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ABSTRAK 

 

 

Penelitian ini bertujuan untuk mengetahui hubungan antara intensitas 

penggunaan game online dengan kemampuan problem solving pada komunitas 

esports. Penelitian ini menggunakan metode kuantitatif untuk mencapai tujuan 

penelitian. Subjek penelitian pada penelitian ini yaitu 51 mahasiswa yang tergabung 

sebagai anggota UKM Untag Esport yang diperoleh menggunakan teknik quota 

sampling. Alat ukur menggunakan skala intensitas penggunaan game online dan 

kemampuan problem solving. Analisis data menggunakan uji korelasi spearman-

brown. Hasil analisis data menunjukkan correlation coefficient sebesar 0,450 dengan 

signifikansi ρ=0.001 (<0,05), artinya terdapat hubungan positif yang signifikan antara 

intensitas penggunaan game online dan kemampuan problem solving pada komunitas 

esports, sehingga semakin tinggi intensitas dalam penggunaan game online akan 

semakin tinggu pula kemampuan problem solving pada komunitas esports. Maka 

hipotesis yang berbunyi terdapat hubungan positif antara intensitas penggunaan game 

online dan kemampuan problem solving pada komunitas esports dapat diterima. 

 

Kata Kunci: Intensitas penggunaan game online, kemampuan problem solving, 

komunitas esports  
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ABSTRCT 

 

 

This research was construct to know the relationship between intensity of 

online games uses with problem solving abilities in the esports community. This 

research uses quantitative methods to achieve research objectives. The subjects in this 

research was 51 students who were members of the UKM Untag Esport that obtained 

using the quota sampling technique. The measuring tool uses a scale of intensity of 

online games uses and problem solving abilities. Data analysis using Spearman-

Brown correlation test. The results of data analysis show a correlation coefficient 

=0.450 with a significance ρ=0.001 (<0.05), meaning that there is a significant 

positive relationship between the intensity of online games uses and problem solving 

abilities in the esports community, which mean the higher the intensity of online 

games uses, the higher the problem solving ability in the esports community. The 

hypothesis that there is a positive relationship between the intensity of online games 

uses and problem solving abilities in the esports community is acceptable. 
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