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INTISARI 

 

Fenomena adiksi game semakin mengkhawatirkan, terutama di kalangan pemain 

MMORPG. Berdasarkan data Newzoo (2022), lebih dari 3,2 miliar orang di seluruh 

dunia bermain game, dengan 20% di antaranya menunjukkan tanda-tanda perilaku 

adiktif. Di Indonesia, survei APJII (2023) mencatat sekitar 85,3 juta orang aktif 

bermain game online, sementara laporan Southeast Asia Gaming Report (2023) 

menunjukkan bahwa lebih dari 8 juta pemain MMORPG aktif di Indonesia. 

Meningkatnya akses terhadap perangkat teknologi dan kemudahan dalam 

mengunduh game secara gratis berkontribusi terhadap peningkatan risiko adiksi 

game. Penelitian ini bertujuan untuk mengetahui hubungan antara escapism dan 

kontrol diri dengan adiksi game pada pemain MMORPG. Metode pada penelitian 

ini adalah metode kuantitatif korelasional dengan menyebar kuisioner pada 

komunitas MMORPG di Surabaya. Teknik sampling yang digunakan pada 

penelitian ini adalah sensus/total sampling pada komunitas MMORPG di Surabaya 

dengan total sampel 179 subjek. Data yang telah didapatkan kemudian dilakukan 

analisis berupa uji asumsi klasik dan uji regresi linier berganda. Hasil penelitian 

menunjukkan bahwa adanya hubungan yang signifikan antara escapism dan kontrol 

diri dengan adiksi game sebesar 36,8%. Penelitian ini juga menunjukkan bahwa 

variabel escapism memiliki korelasi positif dengan adiksi game, sedangkan variabel 

kontrol diri memiliki korelasi negatif dengan adiksi game. 

Kata kunci: adiksi game, escapism, kontrol diri, MMORPG 
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ABSTRACT  

 

The phenomenon of game addiction is increasingly worrying, especially among 

MMORPG players. Based on data from Newzoo (2022), more than 3.2 billion 

people worldwide play games, with 20% of them showing signs of addictive 

behavior. In Indonesia, the APJII survey (2023) recorded that around 85.3 million 

people actively play online games, while the Southeast Asia Gaming Report (2023) 

showed that more than 8 million MMORPG players are active in Indonesia. 

Increasing access to technological devices and the ease of downloading games for 

free contribute to the increased risk of game addiction. This study aims to determine 

the relationship between escapism and self-control with game addiction in 

MMORPG players. The method in this study is a quantitative correlational method 

by distributing questionnaires to the MMORPG community in Surabaya. The 

sampling technique used in this study was a census/total sampling in the MMORPG 

community in Surabaya with a total sample of 179 subjects. The data that has been 

obtained was then analyzed in the form of a classical assumption test and multiple 

linear regression test. The results of the study showed that there was a significant 

relationship between escapism and self-control with game addiction of 36.8%. This 

study also showed that the escapism variable had a positive correlation with game 

addiction, while the self-control variable had a negative correlation with game 

addiction. 

Keywords: game addiction, escape, self-control, MMORPG 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
  

http://digilib.uinsa.ac.id/ http://digilib.uinsa.ac.id/ http://digilib.uinsa.ac.id/  

70 
 

 

DAFTAR PUSTAKA 

 

Afiani, D., Widyorini, E., & Primastuti, E. (2023). Relationship Between 

Escapism Behavior and Neurotism Personality on Online Game Addiction in 

Adolescents. Urnal Magister Psikologi UMA, 15(1), 60–67. 

APJII. (2023). Profil Pengguna Internet Indonesia 2023. https://survei.apjii.or.id/ 

Azis, A., & Nasir, N. (2024). Hubungan Antara Kontrol Diri dengan Kecanduan 

Game Online Pada Remaja di Kota Bekasi. Jurnal Jendela Pendidikan, 4(1), 

29–38. 

Azwar, S. (2015). Metode Penelitian. Pustaka Belajar. 

