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Abstrak 

 

Perkembangan game yang sebelumnya hanya dapat dimainkan secara offline mengalami transformasi yang 

signifikan. Mendefinisikan kecanduan game online sebagai perilaku berlebihan dalam interaksi manusia dan 

mesin, seperti bermain game online. Adapun beberapa factor yang mrmprngaruhi kecanduan game seperti kontrol 

diri, konformitas. Penelitian ini bertujuan untuk mendalami korelasi antara tingkat kontrol diri dan tingkat 

konformitas pada remaja yang tengah mengalami kecanduan permainan daring di lingkungan Internet Cafe 

Poseidon Solo. Hipotesis mayor pada penelitian ini adalah terdapat korelasi antara Kontrol diri dan Konformitas 

terhadap kecanduan bermain game pada remaja. Kemudian hipotesis minor pada penelitian ini adalah terdapat 

hubungan negatif antara kontrol diri terhadap kecanduan game online Terdapat hubungan positif antara 

konformitas terhadap kecanduan game online. Penelitian ini menggunakan kuantitatif korelasional. Populasi 

penelitian ini adalah remaja yang bermain game di Internet Cafe Poseidon Surakar. Sampel penelitian ini adalah 

100 remaja yang bermain game di Internet Cafe Poseidon Surakarta. Teknik sampling yang digunakan adalah 

incidental sampling. Metode pengumpulan data menggunakan skala kontrol diri, skala konformitas dan skala 

Kecanduan Game. Metode analisis data yang digunakan adalah regeresi berganda. Hasil penelitian menunjukkan 

terdapat pengaruh yang sangat signifikan kontrol diri dan konformitas terhadap kecanduan game (F=37.938; p = 

0,000; p < 0,01). Terdapat pengaruh negatif sangat signifikan kontrol diri terhadap kecanduan game ( t= -5,235; 

p = 0,000; p< 0,01). Terdapat pengaruh positif sangat signifikan konformitas terhadap kecanduan game (t = 3.623; 

p=0,000; p < 0,01). Tingkat kecanduan game member internet cafe Poseidon tinggi, tingkat kontrol diri pada 

member internet cafe Poseidon tergolong rendah, dan tingkat konformita pada member internet cafe Poseidon 

tergolong sangat tinggi. Sumbangan efektif sebesar 43,9% dengan rincian kontrol diri berpengaruh lebih besar 

yaitu 27,27 % dan konformitas berpengaruh 16,59 %. 

Kata kunci: game online,kecanduan game, konformitas, kontrol diri. 
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Abstract 

 

The development of games that previously could only be played offline has undergone a significant 

transformation. Defines online gaming addiction as excessive behavior in human-machine interactions, such as 

playing online games. There are several factors that influence game addiction, such as self-control and 

conformity. This research aims to explore the correlation between the level of self-control and the level of 

conformity in teenagers who are addicted to online games in the Poseidon Solo Internet Cafe environment. The 

major hypothesis in this research is that there is a correlation between self-control and conformity on gaming 

addiction in adolescents. Then the minor hypothesis in this research is that there is a negative relationship 

between self-control and online game addiction. There is a positive relationship between conformity and online 

game addiction. This research uses quantitative correlational. The population of this study were teenagers who 

played games at the Poseidon Surakar Internet Cafe. The sample for this research was 100 teenagers who played 

games at the Poseidon Surakarta Internet Cafe. The sampling technique used is incidental sampling. The data 

collection method uses a self-control scale, conformity scale and Game Addiction scale. The data analysis method 

used is multiple regression. The results showed that there was a very significant influence of self-control and 

conformity on game addiction (F=37.938; p = 0.000; p <0.01). There is a very significant negative effect of self-

control on game addiction (t= -5.235; p = 0.000; p<0.01). There is a very significant positive effect of conformity 

on game addiction (t = 3.623; p = 0.000; p < 0.01). The level of game addiction among Poseidon internet cafe 

members is high, the level of self-control among Poseidon internet cafe members is low, and the level of conformity 

among Poseidon internet cafe members is very high. The effective contribution was 43.9%, with details of self-

control having a greater influence, namely 27.27% and conformity having an influence of 16.59%. 

Keywords: online games, game addiction, conformity, self-control. 
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