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Febrin Candra (2023). “Gambaran Kecenderungan Kecanduan Game Online 

Mobile Legend pada Mahasiswa di Surabaya”. Skripsi Sarjana Strata 1. Fakultas 

Pskologi Universitas Katolik Widya Mandala Surabaya 

ABSTRAK 

Perkembangan teknologi menyebabkan pengguna game online semakin banyak. 

Kecenderungan kecanduan game online adalah perilaku dimana seorang pemain 

game online akan kesulitan mengendalikan diri untuk berhenti bermain. Tujuan 

penelitian ini untuk mengetahui gambaran kecenderungan kecanduan game online 

pada mahasiswa. Terdapat 11 indikator kecenderungan kecanduan game online dan 

Faktor yang mempengaruhi seorang mahasiswa bermain game online dibedakan 

menjadi faktor internal dan eksternal. Penelitian ini menggunakan metode kualitatif 

fenemenologi, menggunakan teknik analisis tematik deduktif. Informan berjumlah 

tiga orang. Pengambilan data menggunakan wawancara semi terstruktur. Hasil 

penelitian menunjukan ketiga informan memenuhi indikator dan faktor yang 

menggambarkan perilaku kecenderungan kecanduan game online pada mahasiswa. 

indikator terpenuhi adalah preoccupation with internet games, perilaku dimana 

informan mementingkan untuk bermain game online daripada aktivitas. 

Withdrawal symptom perasaan marah ketika game online terpaksa berhenti. 

Tolerance informan mengalami peningkatan durasi bermain jika dibandingkan 

pertama kali bermain. Unsucsessful attemps memiliki usaha yang kurang maksimal 

mengurangi intensitas bermain. Continued excessive aktivitas bermain game online 

berlebihan memunculkan dampak fisik maupun psikologis, namun informan akan 

tetap bermain meskipun mengetahui dampak tersebut. Loss of interest informan 

kehilangan minat terkait dengan hobi-hobi yang disenangi. Mood modification 

informan bermain game online untuk melupakan masalah yang dialami. Problem 

kegiatan bergamin game online menimbulkan masalah pada lingkungan dan 

perkuliahan.  

Kata kunci : Kecenderungan, Kecanduan, game online, mahasiswa 
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Febrin Candra (2023). Description of the Tendency of Online Gaming Addiction 

Among Students in Surabaya”. Undergraduate Thesis. Faculty of Psychology, 

Widya Mandala Surabaya Catholic University  

ABSTRACT 

Technological developments are causing more and more online game users. The 

tendency for online game addiction is a behavior in which an online game player 

will find it difficult to control himself to stop playing. The purpose of this study was 

to describe the tendency toward online game addiction among college students. 

There are 11 indicators of online game addiction tendencies and factors that 

influence a student to play online games, divided into internal and external factors. 

This study uses a qualitative method of phenemenology using deductive thematic 

analysis techniques. There were three informants. Retrieval of data using semi-

structured interviews The results showed that the three informants met the 

indicators and factors that describe the behavior of online game addiction 

tendencies in college students. The fulfilled indicator is preoccupation with internet 

games, a behavior in which informants prioritize playing online games rather than 

other activities. Withdrawal symptoms of feeling angry when online games are 

forced to stop. Informant tolerance has increased the duration of play when 

compared to the first time playing. Unsuccessful attempts require less effort to 

reduce the intensity of play. Continued excessive online game-playing activity 

causes physical and psychological impacts, but the informants will continue to play 

even though they know the impact. Loss of interest: informants lose interest in their 

favorite hobbies. Mood modification informants play online games to forget the 

problems they are experiencing. The problem of playing online games causes 

problems in the environment and in lectures 

Keywords: Tendency, addiction, online games, collage students 
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