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MOTTO 

 

“You will never know your limits until you push yourself to them” 

 

(K. Bloomberg) 
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ABSTRAK 

 
 
Beberapa penelitian menunjukkan adanya peningkatan kecanduan game online di 
Indonesia. Penelitian ini bertujuan untuk mengetahui: (1) Pengaruh distres 
psikologis terhadap internet gaming disorder pada pemain game online dengan 
motivasi bermain game sebagai variabel pemediasi, (2) Hubungan distres 
psikologis dengan internet gaming disorder pada pemain game online, dan (3) 
Hubungan motivasi bermain game dengan internet gaming disorder pada pemain 
game online. Penelitian ini menggunakan metode penelitian kuantitatif dan 
dilakukan pada 30 pemain game online berjenis kelamin pria yang memiliki lima 
atau lebih gejala internet gaming disorder, telah memainkan game sekurang-
kurangnya satu tahun, dan memiliki rata-rata bermain game lima jam atau lebih 
per-hari. Alat ukur yang digunakan adalah skala Internet Gaming Disorder Scale 9 
Short Form (IGDS9-SF), Kessler Psychological Distress Scale (K10), dan Motives 
for Online Gaming Questionnaire (MOGQ). Teknik analisis yang digunakan dalam 
menguji hipotesis adalah analisis analisis mediasi JASP dan Korelasi Product 
Moment di SPSS. Hasil penelitian menunjukkan bahwa: (1) Tidak terdapat 
pengaruh distres psikologis terhadap internet gaming disorder dengan motivasi 
bermain game sebagai variabel pemediasi melalui indirect effect: z-value= -0,030; 
p= 0,976 (p>0,05), (2) Tidak terdapat hubungan distres psikologis terhadap 
internet gaming disorder dengan nilai r=-0,188, dan sig. 0,160>0,05, (3) Terdapat 
hubungan positif yang sangat signifikan variabel motivasi bermain game terhadap 
internet gaming disorder dengan nilai nilai r=0,493, dan sig. 0,003<0,01. 

 
Kata kunci: Distres psikologis, internet gaming disorder, motivasi bermain 
game, pemain game online 
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ABSTRACT 
 
Several studies have shown an increase in online game addiction in Indonesia. 

This study aims to find out: (1) The effect of psychological distress on internet 

gaming disorder on online gamers with the motivation to play games as a 

mediating variable, (2) The correlation of psychological distress with internet 

gaming disorder in online gamers, and (3) The correlation between gaming 

motivation and internet gaming disorder in online gamers. This study used 

quantitative research methods and was conducted on 30 male online game players 

who had five or more symptoms of internet gaming disorder, had played games for 

at least one year, and had an average of five hours or more of gaming per day. 

The measuring instruments used are the Internet Gaming Disorder Scale 9 Short 

Form (IGDS9-SF), the Kessler Psychological Distress Scale (K10), and the 

Motives for Online Gaming Questionnaire (MOGQ). The analytical techniques 

used in testing hypotheses are JASP mediation analysis analysis and Product 

Moment Correlation in SPSS. The results showed that: (1) There is no influence of 

psychological distress on internet gaming disorder with the motivation to play 

games as a mediating variable through indirect effect: z-value= -0.030; p= 0.976 

(p>0.05), (2) There is no correlation of psychological distress to internet gaming 

disorder with a value of r=-0.188, and sig. 0.160>0.05, (3) There was a very 

significant positive relationship of the motivation variable of gaming to internet 

gaming disorder with a value of r=0.493, and sig. 0.003<0.01. 

 

Keywords: Psychological distress, internet gaming disorder, gaming 

motivation, online game


