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Abstract: This research aims to analyze the relationship between online game 

addiction and social interaction and its implications for students' enthusiasm for 

learning. This research used a quantitative approach with a survey method 

involving 100 Surakarta students selected through purposive sampling. The 

instrument used to measure Social Interaction was adapted from  (2024) with a 

reliability coefficient (alpha) of 0.915. And the Online Game Addiction Scale, 

adapted fromArua et al., (2023) with a reliability coefficient (alpha) of 0.853. 

Data analysis used descriptive statistics, assumption tests, Pearson correlation, t-

test, and coefficient of determination. The results showed that the majority of 

respondents had a moderate level of online gaming addiction, with a significant 

negative correlation between gaming addiction and social interaction. Addiction 

rates were higher in men than women. Interventions should target social and 

individual contexts, combining education and social support to reduce online 

gaming addiction among students. Students addicted to online games tend to 

spend more time in the virtual world; this can divert students' enthusiasm from 

learning activities. Students become less focused, get tired quickly, or lose 

enthusiasm for learning because more time and energy is devoted to playing 

games.   
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Introduction  

The rapid development of technology, especially in communication and information, 

allows individuals to communicate quickly and freely via the Internet. This ease of access 

causes users to become dependent on spending more time accessing the Internet, which can 

result in Internet addiction and cause users to become addicted. Green Field in Berte et al. 

(2021)explained that internet addiction is a problem that affects the psychological, work, and 

social aspects of a person's life. These psychological problems include feelings of anxiety and 

restlessness when not using the Internet, which ultimately increases the duration of use. For 

some teenagers, especially students, becoming intensive consumers of online games is 

normal. According to T'ng et al. (2023), individuals become dependent on online games for 

fun, and in some cases, people play online games to escape from real life problems. 

Psychological factors such as competence, escape from problems, and independence cause 

someone to become addicted to online games (Kaya et al., 2023). Shi et al. (2019) revealed 

that many gamers are willing to sacrifice other activities to play games, such as rest time, 

studying, working, and social interaction. Kurniasanti et al. (2019)states that the 

characteristics of online game addiction include compulsiveness, withdrawal, tolerance, poor 

time management, as well as interpersonal and health problems. Excessive use of online 
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games can affect a person's social life and the way they interact with other people around 

them (Erevik et al., 2022). 

BAPPJII survey data in 2022 shows that Indonesian internet users have increased 

since 2020. Indonesia is ranked in the top 10 countries with the highest internet use. Based on 

the APJII survey, from 2022 to 2023, social media will be the content most accessed by 

Indonesian people. Apart from social media, other frequently accessed content includes 

online games, with 15.81% of users in 2023 (APJII 2024). Based on interviews with several 

students in Surakarta, they use social media for an average of 6-8 hours daily and play online 

games for 4 to 8 hours every day.  Limone et al., (2023) stated that dependence on internet 

use can cause anxiety, sadness, lack of sleep, social isolation, and mood swings. Statistics 

(2024) reported that in Indonesia, online game users reached 54.7 million people in 2020, and 

continues to increase every year.Pratama et al., (2020) found that many students experienced 

gaming addiction, with 26.2% of students in the severe gaming addiction category and 28.2% 

in the moderate gaming addiction category. This phenomenon shows that game addiction can 

seriously impact students' daily lives. In addition, game addiction can interfere with social 

interactions, which are very important in adapting to the social environment. 

Social interaction plays a vital role in individuals' adjustment to their social 

environment, creating a harmonious life, cooperation, harmonious interpersonal relationships, 

the ability to play social roles, and the development of social skills and values (Indriyani, 

Syaharuddin, and Jumriani 2021). Lack of social interaction skills among students can trigger 

negative impacts such as social isolation, which is an accurate indication of online game 

addiction. They may prefer to spend time in front of a screen rather than interacting directly 

with friends in the real world, which can disrupt their relationships (Sbarra, Briskin, and 

Slatcher 2019). Online gaming addiction is also associated with risks to mental well-being, 

such as depression and anxiety(Bonnaire and Baptista 2019).Pramana et al., (2020) show that 

students' social interactions in Padang are hampered by inappropriate use of technology. 

.Mulawarman et al., (2022) found that 52.60% of students aged 20-24 were online game 

players, accounting for 85% of the total students. 