Azwar, S. (2017). Reliabilitas dan Validitas. Pustaka Pelajar. 

Bányai, F., Griffiths, M. D., Demetrovics, Z., & Király, O. (2019). The mediating 

effect of motivations between psychiatric distress and gaming disorder 

among esport gamers and recreational gamers. Comprehensive Psychiatry, 

94, 152117. 

Barnett, J., & Coulson, M. (2010). Virtually real: A psychological perspective on 

massively multiplayer online games. Review of General Psychology, 14(2), 

167–179. 

Baumeister, R. F., Vohs, K. D., & Tice, D. M. (2007). The strength model of self-

control. Current Directions in Psychological Science, 10(4), 191–197. 

Biegun, J., Edgerton, J. D., & Roberts, L. W. (2021). Measuring Problem Online 

Video Gaming and Its Association With Problem Gambling and Suspected 

Motivational, Mental Health, and Behavioral Risk Factors in a Sample of 

University Students. Games and Culture, 16(4), 434–456. 

Blasi, M. D., Giardina, A., Giordano, C., Coco, G. L., Tosto, C., Billieux, J., & 

Schimmenti, A. (2019). Problematic video game use as an emotional coping 

strategy: Evidence from a sample of MMORPG gamers. Journal of 

Behavioral Addictions, 8(1), 25–34. 

Brown, R. I. E. (1993). Some contributions of the study of gambling to the study 

of other addictions. In W. R. Eadington & J. A. Cornelius (Eds.), Gambling 

behavior and problem gambling (pp. 241–272). University of Nevada. 

Chan, E., & Vorderer, P. (2006). Massively multiplayer online games. In P. 

Vorderer & J. Bryant (Eds.), Playing video games: Motives, responses, and 

consequences (pp. 77–88). Hillsdale. 

Chappell, D., Eatough, V., Davies, M., & Griffiths, M. D. (2006). EverQuest—

It’s just a computer game right? An interpretative phenomenological analysis 

of online gaming addiction. International Journal of Mental Health and 

Addiction, 4(3), 205–216. 



 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
  

http://digilib.uinsa.ac.id/ http://digilib.uinsa.ac.id/ http://digilib.uinsa.ac.id/  

71 
 

 

Chen, C.-Y., & Chang, S.-L. (2019). Moderating effects of information-oriented 

versus escapism-oriented motivations on the relationship between 

psychological well-being and problematic use of video game live-streaming 

services. Journal of Behavioral Addictions, 8(3), 564–573. 

Cudo, A., Wojtasiński, M., Tużnik, P., Fudali-Czyż, A., & Griffiths, M. D. 

(2022). The relationship between depressive symptoms, loneliness, self-

control, and gaming disorder among Polish male and female gamers: The 

indirect effects of gaming motives. International Journal of Environmental 

Research and Public Health, 19(16), 10438. 

Deleuze, J., Maurage, P., Schimmenti, A., Nuyens, F., Melzer, A., & Billieux, J. 

(2019). Escaping reality through videogames is linked to an implicit 

preference for virtual over real-life stimuli. Journal of Affective Disorders, 

245, 1024–1031. 

Ferrari, J. R., Stevens, E. B., & Jason, L. A. (2009). The role of self-regulation in 

abstinence maintenance: Effects of communal living on self-regulation. 

Journal of Groups in Addiction & Recovery, 4, 32–41. 

Gentile, D. A. (2009). Pathological video-game use among youth ages 8 to 18: A 

national study. Psychological Science, 20(5), 594–602. 

Gentile, D. A., Bailey, K., Bavelier, D., Brockmyer, J. F., Cash, H., Coyne, S., & 

Young, K. (2020). Pathological Gaming in Adolescents and Adults: A 

Longitudinal Study. Pediatrics, 145(4), e20193608. 

Ghozali, I. (2007). Aplikasi Analisis Multivariate dengan Program SPSS. Badan 

Penerbit Universitas Diponegoro. 

