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ABSTRAK

Andhika Pramana Putra. BP 1310812002. Jurusan Sosiologi. Fakultas Ilmu
Sosial dan Ilmu Politik. Universitas Andalas. Judul Skripsi: Kecanduan Game
Online dikalangan Remaja Nagari Koto VIII Pelangai Kecamatan Ranah Pesisir
Kabupaten Pesisir Selatan. Pembimbing: Dra. Dwiyanti Hanandini, MSi.

Fenomena bermain game online dikalangan remaja merupakan suatu hal yang
harus diperhatikan. Munculnya game online telah menimbulkan risiko baru bagi remaja,
yakni risiko kecanduan. Berdasarkan dari latar belakang masalah, peneliti tertarik untuk
mengangkat permasalahan ini karena sudah memberikan banyak dampak yang tidak
baik untuk anak remaja, khusunya di Indonesia.

Penelitian ini menggunakan teori perbedaan pergaulan (differential association)
yang dikemukakan oleh Edwin Sutherland. Pendekatan metode yang digunakan adalah
kualitatif dengan tipe penelitian deskriptif. Dalam pengumpulan data digunakan teknik
observasi non-partisipan dan wawancara mendalam. Pemilihan informan dilakukan
dengan teknik purposive sampling. Lokasi penelitian dilakukan di Nagari Koto VIII
Pelangai, Kecamatan Ranah Pesisir Kabupaten Pesisir Selatan. Dari penelitian ini
ditemukan bentuk perilaku menyimpang remaja akibat kecanduan game online seperti
bolos sekolah, berkata kotor, pornografi dan narkoba, perjudian, malas, serta suka
berbohong. Dari bentuk perilaku menyimpang yang dilakukan remaja pecandu game
online tersebut, tentu ada hal lain yang mendorong seorang remaja menjadi kecanduan
bermain game online yaitu seperti kurangnya kontrol dari orangtua, adanya berbagai
fitur dan konten menarik di dalam game online, sampai kepada bisa menghasilkan uang
dari perjudian yang ada di dalam game online.

Kata Kunci : Game online, perilaku menyimpang, faktor pendorong, teori perbedaan
pergaulan
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ABSTRACT
Andhika Pramana Putra. BP 1310812002. Department of Sociology. Faculty of
Social Science and Political Science. Andalas University. Thesis Title: Game
Online Game Addiction among Adolescents Nagari Koto VIII Pelangai, Ranah
Pesisir District, Pesisir Selatan District. Advisor: Dra. Dwiyanti Hanandini, MSi.

The phenomenon of playing online games among teenagers is something that must
be considered. The emergence of online games has created a new risk for teenagers,
namely the risk of addiction. Based on the background of the problem, researchers are
interested in raising this problem because it has had many bad impacts on adolescents,
especially in Indonesia.

This study uses the theory of social differences (differential association) proposed
by Edwin Sutherland. The method approach used is qualitative with descriptive research
type. In data collection, non-participant observation and in-depth interviews were used.
The selection of informants was carried out by using purposive sampling technique. The
research location was conducted in Nagari Koto VIII Pelangai, Ranah Pesisir District,
Pesisir Selatan Regency. From this study found deviant forms of adolescent online
game addicts such as skipping school, speaking dirty (verbal bullying) and committing
acts of violence, pornography and drugs, gambling, laziness, and lying. From the form
of deviant behavior carried out by teenage addicts to online games, of course there are
other things that encourage a teenager to become addicted to playing online games,
namely the various interesting features and content in online games based on time
sharing (groups), the term push rank, until to make money from online gambling.

Keywords: Online games, deviant behavior, driving factors, social difference theory
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