This research has several similarities with previous studies. For example,Marino et 

al., (2020)discusses online game addiction and social anxiety, and this research also examines 

how online game addiction affects students' social interactions.Raith et al., (2021) 

emphasizes the social component of online gaming and how it impacts social well-being. 

This research also looks at the social impact of using online games on students.Raith et al., 

(2021)also discusses the individual's need for online social interaction and interpersonal 

competence related to digital gaming addiction.  It is in line with research exploring the 

impact of online game addiction on students' social interactions. Although there are several 

similarities, this research significantly differs from previous research.Marino et al., (2020) 

focus more on social anxiety and metacognition related to gaming disorder, while this 

research focuses more on social interactions in general.Bhagat, Jeong, & Kim, (2019)review 

the literature on the impact of MMO games on social welfare without a specific focus on 

student populations or specific educational environments, while this research explicitly 

examines students in Surakarta.Bhagat, Jeong, & Kim, (2019)highlighting the need for online 

social interaction and interpersonal competence to mediate digital gaming addiction. Instead, 

this research focuses on the direct impact of online gaming addiction on students' social 

interactions. 

The novelty of this research lies in its specific focus and gender differences in Online 

Game Addiction and Social Interaction of students in Surakarta, a context without context 

explored in previous research. This study not only highlights the impact of online gaming 
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addiction on social interactions but also provides essential contextual insights into how this 

phenomenon is developing in the higher education environment in Indonesia. Hence, this 

research aims to analyze the relationship between online game addiction and students' social 

interactions and its implications for students' enthusiasm for learning at SMA Negeri 

Surakarta. It offers a new perspective that has not been widely explored in the literature, 

providing a valuable contribution to the global understanding of the social impact of online 

gaming addiction in specific local environments. 

 

Research Method 

This research used a quantitative approach, focusing on collecting and analyzing 

numerical data to understand the phenomenon under investigation. A survey method 

involving questionnaires was used to measure online gaming addiction and level of social 

interaction. The research population consisted of 2,900 Surakarta State High School students. 

A sample of 100 respondents was selected using non-probability sampling, namely purposive 

sampling, where subjects were selected based on specific characteristics. The selection 

criteria required that respondents be mobile phone users According toJames & Drennan, 

(2005), mid-level users spend 1.5 to 5 hours per day on their phones, in contrast to low-level 

users (less than 1.5 hours per day) and heavy users (more than 5 hours per day). 

Two scales were used in this study to reveal each variable: the Social Interaction 

Scale and the Online Game Addiction Scale. The social Interaction Scale, adapted from Ren, 

(2024)with a reliability coefficient (alpha) of 0.915, measures social interaction through 

social contact and communication. The high reliability of this scale should assure you of the 

validity of our findings. Respondents were presented with statements and responded using a 

Likert scale with the following options: strongly agree (SA), agree (A), disagree (D), and 

strongly disagree (SD). Statements that are liked are given a score of 4, 3, 2, 1, while 

statements that are not liked are given the opposite score. Higher scores indicate higher social 

interaction, while lower scores indicate lower social interaction. 

Online Game Addiction Scale, adapted fromArua et al. (2023)with a reliability 

coefficient (alpha) of 0.853, measures online game addiction based on seven aspects: 

salience, tolerance, mood modification, withdrawal, relapse, conflict, and problems(Lemmens 

et al., 2009). Higher scores indicate more significant online gaming addiction, while lower 

scores indicate less addiction. The collected data was analyzed using various statistical 

techniques, including descriptive statistics (mean, standard deviation, and standard error), 

assumption tests (normality test using the Kolmogorov-Smirnov test and linearity test using 

ANOVA), hypothesis testing (Pearson product-moment correlation), Independent Sample t-

test to test gender differences in online game addiction, and the coefficient of determination 

(R-squared value) to determine the proportion of social interaction variance that can be 

explained by online game addiction. This analysis technique provides a comprehensive 

understanding of the relationship between online gaming addiction and social interactions, 

allowing conclusions and recommendations based on empirical evidence. 

