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INTISARI  

Game online addiction merupakan pemakaian smartphone serta komputer secara 

berlebihan serta menimbulkan permasalahan sosial seperti, terhambatnya aktivitas 

sehari-hari karena bermain game online secara berlebihan. Tujuan dari penelitian 

ini adalah untuk mengetahui hubungan self - control dan subjective well being  

dengan Internet Game Addiction pada dewasa awal di Surabaya. Penelitian ini 

menggunakan metode kuantitatif dengan pengumpulan data menggunakan angket 

kuisioner yang disebarkan kepada 348 subjek penelitian dengan kriteria bermain 

game online dan bertempat tinggal di Surabaya. Data yang telah terkumpul 

dianalisis dengan teknis analisis regresi berganda dengan menggunakan teknik 

purposive sampling. Hasil penelitian menunjukkan signifikansi self - control 

maupun subjective well being   pada dewasa awal di Surabaya. Self – control 

memberikan sumbangan efektif sebanyak 14,52%, sedangkan subjective well being 

menyumbang sebesar 20,98% terhadap terbentuknya game online addiction. 

 

Kata kunci: self - control, subjective well being , game online addiction  
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ABSTRACT 

Online game addiction is the excessive use of smartphones and computers and 

causes social problems such as, the disruption of daily activities due to excessive 

online game playing. The purpose of this study was to determine the relationship 

between self-control and subjective well-being with Internet Game Addiction in 

early adulthood in Surabaya. This study used a quantitative method with data 

collection using a questionnaire distributed to 348 research subjects with the 

criteria of playing online games and residing in Surabaya. The collected data were 

analyzed using multiple regression analysis techniques using purposive sampling 

techniques. The results of the study showed the significance of self-control and 

subjective well-being in early adulthood in Surabaya. Self-control provided an 

effective contribution of 14.52%, while subjective well-being contributed 20.98% 

to the formation of online game addiction. 

Keywords: self - control, subjective well being , game online addiction 
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