Griffiths, M. D. (2005). A ‘components’ model of addiction within a 

biopsychosocial framework. Journal of Substance Use, 10(4), 191–197. 

Griffiths, M. D. (2010). Online video gaming: What should educational 

psychologists know? Educational Psychology in Practice, 26(1), 35–40. 

Griffiths, M. D., & Meredith, A. (2009). Videogame addiction and its treatment. 

Journal of Contemporary Psychotherapy, 39(4), 247–253. 

Grusser, S. M., Thalemann, R., & Griffiths, M. D. (2007). Excessive computer 

game playing: Evidence for addiction and aggression? Cyberpsychology & 

Behavior, 10(2), 290–292. 

Herodotou, C., Kambouri, M., & Winters, N. (2011). The role of trait emotional 

intelligence in gamers’ preferences for play and frequency of gaming. 

Computers in Human Behavior, 27(5), 1815–1819. 

Hirschman, E. C. (1983). Predictors of Self-Projection, Fantasy Fulfillment, and 

Escapism. Journal of Social Psychology, 120(1), 63–76. 

Hussain, Z., & Griffiths, M. D. (2009). Excessive use of massively-multi-player 

online roleplaying games: A pilot study. International Journal of Mental 



 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
  

http://digilib.uinsa.ac.id/ http://digilib.uinsa.ac.id/ http://digilib.uinsa.ac.id/  

72 
 

 

Health and Addiction, 7, 563–571. 

Irfan, A. (2021). Hubungan Kontrol Diri dengan Kecanduan Game Online pada 

Remaja di Madrasah Aliyah Swasta Miftahussalam Medan. Universitas 

Medan Area. 

Jeon, H., Lee, S. J., Kim, J. A., Kim, G. M., & Jeong, E. J. (2021). Exploring the 

influence of parenting style on adolescents’ maladaptive game use through 

aggression and self-control. Sustainability, 13(8), 4589. 

Jeong, H., Yim, H. W., Lee, S. Y., Lee, H. K., Potenza, M. N., Jo, S. J., & Kim, 

G. (2020). Low self-control and aggression exert serial mediation between 

inattention/hyperactivity problems and severity of internet gaming disorder 

features longitudinally among adolescents. Journal of Behavioral Addictions, 

9(2), 401–409. 

Kardefelt-Winther, D. (2014a). A conceptual and methodological critique of 

internet addiction research: Towards a model of compensatory internet use. 

Computers in Human Behavior, 31, 351–354. 

Kardefelt-Winther, D. (2014b). The moderating role of psychosocial well-being 

on the relationship between escapism and excessive online gaming. 

Computers in Human Behavior, 38, 68–74. 

Kim, E. J., Namkoong, K., Ku, T., & Kim, S. J. (2008). The relationship between 

online game addiction and aggression, self-control and narcissistic 

personality traits. European Psychiatry, 23(3), 212–218. 

Kim, J., & Kim, S. (2020). The Impact of Game Genre on Gaming Disorder: A 

Focus on Gender Differences. Computers in Human Behavior, 105, 106204. 

Kim, M. G., & Kim, J. (2010). Cross-validation of reliability, convergent and 

discriminant validity for the problematic online game use scale. Computers 

in Human Behavior, 26(3), 389–398. 

Klinger, E. (1971). Structure and Functions of Fantasy. Wiley. 

Ko, C. H., Yen, J. Y., Chen, C. C., Chen, S. H., & Yen, C. F. (2005). Gender 

differences and related factors affecting online gaming addiction among 

Taiwanese adolescents. Journal of Nervous and Mental Disease, 193(4), 

273–277. 

Kuss, D. J., Griffiths, M. D., & Pontes, H. M. (2019). Video Game Addiction in 

Adults: A Systematic Review. Addictive Behaviors, 112, 106642. 

Kuss, D. J., Louws, J., & Wiers, R. W. (2012). Online Gaming Addiction? 

Motives Predict Addictive Play Behavior in Massively Multiplayer Online 

Role-Playing Games. Cyberpsychology, Behavior and Social Networking, 

15(9), 480–485. 