Table 1. Descriptive Categorization Analysis 

Category Categorization Norms 

Very high M+1.5 SD ≤ 

Tall M+0.5 SD, < X ≤ M+1.5 SD 

Currently M-0.5 SD, < X ≤ M+0.5 SD 

Low M-1.5 SD, < X ≤ M-0.5 SD 

Very Low X ≤ M-1.5 SD 

Source: Irawan & Prayoto, (2021) 
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Results and Discussion 

Descriptive Analysis of Data on the Relationship between Online Game Addiction and 

Social Interaction 

Table 2. Descriptive Analysis of Online Game Addiction with Social Interaction 
Variable Category Value Range Frequency % 

Online game 

addiction 

Very high 117 ≤X 1 1% 

Tall 96.25 < X ≤ 117 15 15% 

Currently 78.75 < X ≤ 96.25 40 40% 

Low 61.5 < X ≤ 78.75 33 33% 

Very Low X ≤ 61.5 11 11% 

Social interaction Very high 68.25 ≤ 13 13% 

Tall 57.75 < X ≤ 68.25 41 41% 

Currently 47.25 < X ≤ 58.75 41 41% 

Low 36.75 < X ≤ 46.25 4 4% 

Very Low X ≤ 36.75 1 1% 

Based on the data collected, the majority of online game addictions fall into the 

moderate category with a frequency of 40 people (40%), followed by the low category with 

33 people (33%), the high category with 15 people (15%), the very low category with 11 

people (11%), and the very high category is only 1 person (1%). Meanwhile, most social 

interactions are in the high and medium categories with a frequency of 41 people (41%). The 

very high category was found in 13 people (13%), the low category was found in 4 people 

(4%), and the very low category was only found in one person (1%). These findings indicate 

that although most respondents have a moderate level of online game addiction, they still 

maintain high and moderate levels of social interaction, which illustrates the complexity 

between online game addiction and social interaction among online game players. 

Table 3. Descriptive Statistics of Online Game Addiction Statistics with Social 

Interaction 
  N Means Std. Deviation Std. Meaning of 

Error 

Online Game 

Addiction 

Man 64 84.25 15,822 1,978 

Woman 36 76.28 13,702 2,284 

Based on the data obtained, the sample consisted of 64 men and 36 women. The 

results of descriptive analysis show that the average score for online game addiction in men is 

84.25, with a standard deviation of 15.822 and a standard error of 1.978. In contrast, the 

average online game addiction score for women is lower, namely 76.28, with a standard 

deviation of 13.702 and a standard error of 2.284. This difference shows that men tend to 

have a higher level of online game addiction than women. However, the variation in the 

female group is smaller than in the male group. 

Test the Basic Assumption Data on the Relationship between Online Game Addiction 

and Social Interaction 

The basic assumption test was carried out to determine that the research data met the 

requirements for normality and linearity. 

Normality test 

The normality test is needed to find out whether the sample data is normally distributed. The 

normal distribution is a probability distribution where most of the data lies around the mean, 

and the less data there is, the further it is from the mean. 
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Table 4. Kolmogorov-Smirnov Normality Test Results 

 Social interaction Online game addiction 

N 100 100 

Normal Parameters Means 58.27 81.38 

Std. Deviation 8.136 15,507 

The Most Extreme 

Difference 

Absolute 0.076 0.053 

Positive 0.061 0.053 

Negative -0.076 -0.038 

Test Statistics 0.076 0.053 

Asymp. signature. (2-tail) 0.171c 0.200c,d 

The table above shows the results of asymp.sig2tailed on social interaction, namely 0.17 

where 0.17 > 0.005. And online game addiction is 0.2 where 0.2 > 0.005 so it can be 

interpreted that the data results above are normally distributed. 

Linearity Test 

The linearity test is a statistical technique used to determine whether the relationship 

between two variables is linear. By carrying out a linearity test, it can be seen whether there 

is an assumed relationship between the independent and dependent variables. If the p-value is 

smaller than 0.05, it can be concluded that the relationship between the independent and 

dependent variables is linear. If the p-value is greater than 0.05, then it can be concluded that 

there is no relationship between the independent and dependent variables. 

Table 5. Linearity Test Results 

ANOVA 

 Sum of 

Squares 

df Means 

Square 

F signature. 

Social 

interaction 

Online 

game 

addiction 

Between 

Groups 

(Combined) 3576.510 47 76,096 1,329 0.159 

Linearity 1272.111 1 1272.111 22,219 0,000 

Deviation from 

Linearity 

2304,399 46 50,096 0.875 0.676 

In Groups 2977,200 52 57,254   

Total 6553.710 99    

The statistical analysis above shows a linear relationship between variables x and y, namely 

online game addiction and social interaction, with an F value of 22.219 and a p-value of 

0.000 where 0.000 < 0.05. Therefore, based on the data above, it can be concluded that online 

game addiction is related to social interaction. 

