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ABSTRAK 

Penelitianinibertujuanuntukmengetahuihubunganantaraintensitas bermain 

game onlinedengankecerdasan emosi padamahasiswa di Yogyakarta. Hipotesis yang 

diajukandalampenelitianiniadalahterdapathubungan yang negatifantaraintensitas 

bermain game onlinedengankecerdasan emosipadamahasiswa. 

Subjekpenelitianberjumlah 60 orang mahasiswa di Yogyakarta yang berusia 18-22 

tahun. Pengambilansampeldilakukandenganmetodeinsidental sampling. 

Metodepengumpulan data yang 

digunakandalampenelitianiniadalahmetodekuantitatifdenganmenggunakanSkalafreku

ensi dan durasi bermain game onlinedanSkalaKecerdasan Emosi, 

denganbataskoefisienkorelasi 0,275danreliabilitas> 0,600. Teknikanalisis data yang 

digunakanyaitukorelasi product moment daripearson. 

Diperolehkoefisienkorelasisebesar -0,456dengan p < 0,01. 

Hasilpenelitianinimenunjukkanadahubungannegatifantaraintensitasbermain game 

online dengankecerdasanemosipadamahasiswa di Yogyakarta. intensitasbermain 

game online mempunyaisumbanganefektifsebesar20,8% 

terhadapkecerdasanemosipadamahasiswa. 

  

 

Kata Kunci :kecerdasan emosi, intensitas bermain game online, mahasiswa. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



2 
 

 
 

 

ABSTRACT 

This study aims to determine the relationship between the intensity of playing 

online games with emotional intelligence in students in Yogyakarta. The hypothesis of 

this study is a negative relationship between the intensity of playing online games 

with emotional intelligence in students. The research subjects were 60 students in 

Yogyakarta aged 18-22 years. Sampling was done by incidental sampling method. 

Data collection method used in this research is a quantitative method using the 

frequency and duration scale of playing online games and the Emotional Intelligence 

Scale, with a correlation coefficient of 0.275 and reliability> 0.600. The data 

analysis technique used is product moment correlation from Pearson. Obtained a 

correlation coefficient of -0.456 with p <0.01. The results of this study indicate there 

is a negative relationship between the intensity of playing online games with 

emotional intelligence in students in Yogyakarta. the intensity of playing online 

games has an effective contribution of 20.8% to emotional intelligence in students. 
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