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Abstract

The ease of internet access enables a lot of students to play online games.
However, if the online games are uncontrollably played, students will get
addicted. This study aimed to determine the relationship between self-
regulation, parent-adolescent attachment, and self-concept with online game
addiction tendency by Public Senior High School students in Semarang City
amounted to 391 people. Quota random sampling and self-regulation
questionnaire adopted from Miller & Brown (1991), attachment scale adopted
from Gullone and Robinson (2005), self-concept scale (Tennessee Self-Concept
Scale) from Burn (1993), and online game addiction from Lemmens (2009)
were used to sample the students. Findings showed that the online game
addiction tendency by the students of Public Senior High School in Semarang
City was low. Further, the researchers found that self-regulation, attachment,
and self-concept had negative and significant relationships with online game
addiction. To follow-up these findings, prevention needs to be addressed to
online game addiction by strengthening self-regulation, positive self-concept
and building parents and adolescents interactions.
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INTRODUCTION

Problematic internet use has been an
issue for some adolescents. It is complex and
multifaceted (Wang, 2001). In daily life, the
problem can be found in the way students play
game and access social media while learning
process is in progress (Oktaviani, 2011). As
stated by Shen and Williams (2011) online game
is a form of popular entertainment which may
affect the quality of its player. More notably, it
will bring negative effects for students if they do
not effectively access and play that game.
Yovanka in Eka, et al. (2020) state that students
who are addicted to online game tend to have
lower motivation than those who play it for
spending leisure time. Consequently, those who
are addicted will get difficulties in managing
daily activities (Pujiastuti, 2015). Online game
addiction also has negative impacts on
adolescents’ personality, low academic scores,
unhealthy sleep time, irregular eating patterns
and healthiness (Kusumah, 2011).

Senior High School students’ online
game excessive behavior is increasing day by
day and makes the number of addicted players
One thing which this
phenomenon is the lack of self-regulation
(Effendi, 2017), low self-control (Mehroof &
Griffith, 2010; Wan and Choiu, 2007; Teng, Li
and Liu, 2014) and the existence of conflicts
between adolescents and parents resulting in

increase. causes

disruption of parents-adolescents attachment
(Yen et al, 2007: 325; Agarwal, Agarwal &
Mallick, 2014; Prastiwi Yunita Dewi, 2009; Liu
and Kuo, 2007). In fact, the various tendencies
of online game addiction can be reduced if
adolescents have good self-regulation, self-
concept, and adolescent-parent attachment.
Through good self-regulation, adolescents can
retain cognition, behavior and affection to
systematically orient towards the achievement of
their  goals. Similarly, adolescent-parent
attachment through good communication can
prevent compulsive internet and online game use
(Van de Eijnden, et al, 2010: 87). Acceptance
from other people and friends can also indirectly
develop adolescents’ positive self-concept to

reduce online game addiction. It is because one

of factors that influences self-concept is peers

(Hurlock, 2002).
Self-regulation is a that

to aggression modulation and

variable
contributes
positive psychological characteristics
development which in turn can reduce negative
effects from the internet. This variable is
significant for helping an individual controlling
his surroundings and emotional impulses that
can interfere his development (Cervone &
Pervin, 2010). Self-ability needs to be owned by
an individual to be free from online game
addiction. Based on Seay A. F. study (2007)
online game addiction can be changed and
prevented using good self-regulation. Without
regulation, time and frequency of online gaming
will affect the players and lead to addiction
(Carey and Neal, 2004).

Adolescents will have difficulties in
managing time spent playing online games
without effective supervision from family (Yen,
et al, 2007). Conflicts between adolescents and
parents satisfaction from family

functions are related to internet addiction, for

and low

parental roles are needed to prevent adolescents

from compulsively playing online games.
Another cause is parenting patterns. Adolescents
with uncontrolled parenting will release their
inconveniences emotionally and psychologically
by playing online games. This matter is strongly
connected to online game addiction by
adolescents (Braumrind, 1991).