Hypothesis Testing the Relationship between Online Game Addiction and Social 

Interaction 

Testing this research hypothesis uses Pearson product-moment correlation after 

ensuring the research data meets the necessary basic assumptions. The correlation hypothesis 

test is a statistical test used to test two related variables and fulfill the linearity test. This test 

is carried out by calculating the Pearson correlation coefficient (r) and testing whether the r 

value is statistically significant. 

Table 6. Hypothesis Test Results 

Correlation 

 Social 

interaction 

Online game 

addiction 

Social interaction Pearson Correlation 1 -0.441** 

signature. (1-tail)  0,000 

N 100 100 

Online game Pearson Correlation -0.441** 1 
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addiction signature. (1-tail) 0,000  

N 100 100 

**. The correlation is significant at the 0.01 level (1-tailed). 

In the hypothesis testing analysis above, a correlation coefficient (r) of -0.441 and a p-value 

of 0.000 were obtained, where 0.000 < 0.01. Based on the table above, online game addiction 

and social interaction have a significant relationship. The hypothesis testing table shows a 

negative correlation, indicating that online game addiction negatively impacts social 

interaction. This means that students with online game addiction behavior tend to have lower 

social interaction behavior. 

Table7. Independent Samples t-test 

Independent Sample Test 

 F signa

ture. 

Q df signat

ure. 

(2-

tail) 

Meaning

ful 

Differen

ces 

Std. 

Error 

Differen

ce 

95% 

Confidence 

Interval of the 

Difference 

Lower On 

Addicted 

Online 

game 

Equal 

variances 

are 

assumed 

0.8

37 

0.363 2,534 98 0.013 7,972 3,146 1,730 14,2

15 

Equal 

variances 

are not 

assumed 

  2,639 81,66

9 

0.010 7,972 3,021 1,962 13,9

82 

From the t-test above, it can be seen that there are differences in online game addiction based 

on student gender. The t-test table above shows a significance value (2-tailed) of 0.013, 

smaller than the p-value of 0.05. There are differences between male and female students in 

terms of online game addiction. The average score for online game addiction was 84.25 for 

male students and 76.28 for female students. Based on the data above, male students tend to 

have a higher incidence of online game addiction than female students. 

Table 8. Coefficient of determination of Association Size 

 R R square That Eta Field 

Social 

interactions* 

Online game 

addiction 

-.441 0.194 0.739 0.546 

The coefficient data above has an R square value of 0.194, or equal to 19.4%. Based on the R 

square value above, it can be interpreted that the magnitude of the influence of online game 

addiction on social interaction is 19.4%. Moreover, as much as 80.86% came from other 

factors outside the variables of this research. 

 

Discussion 

From the descriptive analysis, the majority of respondents fell into the category of 

moderate online game addiction (40%). It shows that most students carry out online gaming 

activities with moderate intensity. However, there is still a small percentage who show high 

and very high levels of addiction, which may indicate a more serious problem. For social 

interaction, most respondents fell into the high and medium categories (41% each). It shows 

that even though they are addicted to online games, students can still maintain a fairly good 

level of social interaction. These findings support the theory that engagement in online games 
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does not necessarily correlate with decreased social interaction but may vary depending on 

context and intensity of use. 

The Pearson correlation test results show a significant negative correlation between 

online game addiction and social interaction (r=-0.441, p=0.000). It means that the higher the 

level of online game addiction, the lower the level of social interaction. This finding aligns 

with previous research, which shows that online game addiction can reduce time and 

opportunities for social interaction, considering that much time is spent playing games rather 

than interacting with others (Gong et al., 2020; Koban et al., 2022; Yang et al., 2022). Gender 

differences in online gaming addiction were also tested using independent samples t-tests. 

The results show that men tend to have higher levels of addiction than women, with an 

average online game addiction score of 84.25 for men compared to 76.28 for women. This 

suggests that men may be more susceptible to online gaming addiction, which could be due to 

various factors, such as a tendency to engage in competitive activities and the challenges 

offered by games (Király et al., 2023; Marraudino et al., 2022). 

