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ABSTRAK 

HUBUNGAN KECANDUAN GAME ONLINE DENGAN PERILAKU 

AGRESIF SISWA SMP GENERASI PENERUS INDONESIA SOLOKAN 

JERUK KELAS VIII 

Leni Handayani 

NIM. 2010093 

e-mail : handayanileni162@gmail.com 

 

 

Pendahuluan : Penelitian ini bertujuan untuk mengetahui hubungan kecanduan 

game online dengan perilaku agresif siswa SMP Generasi Penerus Indonesia 

Solokanjeruk kelas VIII. Kecanduan game online merupakan salah satu perilaku 

individu yang tidak bisa di kendalikan. Kecanduan game online menimbulkan 

beberapa dampak salah satunya perilaku agresif. Agresi adalah perilaku menyakiti 

seseorang baik secara fisik maupun psikologis. Metode : Penelitian ini 

menggunakan pendekatan cross sectional dengan pengambilan data menggunakan 

instrumen kecanduan game online dan perilaku agresif yang ditujukan kepada 

responden pemain game online. Hasil dan pembahasan : Berdasarkan hasil 

analisis diketahui bahwa terdapat hubungan kecanduan game online dengan 

perilaku agresif, dimana nilai Pearson = 0.605 dengan signifikan ρ = 0.000<0,05 

artinya ada hubungan kecanduan game online dengan perilaku agresif. kategori 

mutu kecanduan game online berada pada tingkat kurang kecanduan dan perilaku 

agresif berada pada tingkat kurang agresif. Kesimpulan : Penelitian ini 

menyimpulkan bahwa terdapat hubungan yang kuat antara kecanduan game 

online dengan perilaku agresif, yang dapat di asumsikan dengan semakin 

meningkat kecanduan game online semakin meningkat pula perilaku agresif, 

begitupun sebaliknya. 
 

Kata kunci : Kecanduan Game Online, perilaku agresif 
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ABSTRACT 
 

THE RELATIONSHIP BETWEEN ONLINE GAME ADDICTION AND 

AGGRESSIVE BEHAVIOR OF SMP GENERASI PENERUS INDONESIA 

SOLOKAN JERUK CLASS VIII STUDENTS 

Leni Handayani 

NIM. 2010093 

e-mail: handayanileni162@gmail.com 

 

 

Introduction: This study aims to determine the relationship between game 

addiction and aggressive behavior of Generasi Penerus Indonesia Solokanjeruk 

Junior High School students in class VIII. Online game addiction is one of the 

individual behaviors that cannot be controlled. Online game addiction has several 

impacts, one of which is aggressive behavior. Aggression is the behavior of 

hurting someone both physically and psychologically. Methods: This research 

uses a cross sectional approach by collecting data using online game addiction 

instruments and aggressive behavior aimed at online game player respondents. 

Results and discussion: Based on the results of the analyzes, it is known that 

there is a relationship between online game addiction and aggressive behavior, 

where the Pearson value = 0.605 with a significant ρ = 0.000 <0.05, meaning 

that there is a relationship between online game addiction and aggressive 

behavior. the quality category of online game addiction is at a less addictive level 

and aggressive behavior is at a less aggressive level. Conclusion: This research 

conclude that there is a strong relationship between online game addiction and 

aggressive behavior, which can be assumed by increasing online game addiction, 

the more aggressive behavior increases, and vice versa. 

 

Keywords: Online Game Addiction, aggressive behavior 
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