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MOTTO 

 

“Look at where you are, look at where you’ve started. The fact that you’re alive is 

a miracle. Just stay alive and that would be enough.” 
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ABSTRAK 

 

Fenomena live-streaming game telah menjadi bagian dari budaya digital yang 

berkembang pesat, menciptakan ruang baru bagi interaksi antara streamer dan 

penonton. Meskipun tidak melibatkan interaksi langsung, hubungan ini dapat 

memengaruhi aspek psikologis individu. Penelitian menggunakan pendekatan 

kuantitatif melalui kuesioner yang disebarkan secara daring. Alat ukur yang 

digunakan adalah Ryff’s Psychological Well-Being Scale dan Parasocial 

Relationship in Social Media (PRISM) Survey. Sampel terdiri dari 148 responden 

berusia 18–30 tahun yang memiliki streamer favorit, berdomisili di Jabodetabek, 

dan memiliki kebiasaan menonton live-streaming game minimal 6 jam per minggu. 

Teknik pengambilan sampel yang digunakan adalah purposive sampling. Data 

dianalisis menggunakan regresi linear sederhana untuk menguji pengaruh 

hubungan parasosial terhadap kesejahteraan psikologis. Hasil penelitian 

menunjukkan bahwa terdapat pengaruh negatif yang signifikan antara hubungan 

parasosial dan kesejahteraan psikologis (p < 0,005), dengan sumbangan pengaruh 

sebesar 5,3%. Temuan ini menunjukkan bahwa semakin tinggi intensitas hubungan 

parasosial yang dirasakan individu, semakin rendah tingkat kesejahteraan 

psikologisnya. Sebaliknya, rendahnya keterikatan dalam hubungan parasosial 

berkorelasi dengan kesejahteraan psikologis yang lebih tinggi. Penemuan ini 

memberi gambaran bahwa hubungan parasosial dapat memberi rasa nyaman, 

namun keterikatan berlebihan berisiko menurunkan kesejahteraan psikologis. 

 

Kata Kunci: kesejahteraan psikologis, hubungan parasosial, live-streaming, 

YouTube
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ABSTRACT 

 

The phenomenon of live-streaming games has become an integral part of the 

rapidly evolving digital culture, creating new spaces for interaction between 

streamers and viewers. Although these interactions are not reciprocal, parasocial 

relationships can effect an individual’s psychological aspects. This study aims to 

examine the influence of parasocial relationships on the psychological well-being 

of live-streaming game viewers. This research employed a quantitative approach 

through an online questionnaire. The instruments used were Ryff’s Psychological 

Well-Being Scale and the Parasocial Relationship in Social Media (PRISM) Survey. 

The sample consisted of 148 participants aged 18–30 years who have a favorite 

streamer, reside in the Greater Jakarta area (Jabodetabek), and watch live-

streaming game content for at least 6 hours per week. A purposive sampling 

technique was applied. The data were analyzed using simple linear regression to 

determine the effect of parasocial relationships on psychological well-being. The 

results showed a significant negative effect of parasocial relationships on 

psychological well-being (p < 0.005), with an effect size of 5.3%. These findings 

indicate that the higher the intensity of parasocial relationships, the lower the level 

of psychological well-being. Conversely, lower emotional attachment in parasocial 

relationships correlates with better psychological well-being. While parasocial 

connections may provide comfort, excessive attachment may pose psychological 

risks.  

 

Keywords: psychological well-being, parasocial relationships, live-streaming, 

YouTube 
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