The R square value of 0.194 indicates that online game addiction explains around 

19.4% of the variation in social interactions. This means that 80.6% of other factors influence 

students' social interactions outside online game addiction. These factors include social 

environment, personality, family support, and other social activities (Hamid, Razaq Bin 

Ahmad, and Mahzan Awang 2019; Yu et al. 2022). Theories about the internet and online 

gaming addiction suggest that excessive use can lead to social isolation and problems in 

social interactions (Prince, Raj, and Nazini 2023; Tateno et al. 2019). However, this research 

shows that despite being addicted to online games, most students are still able to maintain 

relatively high levels of social interaction. This may indicate the existence of a compensatory 

mechanism in which students use online games as a tool to form social identities and build 

communities in virtual contexts (Rahma and Fajar 2022; Syahrivar et al. 2022).  In addition, 

these results also indicate that interventions to reduce online gaming addiction must consider 

students' social and individual contexts. Interventions that focus solely on reducing playtime 

may only be effective with understanding the social motivations and needs underlying the 

addiction. 

Addiction to online games can affect students' social interactions by reducing their 

time interacting directly with peers and family. This addiction tends to lead to social 

isolation, where students prefer playing games rather than interacting with other people. As a 

result, their communication abilities and social skills may decline. It can be related to 

enthusiasm for learning, addiction to online games often diverts students' focus and attention 

from academic activities (Masfiah and Putri 2019). This is caused by the time that should be 

used for studying being used for playing games, as well as mental fatigue due to prolonged 

playing of games. This means that addiction to online games has the potential to reduce 

enthusiasm for learning, which in turn can affect their academic achievement. Therefore, 

educators and parents need to monitor and manage students' use of online games to ensure 

they do not interfere with their learning activities and social interactions. 

This research has major advantages compared to previous research, specifically 

focusing on students in Surakarta and the impact of online game addiction on their social 

interactions. Meanwhile, previous studies, such as those conducted by Marino et al., (2020) 

And Bhagat, Jeong, & Kim, (2019), examining gaming addiction in a different context, this 

study explicitly measured a significant negative correlation between gaming addiction and 

social interactions. This study highlights an immediate decline in social interactions among 

students, an aspect that is rarely explored in depth. Therefore, the findings of this study have 

important implications for developing interventions aimed at reducing online gaming 
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addiction among students. These interventions can include educational programs regarding 

healthy game use, development of social skills, increased enthusiasm for learning and 

increased awareness of the negative impacts of online game addiction. Furthermore, this 

research underscores the importance of social and environmental support to help students 

manage their use of online games and increase their social interactions. 

 

Conclusion 

The findings of this study indicate that: 1) The level of online game addiction of most 

respondents is in the moderate addiction category. This shows that many students are 

addicted to online games but still at a less severe level. 2) Social Interaction Even though 

many students are addicted to online games, they are still able to maintain a fairly good level 

of social interaction. This shows that online game addiction does not completely hinder 

students from socializing. Pearson correlation analysis shows a significant negative 

correlation between online game addiction and social interaction. This means that the higher 

the online game addiction, the lower the student's level of social interaction. Gender 

differences in online game addiction show that there are significant differences in online 

game addiction based on gender, where men tend to have a higher level of addiction than 

women. The R square value shows that online game addiction explains about 19.4% of the 

variation in social interactions, indicating that other factors also influence it. 

 

Recommendation  
This research provides future recommendations for teachers to provide education regarding 

the negative impact of game addiction on mental and physical health, as well as encouraging 

activities that increase social interaction among students, such as group discussions, 

collaborative projects, and extracurricular activities. Students need to be given an 

understanding of the importance of maintaining a balance between time playing games and 

time studying and interacting with peers. They should be encouraged to manage their gaming 

time wisely and engage in positive social activities. Parents play an important role in 

monitoring their children's online activities and setting limits on gaming time, besides that 

open communication between parents and children about the impact of online game addiction 

can help prevent further problems. Interventions designed to reduce online gaming addiction 

should consider students' social and individual contexts and involve comprehensive 

educational programs and social support. 

 

References 
APJII. (2024). "APJII Number of Indonesian Internet Users Reaches 221 Million People." 

Apjii.or.Id. 

Arua, Godwin Nwachukwu, Shamila Mohamed Shuhidan, Haslinda Husaini, and Helen 

Obioma Ukwuaba. (2023). “Reliability Analysis of the Influence of Media and 

Information Literacy Skills on Individual Work Performance: A Pilot Study of 

Academic Staff of Colleges of Education in Southeast Nigeria.” Pp. 26–27 in 2nd 

International Conference on Information Science, Technology, Management, 

Humanities, and Business. Malaysia: ITMAHuB2023. 

