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ABSTRAK

Penelitian ini bertujuan untuk mengetahui hubungan antara kepribadian neurotik
dengan kecanduan game online pada mahasiswa. Hipotesis penelitian adalah ada
hubungan positif antara kepribadian neurotik dengan kecanduan game online.
Penelitian menggunakan pendekatan kuantitatif-korelasional. Subjek berjumlah 45
orang mahasiswa psikologi yang masih aktif kuliah, memiliki gadget, dan
menggunakan lebih dari tiga jam dalam sehari. Sampel diperoleh secara incidental
sampling. Data diperoleh menggunakan Skala Kecanduan Game Online dan Skala
Kepribadian Neurotik. Teknik analisis data menggunakan analisis korelasi product
moment dari Pearson. Hasil penelitian menunjukkan ada hubungan positif yang
sangat signifikan antara kepribadian ‘neurotik dengan kecanduan game online
pada mahasiswa (r=0,640 dan p<0;01), sehingga hipotesis diterima.

Kata kunci: Kepribadian Neurotik, kecanduan game online, dan mahasiswa
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ABSTRACT

This study aims to determine the relationship between neurotic personality with
online game addiction in college students. The research hypothesis is that there is
a positive relationship between neurotic personality and online game addiction.
Research uses a quantitative-correlational approach. The subjects were 45
psychology students who are still active in college, have a gadget, and use more
than three hours a day. Samples were obtained by incidental sampling. Data were
obtained using the Online Game Addiction Scale and the Neurotic Personality
Scale. Data analysis techniques using Pearson product moment correlation
analysis. The results showed that there was a very significant positive relationship
between neurotic personality and online game addiction in students (r = 0.640 and
p <0.01), so the hypothesis is accepted.

Keywords: Neurotic,personality, online game addiction,and students
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