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HUBUNGAN ANTARA KECANDUAN GAME ONLINE DAN KONTROL
DIRI DENGAN KECENDERUNGAN IMPULSIVE BUYING PADA REMAJA
PENGGUNA GAME ROBLOX DI SURABAYA
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adifaturahman21082002@gmail.com

ABSTRAK

Meningkatnya penggunaan game online di kalangan remaja khususnya pada platform
Roblox yang dilengkapi dengan sistem ekonomi virtual, berdampak pada
meningkatnya peluang terjadinya kecenderungan impulsive buying. Keterlibatan yang
berlebihan dalam bermain game online sering kali disertai dengan berbagai dampak
psikologis yang dapat memengaruhi perilaku konsumtif remaja. Salah satu faktor
psikologis yang diduga berperan dalam perilaku tersebut adalah kontrol diri.
Penelitian ini bertujuan untuk mengetahui hubungan antara kecanduan game online
dan kontrol diri dengan kecenderungan impulsive buying pada remaja pengguna game
Roblox di Surabaya. Penelitian ini menggunakan pendekatan kuantitatif dengan
desain korelasional. Partisipan penelitian befjumlah 351 remaja pengguna game
Roblox di Surabaya yang dipilih menggunakan teknik purposive sampling.
Pengumpulan data dilakukan menggunakan skala kecanduan game online, skala
kontrol diri, serta skala kecenderungan impulsive buying. Teknik analisis data yang
digunakan adalah analisis regresi berganda. Hasil penelitian menunjukkan bahwa
kecanduan game online memiliki hubungan positif dan signifikan dengan
kecenderungan impulsive buying (B = 0,573; p < 0,000), yang berarti semakin tinggi
tingkat kecanduan game online, semakin tinggi kecenderungan impulsive buying.
Sebaliknya, kontrol diri tidak menunjukkan hubungan yang signifikan dengan
kecenderungan impulsive buying (B = 0,009; p < 0,581). Temuan ini menunjukkan
bahwa kecanduan game online berperan secara langsung dalam meningkatkan
kecenderungan impulsive buying, sementara kontrol diri belum terbukti berperan
signifikan dalam menekan kecenderungan impulsive buying pada remaja pengguna
game Roblox di Surabaya.

Kata Kunci: Kecenderungan impulsive buying, Kecanduan game online, Kontrol diri,
Remaja, Roblox



THE RELATIONSHIP BETWEEN ONLINE GAME ADDICTION AND SELF-
CONTROL WITH IMPULSIVE BUYING TENDENCIES AMONG
ADOLESCENT ROBLOX GAME USERS IN SURABAYA

Adi Faturahman
Faculty of Psychology University of 17 August 1945 Surabaya

adifaturahman?21082002@gmail.com

ABSTRACT

The increasing use of online games among adolescents, particularly on the
Roblox platform which is equipped with a virtual economic system, has
contributed to a higher tendency toward impulsive buying. Excessive
involvement in online gaming is often accompanied by various psychological
impacts that may influence adolescents’ consumptive behavior. One
psychological factor that is assumed to play a role in this behavior is self-
control. This study aimed to examine the relationship between online game
addiction and self-control and impulsive buying tendencies among adolescent
Roblox game users in Surabaya. This study employed a quantitative approach
with a correlational design. The participants consisted of 351 adolescent
Roblox game users in Surabaya who were selected using purposive sampling.
Data were collected using an online game addiction scale, a self-control scale,
and an impulsive buying tendency scale. The data were analyzed using
multiple regression analysis. The results showed that online game addiction
had a positive and significant relationship with impulsive buying tendencies (B
= 0.573; p < 0.001), indicating that higher levels of online game addiction
were associated with higher impulsive buying tendencies. In contrast, self-
control did not show a significant relationship with impulsive buying
tendencies (B = 0.009; p = 0.581). These findings indicate that online game
addiction directly contributes to increased impulsive buying tendencies, while
self-control has not been proven to play a significant role in reducing
impulsive buying tendencies among adolescent Roblox game users in
Surabaya.

Keywords: Impulsive buying Tendencies, Online Game Addiction, Self-
Control, Adolescents, Roblox
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