan : Untuk menganalisa hubungan kecanduan game online dengan perilaku 

agresif pada remaja di SMP N 5 Ungaran.  

Metode : Design penelitiandeskripti korelatif  dengan pendekatan cross sectional 

. Populasi seluruh siswa kelas 7 dan 8 di SMP N 5 Ungaran sebanyak 770 siswa 

dan sampel yang digunakan sebanyak 89 siswa dengan  teknik purposive 

sampling menggunakan alat ukur kuesioner. Pengolahan data editing, 

coding,scoring, dan tabulating, analisa data dengan uji statistik kendall-tau. 

Hasil Penelitian : Menunjukan bahwa dari 89 respondenmengalami kecanduan 

ringan yaitu 53 responden (59,6%), dan sebagian besar responden mengalami 

agresifitas sedangyaitu 61 responden (68,5%). Nilai p=0,001<0,05 yang berarti 

H1 diterima, uji kendall-tau memperoleh nilai koofesiensi korelasi 0,520 

maknanya 52% perilaku agresifitas dipengaruhi kecanduan game online dan 48% 

dipengaruhi faktor sosial,personal,kebudayaan,situasional dan media masa. 

Kesimpulan : Dalam penelitiian ini disimpulkan ada hubungan antara kecanduan 

game online dengan perilaku agresif pada remaja  

Saran : Bagi sekolah dan orangtua dapat digunakan sebagai pengawasan untuk 

mengurangi aktifitas bermain game online dan bagi remajasebagai infrormasi 

bahwa game online memiliki segi negatif dan agar melakukan kegatan yang lebih 

bermanfaat. 

 

Kata kunci : Remaja, kecanduan game online, perilaku agresif 
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ABSTRACT 

 

Background: Games online addiction among adolescents is one of the problems 

experienced by adolescents. Online games have become a phenomenon at this 

time. Aggressive behavior is an act that is done by individuals deliberately with 

the aim to hurt or injure others both physically and verbally.  

Objective: To analyze the correlation between  game online addiction and 

aggressive behavior in adolescents at SMP N 5 Ungaran.  

Methods: It used descriptive correlative research design with a cross sectional 

approach. The total population of 7th and 8th yearstudents at SMP N 5 Ungaran 

was 770 students and the samples used 89 students with purposive sampling 

technique. The t variables were measured by using a questionnaire. Data 

processing, editing, coding, scoring, tabulating, and analyzing data used Kendall-

tau statistical test.  

Results: It showed that 89 respondents experienced light addiction, namely 53 

respondents (59.6%), and most of the respondents experienced moderate 

aggressiveness, namely 61 respondents (68.5%). P value = 0.001 <0.05, meaning 

H1 was accepted, the Kendall-tau test got a coefficient correlation of 0.520, 

meaning that 52% of aggressive behavior was influenced by online game 

addiction and 48% was influenced by social, personal, cultural, situational and 

mass media factors.  

Conclusion: In this study, it is concluded that there is a correlation between 

online game addiction and aggressive behavior in adolescents.  

Suggestion: Teachers and parents should supervise online gaming activities and 

the adolescents should acknowledge that online games have negative aspects and 

they should do other useful activities 

 

Keywords: Adolescents, online game addiction, aggressive behavior  

Bibliographies: 42 (2009-2019) 
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