Berte, Denise Ziya, Fayez Azez Mahamid, and Saida Affouneh. (2021). “Internet Addiction 

and Perceived Self-Efficacy Among University Students.” International Journal of 

Mental Health and Addiction 19(1):162–76. doi: 10.1007/s11469-019-00160-8. 

Bhagat, Sarbottam, Eui Jun Jeong, and Dan J. Kim. (2019). “The Role of Individuals' Need 

for Online Social Interactions and Interpersonal Incompetence in Digital Game 



 

Jurnal Kependidikan:  
Jurnal Hasil Penelitian dan Kajian Kepustakaan  

di Bidang Pendidikan, Pengajaran dan Pembelajaran 
https://e-journal.undikma.ac.id/index.php/jurnalkependidikan/index 

Vol. 10, No. 3 : September 2024 

                    E-ISSN: 2442-7667 

                           pp. 1067-1077 

Email: jklppm@undikma.ac.id 

 

                                                                                    Jurnal Kependidikan Vol. 10, No. 3 (September 2024) 

Copyright © 2024, The Author(s)  |1075 
 

Addiction.” International Journal of Human-Computer Interaction 36(5):449–63. doi: 

10.1080/10447318.2019.1654696. 

Bonnaire, Céline, and Darlen Baptista. (2019). “Internet Gaming Disorder in Male and 

Female Young Adults: The Role of Alexithymia, Depression, Anxiety and Gaming 

Type.” Psychiatry Research 272(1):521–30. doi: 10.1016/j.psychres.2018.12.158. 

Erevik, Eilin K., Helene Landrø, Åse L. Mattson, Joakim H. Kristensen, Puneet Kaur, and 

Ståle Pallesen. (2022). “Problem Gaming and Suicidality: A Systematic Literature 

Review.” Addictive Behaviors Reports 15(1):1–8. doi: 10.1016/j.abrep.2022.100419. 

Gong, Xiang, Kem ZK Zhang, Chongyang Chen, Christy MK Cheung, and Matthew KO Lee. 

(2020). “Antecedents and Consequences of Excessive Online Social Gaming: A 

Social Learning Perspective.” Information Technology and People 33(2):657–88. doi: 

10.1108/ITP-03-2018-0138. 

Hamid, Nurul Hidayati, Abdul Razaq Bin Ahmad, and Mohd Mahzan Awang. (2019). 

"Social Environmental Support Towards Leisure Time Activities Among Multi-

Ethnic Youth in Malaysia." Pp. 300–302 in The 2nd International Conference on 

Sustainable Development & Multi-Ethnic Society. Malaysia: Global Conferences 

Series: Social Sciences, Education and Humanities (GCSSSEH). 

Indriyani, Ina Eka, Syaharuddin Syaharuddin, and Jumriani Jumriani. (2021). "Social 

Interaction Contents on Social Studies Learning to Improve Social Skills." The 

Innovation of Social Studies Journal 2(2):93. doi: 10.20527/iis.v2i2.3085. 

Irawan, Yogi Ferdy, and Indra Prayoto. (2021). "Survey of Basic Technical Skills for Futsal 

Male High School Students." Jumora: Journal of Sports Moderation 1(02):105–14. 

James, D., and J. Drennan. (2005). “Exploring Addictive Consumption of Mobile Phone 

Technology.” Australian and New Zealand Marketing Academy Conference: 

Electronic Marketing 1(1):87–96. 

Kaya, Alican, Nuri Türk, Hasan Batmaz, and Mark D. Griffiths. (2023). “Online Gaming 

Addiction and Basic Psychological Needs Among Adolescents: The Mediating Roles 

of Meaning in Life and Responsibility.” International Journal of Mental Health and 

Addiction 1(1):1–25. doi: 10.1007/s11469-022-00994-9. 

Király, Orsolya, Patrik Koncz, Mark D. Griffiths, and Zsolt Demetrovics. (2023). “Gaming 

Disorder: A Summary of Its Characteristics and Aetiology.” Comprehensive 

Psychiatry 122(1):1–11. doi: 10.1016/j.comppsych.2023.152376. 

Koban, Kevin, Jonathan Biehl, Julian Bornemeier, and Peter Ohler. (2022). “Compensatory 

Video Gaming. Gaming Behaviors and Adverse Outcomes and the Moderating Role 

of Stress, Social Interaction Anxiety, and Loneliness.” Behavior and Information 

Technology 41(13):2727–44. doi: 10.1080/0144929X.2021.1946154. 