One’s self-concept can be formed by a
tendency of playing online games and result in
the withdrawal from a process. This desire leads
a person to neglect daily life problems. Agarwal
and Mallick (2014) in their study conclude the
of self-concept (health and sex
suitability,  ability, self-confidence,  self-

acceptance, worthiness, belief, guilt, friendliness,

constructs

emotion in the present, past and future) are
negatively correlated to online game addiction.
Therefore, self-concept is possibly assumed as
the source of online game addiction by an
individual.

Studies of online game addiction have
been done by many researches in some countries
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in Europe such as UK (Mehroof & Griffith,
2010), the Netherlands (Van de Eijden et al,
2010: 87) and China (Teng, Li and Liu, 2014).
Some done by Indonesian.
Unfortunately, the analyses have been mostly

are  even
focused on the effects of online game addiction
and factors influencing children to get addicted
by online game (Anandari, 2013). Accordingly,
the current study attempted to investigate this
phenomenon from the perspectives of self-
regulation, adolescent-parent attachment, and
self-concept on online game addiction. This was
motivated by the need of predicting self-
regulation, adolescent-parent attachment and
self-concept of students who are addicted to
online games so that guidance and counseling
teachers would have a basis for preventing
students from online game addiction. Besides,
the findings of this study can be a basis for the
future studies. Given these concerns, this study
aimed to analyze the relationship between self-
regulation, adolescent-parent attachment, and
self-concept on online game addiction by Senior
High School students.

METHODS

In conducting this study, the researchers
took respondents from eight Public Senior High
School in Semarang City using quota random
sampling and sloving formula at 5% degree of
error. Of these methods, there obtained 391
students as the respondents who were later
assigned to fill in four psychological scales.

Students’ online game addiction data
were measured using Lemmens scale (2009)
covering seven aspects, namely salience,
tolerance, mood modification, withdrawal,
relapse, conflict and problems. This scale has 21
favorable statement items with good results of
validity and reliability test, namely (0.38-0.80)
for the wvalidity range and (0.90) for the
reliability.

Self-regulation in this study was measured
using SRQ (Self-Regulation Questionnaire)
developed by Miller & Brown (199). It consists
of 63 statement items including 36 favorable

items and 27 unfavorable items distributed

randomly. These items were designed based on
seven components of self-regulation, namely: (1)
Receiving; 2 Evaluating (evaluating
information and comparing it with norms); (3)
Triggering (pushing to change); (4) Searching
options);  (5)
plans);  (6)
(implementing the plan); and (7) Assessing

for Formulating

Implementing

(looking
(formulating

(assessing the effectiveness of the plan). One
example of the item is “I always monitor track
of my progress toward my goals.” Regarding
validity and reliability tests, this instrument has
a good result that are (0.39-0.70) for validity
range and (0.91) for reliability.

Adolescent-parent attachment was
measured using a scale developed by Gullone
and Robinson (2005). 25 statement items are
available in this scale, including 15 favorable
items and 10 unfavorable items distributed
randomly. These items explain three indicators,
namely trust, communication, and alienation.
One of its statement is “I believe in my parents”.
Based on validity and reliability tests, this
instrument has validity range of (0.37-0.67) and
reliability of (0.87) indicating that the instrument
is good.

To measure self-concept, the researchers
used Tennessee Self-Concept Scale created by
Burn (1993). It has

containing 10 items indicating self-criticism

100 statement items
score and 90 items indicating self-esteem. Of 100
items, this instrument divides them into 55
favorable items and 45 wunfavorable items
randomly based on two dimensions, namely
internal dimension consisting of three parts
(Identity self, judging self and behavioral self)
and external dimension covering five parts
(physical self, moral-ethical self, personal self,
family self and social self). One example of an
item on this scale is “I don't think my family has
any faith in me”. The results of the validity and
reliability tests state that this scale has a good
level of validity and reliability. Its validity ranges
from (0.37-0.67) and reliability (0.95). All scales
in this study were in the form of a Likert scale
consisting of 5 scaling scores (1 = Strongly

Disagree, 5 = Strongly Agree).
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In analysis process, the researchers used
Microsoft Excel and SPSS software. The data of
information source profile and variables were
calculated and presented in form of table. For
data,
classification ranging from very low, low, high,
and very high Dbased on
achievement. Once the respondents were given

the variable the researchers made a

respondents’

scores according to the terms and conditions
stated in the data collection procedures, their
data were then analyzed using multiple linear
regression analysis. Before that, linearity and
data normality tests were done through
Kolmogorov smirnov test and heteroscedasticity

test.

