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ABSTRAK

Penelitian ini bertujuan untuk mencari tahu pengaruh dari kebosanan di
waktu luang terhadap kecenderungan kecanduan game online pada dewasa awal.
Sampel pada penelitian ini adalah dewasa awal yang bermain game online selama
minimal enam bulan terakhir dengan total 400 responden. Metode penelitian yang
digunakan adalah metode kuantitatif dengan instrumen berbentuk kuesioner.
Kebosanan di waktu luang diukur menggunakan Leisure Boredom Scale (LBS) dan
kecanduan game online diukur menggunakan Gaming Addiction Sale (GAS). Hasil
penelitian menunjukkan bahwa terdapat pengaruh dari kebosanan di waktu luang
terhadap kecenderungan kecanduan game online pada dewasa awal.

Kata kunci: Leisure boredom, kecanduan game online, dewasa awal
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THE EFFECT OF LEISURE BOREDOM ON ONLINE GAMING ADDICTION
TENDENCY IN EARLY ADULTHOOD

Undergraduate Thesis

Jakarta: Study Program of Psychology, Faculty of Psychology Education,
Universitas Negeri Jakarta, 2024

ABSTRACT

This research aims to find out the influence of leisure boredom on the
tendency to become addicted to online games in early adulthood. The sample in this
study were young adults who had played online games for at least the last six
months with a total of 400 respondents. The research method used is a quantitative
method with an instrument in the form of a questionnaire. Leisure boredom was
measured using the Leisure Boredom Scale (LBS) and online game addiction was
measured using the Gaming Addiction Sale (GAS). The results of the study show
that there is an influence of leisure boredom on the tendency to become addicted to
online games in early adulthood.

Keywords: Leisure boredom, gaming addiction, early adulthood
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