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“The measure of intelligence is the ability to change”
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ABSTRAK

Penelitian ini memiliki tujuan untuk mengetahui secara empirik hubungan
antara intensitas bermain game online di smartphone dengan interaksi sosial pada
mahasiswa. Hipotesis yang diajukan dalam penelitian ini adalah ada hubungan negatif
antara intensitas bermain game online di smartphone dengan interaksi sosial pada
mahasiswa. Semakin tinggi intensitas bermain game online di smartphone maka
semakin rendah interaksi sosial yang dilakukan, dan berlaku sebaliknya. Penelitian ini
menggunakan pendekatan kuantitatif yang subyeknya yaitu mahasiswa aktif
Universitas Katolik Soegijapranata Semarang dan bermain game online pada
smartphone dengan total 76 responden. Alat ukur yang digunakan untuk
mendapatkan data penelitian adalah skala interaksi sosial dan skala intensitas
bermain game online di smartphone. Data penelitian dianalisis menggunakan korelasi
product moment Pearson. Hasil yang diperoleh dari uji hipotesis berupa nilai korelasi
sebesar ry = -0,069 dengan (p>0,05). Berdasarkan hasil tersebut, dapat disimpulkan
bahwa tidak ada hubungan yang signifikan antara intensitas bermain game online di
smartphone dengan interaksi sosial pada mahasiswa. Dengan demikian, hipotesis
yang diajukan dalam penelitian ini ditolak.

Kata Kunci: game online di smartphone, interaksi sosial, mahasiswa.

Xl



ABSTRACT

This study aims to empirically determine the relationship between the intensity
of playing online games on smartphones and social interaction among college
students. The hypothesis proposed in this study is that there is a negative relationship
between the intensity of playing online games on smartphones and social interaction
among college students. The higher the intensity of playing online games on a
smartphone, the lower the social interactions are carried out, and vice versa. This
study uses a quantitative approach whose subjects are active students of
Soegijapranata Catholic University Semarang and play online games on smartphones
with a total of 76 respondents. The measuring instrument used to obtain research data
is a social interaction scale based on 5 aspects and an intensity scale of playing online
games on smartphones based on 4 aspects. Research data were analyzed using
Pearson product moment correlation. The results. obtained from the hypothesis test
are a correlation value of ry = -0.069 with (p> 0.05). Based on these results, it can be
concluded that there is no significant relationship between the intensity of playing
online games on smartphones and social interaction among students. Thus, the
hypothesis proposed in this study is rejected.

Key words: online games on smartphones, social interaction, college students.
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