Lemmens, J. S., Valkenburg, P. M., & Peter, J. (2011). Psychosocial causes and 

consequences of pathological gaming. Computers in Human Behavior, 27(1), 



 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
  

http://digilib.uinsa.ac.id/ http://digilib.uinsa.ac.id/ http://digilib.uinsa.ac.id/  

73 
 

 

144–152. 

Lemmens, Jeroen S., Valkenburg, P. M., & Peter, J. (2009). Development and 

Validation of a Game Addiction Scale for Adolescents. Media Psychology, 

12(1), 77–95. 

Manapat, P. D., Edwards, M. C., MacKinnon, D., Poldrack, R. A., & Marsch, L. 

A. (2021). A psychometric analysis of the Brief Self-Control Scale. 

Assessment, 28(2), 395–412. 

Maroney, N., Williams, B. J., Thomas, A., Skues, J., & Moulding, R. (2019). A 

Stress-Coping Model of Problem Online Video Game Use. International 

Journal of Mental Health and Addiction, 17, 845–858. 

Maxentia, R., & Rahmandani, A. (2022). HUBUNGAN ANTARA ESCAPISM 

DENGAN KECENDERUNGAN KECANDUAN GAME ONLINE PADA 

ANGGOTA KOMUNITAS ESPORT X SEMARANG. Jurnal EMPATI, 

10(5), 334–339. 

Mehroof, M., & Griffiths, M. D. (2010). Online gaming addiction: The role of 

sensation seeking, self-control, neuroticism, aggression, state anxiety, and 

trait anxiety. Cyberpsychology, Behavior and Social Networking, 13(3), 313–

316. 

Mora, I., Ramadhani, S., Tobing, L., & Laia, M. (2022). Pengaruh kontrol diri 

terhadap kecanduan game online pada mahasiswa semester VI program studi 

farmasi fakultas farmasi dan ilmu kesehatan universitas sari mutiara 

Indonesia. Jurnal Psychomutiara, 5(1), 62–75. 

Nagygyörgy, K., Mihalik, Á., & Demetrovics, Z. (2012). Az online játékok 

pszichológiai vonatkozásai. In A média hatása a gyermekekre és fiatalokra 

(IV, pp. 242–248). Gabos. 

Nagygyörgy, K., Pápay, O., Urbán, R., Farkas, J., Kun, B., Griffiths, M. D., & 

Demetrovics, Z. (2013). Problematic online gaming: a review of the 

literature. Psychiatria Hungarica, 28(2), 122–144. 

Newzoo. (2022). Newzoo Global Games Market Report 2022. 

https://newzoo.com/resources/trend-reports/newzoo-global-games-market-

report-2022-free-version 

Peng, W., & Liu, M. (2010). Online gaming dependency: A preliminary study in 

China. Cyberpsychology, Behavior and Social Networking, 13(3), 329–333. 

Porter, G., Starcevic, V., Berle, D., & Fenech, P. (2010). Recognizing problem 

video game use. Australian and New Zealand Journal of Psychiatry, 44, 

120–128. 

Przybylski, A. K., Weinstein, N., & Murayama, K. (2020). Digital Screen Time 

and Well-Being: A Systematic Review. Development Psychology, 56(3), 

478–489. 



 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
  

http://digilib.uinsa.ac.id/ http://digilib.uinsa.ac.id/ http://digilib.uinsa.ac.id/  

74 
 

 

Ream, G. L., Elliott, L. C., & Dunlap, E. (2021). Patterns of Video Game Use and 

Their Correlates in Emerging Adulthood. Journal of Youth and Adolescence, 

50(4), 722–735. 

Rosenberg, K. P., & Feder, L. C. (2014). Behavioral Addictions: Criteria, 

Evidence, and Treatment. Elsevier. 

Sari, A. M., & Astuti, K. (2020). Hubungan antara kontrol diri dengan kecanduan 

game online pada siswa. Universitas Mercubuana Yogyakarta, 2. 