Kurniasanti, Kristiana Siste, Pratiwi Assandi, Raden Irawati Ismail, Martina Wiwie Setiawan 

Nasrun, and Tjhin Wiguna. (2019). “Internet Addiction: A New Addiction?” Medical 

Journal of Indonesia 28(1):82–91. doi: 10.13181/mji.v28i1.2752. 

Lemmens, Jeroen S., Patti M. Valkenburg, and Jochen Peter. (2009). “Development and 

Validation of a Game Addiction Scale for Adolescents.” Media Psychology 12(1):77–

95. doi: 10.1080/15213260802669458. 

Limone, Pierpaolo, Benedetta Ragni, and Giusi Antonia Toto. (2023). “The Epidemiology 

and Effects of Video Game Addiction: A Systematic Review and Meta-Analysis.” 

Acta Psychologica 241(October):104047. doi: 10.1016/j.actpsy.2023.104047. 

Marino, Claudia, Natale Canale, Alessio Vieno, Gabriele Caselli, Luca Scacchi, and 

Marcantonio M. Spada. (2020). “Social Anxiety and Internet Gaming Disorder: The 

Role of Motives and Metacognitions.” Journal of Behavioral Addictions 9(3):617–28. 



 

Jurnal Kependidikan:  
Jurnal Hasil Penelitian dan Kajian Kepustakaan  

di Bidang Pendidikan, Pengajaran dan Pembelajaran 
https://e-journal.undikma.ac.id/index.php/jurnalkependidikan/index 

Vol. 10, No. 3 : September 2024 

                    E-ISSN: 2442-7667 

                           pp. 1067-1077 

Email: jklppm@undikma.ac.id 

 

                                                                                    Jurnal Kependidikan Vol. 10, No. 3 (September 2024) 

Copyright © 2024, The Author(s)  |1076 
 

doi: 10.1556/2006.2020.00044. 

Marraudino, Marilena, Brigitta Bonaldo, Benedetto Vitiello, Giovanna C. Bergui, and 

Giancarlo Panzica. (2022). “Sexual Differences in Internet Gaming Disorder (IGD): 

From Psychological Features to Neuroanatomical Networks.” Journal of Clinical 

Medicine 11(4). doi: 10.3390/jcm11041018. 

Masfiah, Sofi, and Resti Vidia Putri. (2019). "Overview of the Learning Motivation of 

Students Who Are Addicted to Online Games." FOCUS (Study of Guidance & 

Counseling in Education) 2(1):1. doi: 10.22460/focus.v2i1.2970. 

Mulawarman, Dimas, Sri Novitayani, Rudi Alfiandi, Students of the Nursing Science Study 

Program, Faculty of Nursing, Syiah Kuala University, Banda Aceh, and the 

Psychiatric Nursing Science Section, Faculty of Nursing, Syiah Kuala University, 

Banda Aceh. (2022). "The Correlation Between Online Game Addiction And Social 

Interaction Among Syiah Kuala University Students." JIM FKep VI(3):75–80. 

Pramana, Cipta, Ratna Susanti, Qristin Violinda, Fransina Yoteni, Emmilia Rusdiana, 

Yohannes Johny Natu Prihanto, Reza Yuridin Purwoko, Nur Rahmah, Hasnawati, 

Fakhrurrazi, Okma Yendri, Fajeri Arkiang, Rahmah Purwahida, and Haimah. (2020). 

"Virtual Learning during the Covid-19 Pandemic, a Disruptive Technology in Higher 

Education in Indonesia." International Journal of Pharmaceutical Research 

12(2):3209–16. doi: 10.31838/IJPR/2020.12.02.430. 

Pratama, Ruby Anggara, Efri Widianti, and Hendrawati Hendrawati. (2020). "Levels of 

Online Game Addiction in Nursing Faculty Students." Journal of Nursing Care 3(2). 

doi: 10.24198/jnc.v3i2.22850. 

Prince, Xavier, Vimal Raj, and Nazini. (2023). “Impact of Online Gaming Addiction on 

Social Isolation Among First-Year Sathyabama Undergraduate Students: A Study.” 

ShodhKosh: Journal of Visual and Performing Arts 4(1):331–39. doi: 

10.29121/shodhkosh.v4.i1se.2023.513. 

