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ABSTRAK 

 

Nama : Muhammad Alfath Putra  

Program Studi  : Sosiologi 

Judul : Pengaruh Frekuensi Bermain Game Mobile Legend 

terhadap Trash Talk dan Agresivitas Pada Remaja 

Laki-Laki Di Kelurahan Batu Ampar, Kecamatan 

Kramat Jati.  

Pembimbing   : Dr. Andi Achdian, M.Si.  

Penelitian ini bermaksud menjelaskan pengaruh antara frekuensi bermain 

game mobile legend terhadap trash talk dan agresivitas remaja. Penelitian ini 

menggunakan metode kuantitatif deskriptif. Teori Interaksionalisme 

Simbolik George Herbert Mead digunakan dalam kerangka teori pada 

penelitian ini. Adapun pengambilan sampel dengan cara purposive sampling. 

Populasi yang digunakan adalah remaja berusia 12 sampai 18 tahun yang 

berdomisili di kelurahan Batu Ampar, Kecamatan Kramat Jati. Sampel 

sebanyak 95 orang, dan pengumpulan data dengan menggunakan kuesioner 

melalui google form. Teknik pengolahan data menggunakan SPSS versi 23. 

Analisis data menggunakan uji validitas dan reliabilitas, uji asumsi klasik, uji 

regresi linear sederhana, uji T, serta uji koefisien determinasi. Hasil uji 

regresi menunjukkan adanya pengaruh yang signifikan antara frekuensi 

bermain game mobile legend (X) terhadap Trash Talk (Y1), hasil uji T ( t 

hitung = 4,016 ) dan Agresivitas (Y2), hasil uji T (t hitung =7,932). Hasil 

koefisien determinasi pada frekuensi bermain game mobile legend terhadap 

trash talk sebesar 0,148 dan agresivitas sebesar 0.404 Maka hipotesis dalam 

penelitian ini diterima. Pengaruh frekuensi bermain game mobile legend 

terhadap trash talk sebesar 14,8% dan agresivitas sebesar 40,4%.  

 

Kata Kunci: frekuensi bermain game mobile legend, trash talk, agresivitas 
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ABSTRACT 

 

 

Name : Muhammad Alfath Putra 

Study Program   : Sociology 

Title : The Influence of the Frecuency of Playing Mobile Legends 

Game on Trash Talk and aggressiveness in teenage boy in Batu 

Ampar Village, Kramat Jati District. 

Counsellor : Dr. Andi achdian, M.Si.  

The purpose of this research to explain The impact of the Frecuency of Playing 

Mobile Legends Game on Trash Talk and aggressiveness in teenage boy. This 

research uses descriptive quantitative methods. George Herbert Mead’s Symbolic 

Interactionalism Theory is used in the theorotical framework of this research. 

Purposive sampling is the method used to obtain the sample.. The population used is 

teenagers residing in the age range of 12 to 18 who live in Batu Ampar Village, 

Kramat Jati District. The sample was 95 people, and A Google Form was used to 

collect data for the questionnaire. The data procesing using SPSS version 23. 

Reliability and validity are used in data analysis, classical assumption tests, simple 

linear regression tests, adn coefficient of determination tests. the regression tests 

findings indicate a strong correlation between the frequency of playing mobile 

legend games (X) on Trash Talk (Y1), T test results (t = 4.016) and Aggressiveness 

(Y2) T test results (t = 7.932). Coefficient determination of the frequency of playing 

mobile legend games (X) on Trash Talk (Y1) is 0,148 and aggressiveness is 0.404. 

Consequently, the study's hypothesis is approved. The Influence of the frecuency of 

playing mobile legends games on trash talk is 14,8% and aggressiveness is 40,4%. 

 

Keywords: Frecuency of Playing Mobile Legends Games, Trash Talk, 

aggressiveness
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