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jauh dari sempurna karena keterbatasan kemampuan yang penulis miliki. Untuk itu 

demi kesempurnaan skripsi ini, penulis mengharapkan segala kritik maupun saran yang 

sifatnya membangun dari berbagai pihak. Penulis berharap skripsi ini dapat bermanfaat 

dan berguna bagi kita semua khususnya bagi pengembangan dunia Pendidikan. 

 
Denpasar, 16 Juni 2021 

 

 

 

Penulis 

 

 

 

 
  



 

v  

DAFTAR ISI 

 

Halaman 

KATA PENGANTAR ............................................................................................. i 

ABSTRAK.............................................................................................................. iii 

ABSTRACT ........................................................................................................... iv 

DAFTAR ISI ........................................................................................................... v 

DAFTAR GAMBAR ............................................................................................ vii 

DAFTAR TABEL ................................................................................................ viii 

DAFTAR LAMPIRAN ......................................................................................... ix 

BAB I ....................................................................................................................... 1 

1.1 Latar Belakang ................................................................................................. 1 

1.2 Rumusan Masalah ............................................................................................ 6 

1.3 Tujuan Penelitian ............................................................................................. 6 
1.3.1 Tujuan Umum ........................................................................................ 6 

1.3.2 Tujuan Khusus ....................................................................................... 7 

1.4 Manfaat Penelitian ........................................................................................... 7 
1.4.1 Manfaat Umum ...................................................................................... 7 

1.4.2 Manfaat Teoritis..................................................................................... 7 

BAB II ..................................................................................................................... 9 

2.1 Stress .................................................................................................................. 9 
2.1.1 Definisi Stress ....................................................................................... 9 

2.1.2 Faktor Penyebab Stress ..................................................................... 10 

2.1.3 Jenis Stress .......................................................................................... 11 

2.1.4 Dampak Stress .................................................................................... 12 

2.1.5 Respon Stress ...................................................................................... 13 

2.1.6 Tingkat Stress ..................................................................................... 14 

2.1.7 Pengukuran Tingkat Stress ............................................................... 15 

2.2 Game Online .................................................................................................... 17 
2.2.1 Definisi Game Online ......................................................................... 17 

2.2.2 Dampak Bermain Game Online ........................................................ 18 

2.2.3 Hubungan Game Online dengan Stress ............................................ 19 

2.2.4 Mekanisme terjadinya stress akibat bermain Game Online .......... 20 



 

vi  

2.3 Penelitian yang Relevan ................................................................................. 21 

2.4 Kerangka Konseptual .................................................................................... 23 

BAB III .................................................................................................................. 24 

3.1 Tempat dan Waktu Penelitian ...................................................................... 24 

3.2 Desain Penelitian ............................................................................................ 24 

3.3 Populasi dan Sampel ...................................................................................... 25 
3.3.1 Populasi Penelitian ............................................................................. 25 

3.3.2 Sampel ................................................................................................. 25 

3.4 Variabel Penelitian ......................................................................................... 26 

3.5 Definisi Operasional ....................................................................................... 26 

3.6 Alat dan Bahan Penelitian ............................................................................. 28 

3.7 Prosedur Pengambilan Data .......................................................................... 28 

3.8 Teknik Analisis Data ...................................................................................... 29 

BAB IV .................................................................................................................. 30 

4.1 Deskripsi Karakteristik Responden.............................................................. 30 
4.1.1 Karakteristik Responden Penelitian Berdasarkan Jenis Kelamin 30 

4.1.2 Karakteristik Responden Penelitian Berdasarkan Usia ................. 31 

4.2 Karakteristik Responden Penelitian Berdasarkan Kebiasaan Bermain 

Game Online .................................................................................................... 31 

4.3 Karakteristik Responden Berdasarkan Tingkat Stress .............................. 32 
4.4 Persentase Kebiasaan Bermain Game Online Mahasiswa berdasarkan 

Tingkat Stress ...................................................................................................... 34 

BAB V .................................................................................................................... 36 

BAB VI .................................................................................................................. 39 

6.1 Kesimpulan ..................................................................................................... 39 

6.2 Saran ................................................................................................................ 40 

DAFTAR PUSTAKA ........................................................................................... 41 

Jadwal Pelaksanaan ............................................................................................. 43 

Lampiran 01. Naskah Penjelasan Kepada Responden ..................................... 45 

RIWAYAT HIDUP .............................................................................................. 55 
 

 

 

 

 

  



 

vii  

 

 

DAFTAR GAMBAR 

Halaman 

Gambar 2.1 Diagram Kerangka Konsep 23 

Gambar 3.1 Diagram Desain Peneliti 25 

  



 

viii  

DAFTAR TABEL 

 

Halaman 

Tabel 3.1 Definisi Operasional  26 

Tabel 4.1 Karakteristik Responden Berdasarkan Jenis Kelamin 30 

Tabel 4.2 Karakteristik Responden Berdasarkan Usia 31 

Tabel 4.3 Tingkat Kebisaan Bermain Game Responden  32 

Tabel 4.4 Karakteristik Responden Berdasarkan Tingkat Stress  33 

Tabel 4.5 Persentase Kebiasaan Bermain Game Online Mahasiswa Berdasarkan 

Tingkat Stress  34 

 

 

 
  



 

ix  

 

DAFTAR LAMPIRAN 

Lampiran 01. Naskah Penjelasan Kepada Responden   45 

Lampiran 02. Lembar Persetujuan (Informed Consent)    46 

Lampiran 03. Kuesioner Kebiasaan Bermain Game    47 

Lampiran 04. Kuesioner Tingkat Stress     49 

Lampiran 05. Hasil Penelitian      51 

Lampiran 06. Hasil Analisis Data SPSS-25     53  