Seay, A. F., & Kraut, R. E. (2007). Project massive: Self-regulation and 

problematic use of online gaming. CHI 2007: Proceedings of the ACM 

Conference on Human Factors in Computing Systems. 

Stenseng, F., Rise, J., & Kraft, P. (2012). Activity Engagement as Escape from 

Self: The Role of Self-Suppression and Self-Expansion. Leisure Sciences: An 

Interdisciiplinary Journal, 34(1), 19–38. 

Sugiyono. (2022). METODE PENELITIAN KUANTITATIF (Setiyawan (ed.); 3rd 

ed.). Alfabeta. 

Sukindro, S. Y., & Kaloeti, D. V. S. (2022). Hubungan Antara Internet Escapism 

Dan Kecenderungan Kecanduan Internet Dengan Resiliensi Online Sebagai 

Moderator Pada Remaja Di Sma N 4 Kota Bekasi. Jurnal Empati, 11(2), 

115–121. 

Tambunan, T. H. (2024). PENGARUH KONTROL DIRI TERHADAP 

INTENSITAS BERMAIN GAME ONLINE PADA SISWA/I SMK 

SWASTA PRAMA ARTHA KABUPATEN SIMALUNGUN. Universitas 

HKBP Nommensen, 9906. 

Tangney, J. P., Baumeister, R. F., & Boone, A. L. (2004). High self-control 

predicts good adjustment, less pathology, better grades, and interpersonal 

success. Journal of Personality, 72, 271–324. 

Van Rooij, A. J., Schoenmakers, T. M., Vermulst, A. A., Van den Eijnden, R. J., 

& Van de Mheen, D. (2011). Online video game addiction: Identification of 

addicted adolescent gamers. Addiction, 106(1), 205–212. 

Wang, E. S., Chen, L. S., Lin, J. Y., & Wang, M. C. (2008). The relationship 

between leisure satisfaction and life satisfaction of adolescents concerning 

online games. Adolescence, 43(169), 177–184. 

Wang, X., Abdelhamid, M., & Sanders, G. L. (2021). Exploring the effects of 

psychological ownership, gaming motivations, and primary/secondary 

control on online game addiction. Decision Support Systems, 144, 113512. 

Wong, H. Y., Mo, P. K. H., Chan, W. W. L., & Lau, J. T. F. (2022). Depression 

and Anxiety in Female Gamers: A Cross Sectional Study. International 

Journal of Mental Health and Addiction, 20(3), 1456–1470. 

Yee, N. (2006). Motivations for play in online games. Cyberpsychology & 



 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
  

http://digilib.uinsa.ac.id/ http://digilib.uinsa.ac.id/ http://digilib.uinsa.ac.id/  

75 
 

 

Behavior, 9(6), 772–775. 

Young, K. S. (1998). Internet addiction: The emergence of a new clinical 

disorder. Cyberpsychology and Behavior, 1, 237–244. 

Young, K. S. (2009). Understanding online gaming addiction and treatment issues 

for adolescents. American Journal of Family Therapy, 37, 355–372. 

Yu, Y., Mo, P. K.-H., Zhang, J., Li, J., & Lau, J. T.-F. L. (2021). Impulsivity, 

Self-control, Interpersonal Influences, and Maladaptive Cognitions as 

Factors of Internet Gaming Disorder Among Adolescents in China: Cross-

sectional Mediation Study. Journal of Medical Internet Research, 23(10), 

e26810. 

Yusuf, M. A., Herman, H., Trisnawati, H., Abraham, A., & Rukmana, H. (2024). 

Analisis Regresi Linier Sederhana dan Berganda Beserta Penerapannya. 

Journal on Education, 6(2), 13331–13344. 

Zhou, X., & Xing, J. (2021). The relationship between college students’ online 

game addiction, family function and self-control. Health, 13(9), 910–919. 

Zuckerman, M. (1994). Behavioral Expressions and Biosocial Bases of Sensation 

Seeking. Cambridge University Press. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


