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“HUBUNGAN ANTARA SELF-CONTROL DENGAN ADIKSI GAME 

ONLINE PADA GEN-Z DI DKI JAKARTA” 

AULIA VALENTINA 

 

 

ABSTRAK 

 

Penelitian ini bertujuan untuk mengetahui hubungan antara self-control dengan 

adiksi game online pada Gen-Z di DKI Jakarta. Self-control didefinisikan sebagai 

kemampuan individu untuk mengendalikan, mengatur, serta menahan dorongan 

dan perilaku agar selaras dengan tujuan yang ingin dicapai, sedangkan adiksi game 

online merupakan perilaku bermain game secara berlebihan dan kompulsif yang 

menimbulkan gangguan dalam aspek sosial, emosional, maupun aktivitas sehari-

hari. Penelitian ini menggunakan pendekatan kuantitatif dengan desain 

korelasional. Partisipan penelitian berjumlah 103 responden yang merupakan 

Generasi Z berusia 14–29 tahun, berdomisili di DKI Jakarta, aktif bermain game 

online selama enam bulan terakhir, dan memiliki durasi bermain lebih dari empat 

jam per hari. Teknik pengambilan sampel yang digunakan adalah non-probability 

sampling dengan metode convenience sampling. Pengumpulan data dilakukan 

menggunakan Game Addiction Scale (GAS) yang dikembangkan oleh Lemmens et 

al., (2009) untuk mengukur adiksi game online dan Brief Self-control Scale (BSCS) 

yang dikembangkan oleh Tangney et al., (2004) untuk mengukur self-control. 

Analisis data dilakukan menggunakan uji korelasi Spearman karena hasil uji 

normalitas menunjukkan data tidak berdistribusi normal. Hasil penelitian 

menunjukkan terdapat hubungan negatif yang signifikan antara self-control dengan 

adiksi game online. Temuan tersebut menunjukkan bahwa semakin tinggi tingkat 

self-control, maka semakin rendah tingkat adiksi game online, begitu juga 

sebaliknya. Dengan demikian, self-control merupakan salah satu faktor psikologis 

yang berperan penting dalam menekan kecenderungan adiksi game online pada 

Gen-Z di DKI Jakarta. 

 

 

Kata Kunci : self-control, adiksi game online, Generasi Z, DKI Jakarta. 
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“THE RELATIONSHIP BETWEEN SELF-CONTROL AND ONLINE 

GAMING ADDICTION AMONG GEN-Z IN DKI JAKARTA” 

AULIA VALETINA 

 

 

ABSTRACT 

 

This study aims to examine the relationship between self-control and online game 

addiction among Generation Z in DKI Jakarta. Self-control is defined as an 

individual's ability to control, regulate, and inhibit impulses and behaviors to align 

with desired goals, whereas online game addiction is characterized by excessive 

and compulsive gaming behavior that causes disruptions in social and emotional 

aspects as well as daily activities. This study employs a quantitative approach with 

a correlational design. The participants consisted of 103 individuals from 

Generation Z, aged 14–29, in DKI Jakarta, who had actively played online games 

over the past six months for more than four hours daily. A non-probability sampling 

technique specifically convenience sampling was used. Data collection utilized the 

Game Addiction Scale (GAS) developed by Lemmens et al., (2009) to measure 

online game addiction and the Brief Self-Control Scale (BSCS) developed by 

Tangney et al., (2004) to measure self-control. Data analysis was conducted using 

the Spearman correlation test, as normality tests indicated that the data were not 

normally distributed. The results revealed a significant negative relationship 

between self-control and online game addiction. These findings indicate that higher 

levels of self-control are associated with lower levels of online game addiction, and 

vice versa. Thus, self-control is a psychological factor that plays a crucial role in 

mitigating the tendency toward online game addiction among Generation Z in DKI 

Jakarta. 

 

 

Keywords: self-control, online gaming addiction, Generation Z, DKI Jakarta. 
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