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SKRIPSI
Jakarta: Program Studi Psikologi, Fakultas Psikologi, Universitas Negeri Jakarta,
2026

ABSTRAK
Judi online di Indonesia semakin marak dan menimbulkan berbagai dampak negatif
bagi individu maupun masyarakat. Paparan iklan, kemudahan akses, serta
pengalaman berjudi meningkatkan peluang seseorang untuk terlibat dalam aktivitas
perjudian daring. Salah satu bentuk pengalaman tersebut dapat ditemukan pada
game gacha, yang memiliki mekanisme menyerupai simulasi judi. Penelitian ini
bertujuan untuk mengetahui hubungan antara online gambling intention dengan in-
game purchase intention dan future time perspective pada pemain game gacha.
Penelitian ini menggunakan desain cross-sectional dengan pendekatan kuantitatif
non-eksperimental. Sampel penelitian terdiri atas 188 pemain game gacha yang
pernah melakukan pembelian dalam game, yang dipilih menggunakan teknik
purposive sampling. Data dikumpulkan melalui kuesioner self-report. Hasil
penelitian menunjukkan bahwa in-game purchase intention tidak memiliki
hubungan yang signifikan dengan online gambling intention (r = -0,068), dengan
arah hubungan negatif dan kekuatan yang sangat lemah. Sebaliknya, future time
perspective memiliki hubungan negatif yang signifikan dengan online gambling
intention (r = -0,149), meskipun kekuatan hubungannya tergolong lemah. Temuan
ini menunjukkan bahwa semakin tinggi future time perspective yang dimiliki
pemain game gacha, semakin rendah kecenderungan mereka untuk memiliki intensi
melakukan judi online. Penelitian ini diharapkan dapat menjadi dasar bagi upaya
pencegahan perjudian daring melalui penguatan future time perspective, khususnya

pada pemain game gacha.

Kata Kunci: online gambling intention, in-game purchase intention, future time

perspective.
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THE CORRELATION BETWEEN IN-GAME PURCHASE INTENTION,
FUTURE TIME PERSPECTIVE, AND ONLINE GAMBLING INTENTION
AMONG GACHA GAME PLAYERS

UNDERGRADUATE THESIS
Jakarta: Psychology Study Program, Faculty of Psychology, Universitas Negeri
Jakarta, 2026.

ABSTRACT
Online gambling has become increasingly widespread in Indonesia, resulting in
various negative consequences for both individuals and society. Exposure to
gambling advertisements, ease of access, and prior gambling experiences increase
the likelihood of individuals engaging in online gambling activities. One such
experience can be found in gacha games, which incorporate mechanics that
resemble simulated gambling. This study aimed to examine the relationships
between online gambling intention, in-game purchase intention, and future time
perspective among gacha game players. This study employed a cross-sectional
design using a quantitative, non-experimental approach. The sample consisted of
188 gacha game players who had previously made in-game purchases, selected
through purposive sampling. Data were collected using self-report questionnaires.
The results indicated that in-game purchase intention was not significantly
correlated with online gambling intention (r = -0.068), with a very weak negative
relationship. In contrast, future time perspective was significantly and negatively
correlated with online gambling intention (r = -0.149), although the strength of the
relationship was weak. These findings suggest that the higher the future time
perspective among gacha game players, the lower their intention to engage in
online gambling. This study is expected to provide a foundation for online gambling
prevention efforts by strengthening future time perspective, particularly among

gacha game players.

Keywords: online gambling intention, in-game purchase intention, future time
perspective.
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