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ABSTRAK

Penelitian ini dilakukan untuk mengetahui apakah terdapat pengaruh antara
intensitas bermain game valorant terhadap gaya pengambilan keputusan pada
dewasa awal. Jenis penelitian ini adalah kuantitatif dengan melakukan penyebaran
data melalui kuesioner. Pengambilan sampel pada penelitian ini menggunakan
teknik purpossive sampling. Pada penelitian ini jumlah sampel yang didapat adalah
118 responden dewasa awal. Teknik analisis data pada penelitian ini menggunakan
regresi linier sederhana. Penelitian ini menggunakan alat ukur Intensitas bermain
game yang dikembangkan oleh Taufan Akbar Haqq dengan acuan teori chaplin
(2004) dan Nashori (2006). Kemudian General Decision Making Style (GDMS)
oleh Fischer dan Gurtner (2015). Penelitian ini mendapatkan hasil bahwa intensitas
bermain game Valorant berpengaruh signifikan terhadap gaya pengambilan
keputusan, khususnya dalam menciptakan kecenderungan gaya avoidant.

Kata Kunci: Intensitas Bermain, Game Valorant, Gaya Pengambilan

Keputusan, Dewasa Awal.
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The Influence of Valorant Gaming Intensity on Decision-Making Styles in
Early Adulthood
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ABSTRACT

This study was conducted to determine whether there is an influence between the
intensity of playing the game Valorant and decision-making styles in early
adulthood. This is a quantitative study conducted through the distribution of
questionnaires. The sampling technique used in this research was purposive
sampling. A total of 118 early adulthood respondents participated in the study. The
data analysis technique used in this research was simple linear regression. The
instrument used to measure gaming intensity was developed by Taufan Akbar Haqg,
based on the theories of Chaplin (2004) and Nashori (2006). Meanwhile, the
General Decision-Making Style (GDMS) scale by Fischer and Gurtner (2015) was
used to assess decision-making styles. The results of the study showed that the
intensity of playing Valorant significantly influences decision-making styles,

particularly by increasing the tendency toward an avoidant style.

Keywords: Gaming Intensity, Valorant, Decision-Making Style, Early Adulthood
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