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ABSTRAK 

 

Penelitian ini dilatarbelakangi oleh maraknya praktik cyberbullying verbal dalam fitur 

chat game Mobile Legends: Bang Bang yang berpotensi berkaitan dengan kondisi 

emosional pemain. Penelitian ini bertujuan untuk mengetahui hubungan antara 

cyberbullying verbal dengan tingkat depresi dan tingkat kecemasan mahasiswa Ilmu 

Komunikasi Universitas Nasional angkatan 2022. Penelitian menggunakan pendekatan 

kuantitatif korelasional dengan teknik pengumpulan data melalui kuesioner berbasis 

skala Likert yang disusun berdasarkan indikator teoretis masing-masing variabel. 

Analisis data dilakukan menggunakan uji korelasi Spearman karena data tidak 

berdistribusi normal. Hasil penelitian menunjukkan adanya hubungan positif dan 

signifikan antara cyberbullying verbal dengan tingkat depresi (rs = 0,712; p < 0,05) 

serta tingkat kecemasan (rs = 0,660; p < 0,05). Temuan ini menunjukkan bahwa 

semakin tinggi paparan cyberbullying verbal yang diterima responden, semakin tinggi 

pula kecenderungan tingkat depresi dan kecemasan yang dialami. Penelitian ini 

menegaskan pentingnya etika komunikasi digital dalam lingkungan game daring. 

 

Kata Kunci :  
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ABSTRACT 

 

This study is motivated by the increasing prevalence of verbal cyberbullying within the 

chat feature of the online game Mobile Legends: Bang Bang, which may be associated 

with players’ emotional conditions. The research aims to examine the relationship 

between verbal cyberbullying and levels of depression and anxiety among 

Communication Science students of Universitas Nasional, class of 2022. A quantitative 

correlational approach was employed, with data collected through a Likert-scale 

questionnaire developed based on theoretical indicators of each variable. Data were 

analyzed using Spearman’s rank correlation test due to the non-normal distribution of 

the data. The results indicate a positive and significant relationship between verbal 

cyberbullying and depression levels (rs = 0.712; p < 0.05), as well as anxiety levels 

(rs = 0.660; p < 0.05). These findings suggest that higher exposure to verbal 

cyberbullying is associated with higher tendencies of depression and anxiety. This 

study highlights the importance of digital communication ethics within online gaming 

environments. 
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