Rahma, Hafidha Adila, and Yusri Fajar. (2022). "The Construction of Social Identity 

Through Digital Games Mobile Legends Bang Bang." E-Structural (English Studies 

on Translation, Culture, Literature, and Linguistics) 5(01):34–47. 

Raith, Lisa, Julie Bignill, Vasileios Stavropoulos, Prudence Millear, Andrew Allen, Helen M. 

Stallman, Jonathan Mason, Tamara De Regt, Andrew Wood, and Lee Kannis-

Dymand. (2021). “Massively Multiplayer Online Games and Well-Being: A 

Systematic Literature Review.” Frontiers in Psychology 12(1):1–13. doi: 

10.3389/fpsyg.2021.698799. 

Ren, Yirui. (2024). "Factors Influencing Willingness to Use MBTI Social Applications in 

Youth Groups - Based on a Technology Acceptance Model." Dean & Francis Press 

1(6):1–10. 

Sbarra, David A., Julia L. Briskin, and Richard B. Slatcher. (2019). “Smartphones and Close 

Relationships: The Case for an Evolutionary Mismatch.” Perspectives on 

Psychological Science 14(4):596–618. doi: 10.1177/1745691619826535. 

Shi, Jing, Rebecca Renwick, Nigel E. Turner, and Bonnie Kirsh. (2019). “Understanding the 

Lives of Problem Gamers: The Meaning, Purpose, and Influences of Video Gaming.” 

Computers in Human Behavior 97(1):291–303. doi: 10.1016/j.chb.2019.03.023. 

Statista. (2024). “Online Gaming - Statistics & Facts.” Www.Statista.Com. 

Syahrivar, Jhanghiz, Chairy Chairy, Ignatius Darma Juwono, and Tamás Gyulavári. (2022). 

“Pay to Play in Freemium Mobile Games: A Compensatory Mechanism.” 

International Journal of Retail and Distribution Management 50(1):117–34. doi: 

10.1108/IJRDM-09-2020-0358. 



 

Jurnal Kependidikan:  
Jurnal Hasil Penelitian dan Kajian Kepustakaan  

di Bidang Pendidikan, Pengajaran dan Pembelajaran 
https://e-journal.undikma.ac.id/index.php/jurnalkependidikan/index 

Vol. 10, No. 3 : September 2024 

                    E-ISSN: 2442-7667 

                           pp. 1067-1077 

Email: jklppm@undikma.ac.id 

 

                                                                                    Jurnal Kependidikan Vol. 10, No. 3 (September 2024) 

Copyright © 2024, The Author(s)  |1077 
 

T'ng, Soo Ting, Khee Hoong Ho, and Kee Pau. (2023). “Need Frustration, Gaming Motives, 

and Internet Gaming Disorder in Mobile Multiplayer Online Battle Arena (MOBA) 

Games: Through the Lens of Self-Determination Theory.” International Journal of 

Mental Health and Addiction 21(6):3821–41. doi: 10.1007/s11469-022-00825-x. 

Tateno, Masaru, Alan R. Teo, Wataru Ukai, Junichiro Kanazawa, Ryoko Katsuki, Hiroaki 

Kubo, and Takahiro A. Kato. (2019). “Internet Addiction, Smartphone Addiction, and 

Hikikomori Trait in Japanese Young Adults: Social Isolation and Social Network.” 

Frontiers in Psychiatry 10(1):1–11. doi: 10.3389/fpsyt.2019.00455. 

Yang, Shang Yu, Yu Chi Wang, Ya Chen Lee, Ying Lien Lin, Pei Lun Hsieh, and Pin Hsuan 

Lin. (2022). “Does Smartphone Addiction, Social Media Addiction, and/or Internet 

Game Addiction Affect Adolescents' Interpersonal Interactions?” Healthcare 

(Switzerland) 10(5):1–14. doi: 10.3390/HEALTHCARE10050963. 

Yu, Xianglian, Xiangtian Kong, Ziyu Cao, Zhijuan Chen, Lin Zhang, and Binbin Yu. (2022). 

“Social Support and Family Functioning during Adolescence: A Two-Wave Cross-

Lagged Study.” International Journal of Environmental Research and Public Health 

19(10):1–10. doi: 10.3390/ijerph19106327. 

Zendrato, Yusufroni, and Hendrikus Otniel Nasozaro Harefa. (2020). "The Impact of Online 

Games on Student Learning Achievement." Educativo: Journal of Education 

1(1):139–48. doi: 10.56248/educativo.v1i1.21. 

 

 

  


