INTISARI

Penelitianinibertujuanuntukmengetahuidanmenganalisisperbedaanm
otivasidankonsekuensinegatifremaja yang bermain game online di
Surabaya. Objek yang diambil adalah game online Dota 2 yang
merupakanjenisdari Multiplayer Online Battle Arena (MOBA).

Data yang digunakandalampenelitianiniadalah data primer yang
diperolehdaripenyebarankuesioner. Respondendalampenelitianiniadalah
150 responden yang pernahbermainDota 2 minimal 6 bulanterakhir.
Teknikpengambilansampelpenelitianiniadalahnon-probability purposive
sampling.
Penelitianinimenggunakanpendekatankuantitatifdenganmelaluipengujiansec
arastatistik. ~ PengujiandilakukanmenggunakanujiConfirmatory ~ Factor
Analysis danUji T Independent Sample T TestdenganbantuanStatistical
Product and Service Solutions (SPSS 18.0).

Hasilpenelitianinimenunjukkanbahwaterdapatperbedaanmotivasidan
konsekuensinegatifantararemajalaki-lakidanperempuan  yang  bermain
online game Dota 2. Setiapdimensidarivariabelmotivasiyaitufun, demand,
escapemenunjukkansetiapindikatorperbedaanantaralaki-lakidanperempuan
yang bermain online game Dota 2.
Laludarivariabelkonsekuensinegatifjugamenunjukkantiapindikatorperbedaa
nantaralaki-lakidanperempuan yang bermain online game Dota 2.

Kata kunci:Motivasi,KonsekuensiNegatif, Online Games, Multiplayer
Online Battle Arena.
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ABSTRACT

This study aims to identify and analyze the differences of
motivation and negative consequences of teens who play online games
in Surabaya. The object is taken online game Dota 2, which is kind of
the Multiplayer Online Battle Arena (MOBA).

The data used in this study are primary data obtained from
questionnaires. Respondents in this study were 150 respondents who
never played Dota 2 for at least 6 months. The sampling technique of
this study was non-probability purposive sampling. This study uses a
quantitative approach through statistical testing. Tests carried out
using test Confirmatory Factor Analysis and Test T Independent
Sample T Test with the help of Statistical Product and Service Solutions
(SPSS 18.0).

The results of this study indicate that there are differences of
motivation and negative consequences among adolescent boys and
girls who play online games Dota 2. Each dimension of motivation
variable that is fun, demand, escape every indicator shows the
difference between men and women who play online games Dota 2. and
then of variable negative consequences of each indicator also shows
the differences between men and women who play online games Dota
2.
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