RESULTS AND DISCUSSION

The results of descriptive statistical data
measured using Self-Regulation Questionnaire
obtained the value of (M = 156.8; SD = 25.1).
Next, the predictor of attachment gained the
value of (M = 71.2; SD = 11.2), while self-
concept predictor measured using Tennessee
Self-Concept Scale got a value of (M = 216.4;
SD = 25.8). The last, variable of online game
addiction tendency gained the value of (M =
42.4; SD = 10.2). Detailed results can be seen as
follows:

Table 1. Categories of the Level of Self-Regulation, Attachment, Self-Concept and Online Game

Behavior Tendencies

o Self-Regulation Adolescent-Parent Self- Onli.ne. Game
Criteria %) Attachment Concept Addiction
(%) (%) (%)
Very High 5.1 6.1 1.8 0.3
High 71.6 66.8 56.8 7.4
Low 17.6 22.3 38.9 60.4
Very Low 5.6 4.1 2.6 32.0
Mean 156.8 71.2 216.4 424
SD 25.1 11.2 25.8 10.2

Table 1 shows online game addiction was
in the low category (60.4%) and the level of

attachment of parents and adolescent was in the
high category (66.8%) and self-concept was in

student self-regulation was in the high category the high category (56.8%).
(71.6%). In addition, the description of the
Table 2. The Results of Multiple Linear Regression Analysis on Online Game Addiction
Predictors B t P R R2 F p
Criterium: Online Game Addiction 0.51 0.26 47.58 <0.01
Self-Regulation -0.31 -6.44 <0.01
Kelekatan | Attachment -0.42 -9.23 <0.01
Self-Concept -0.39 -8.34 <0.01

By referring to table 2, it is understandable
that self-regulation and online game addiction
had a significant relationship (8 = -0.31; t (1.389)
= -6.44; p <0.01). Thus, self-regulation was a
significant predictor of students’ online game
addiction. Meanwhile, the value of B = (-0.31)

meant that self-regulation had a negative
relationship with the online game addiction by
(31.1%). Moreover, there was a significant
relationship between attachment and online
game addiction (B = -0.42; t (1.389) = (-9.23); p
<0.01). It indicated that attachment performed
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as a significant predictor of students’ online
game addiction. Since the value of B got (-0.42),
it meant that attachment had a negative
relationship with online game addiction (42.4%).

Furthermore, the results of analysis in
table 2 also proved that there was a significant
relationship between self-concept and game
online addiction (p = -0.39; t (1.389) = -8.34; p
<0.01) explaining that self-concept was a
significant predictor of students’ online game
addiction. The value B = (-0.39) conveyed that
self-concept had a negative relationship with
online game addiction by (39.0%) supported by
a study by Agarwal and Mallick (2014) which
revealed that online game addiction is getting
higher in negative self-concept. Again, table 2
informs a significant regression equation (F
(3.38) = 47.58 <0.01) with R value of (0.51).
Hence, self-regulation, attachment and self-

concept apparently became the significant
predictor of online game addiction. In details,
self-regulation, adolescent-parent attachment,
and self-concept jointly and simultaneously
explained online addiction variable
(26.9%)

The findings of this study are in line
with Pujiastuti’s study (2015) which argues that

there is a negative relationship between self-

game

regulation and online game addiction. The
addiction depends
surroundings. Students’ control of online game
will be greatly influenced by self-regulation.

on oneself, not one’s

Baron and Byrne (2005) state that secure
attachment is a bond made between parents and
children to form an individual who has great
self-esteem, self-confidence,
attitudes, and positive thoughts about himself
and others. It is one of main factors contributing
to social skills. In other words, the increase in

interpersonal

parental attachment will provide meaningful
contribution to social skills. According to social
theorist, Erik Erikson, this effort is surely helpful
for children psychosocial development especially
in the period of trust versus mistrust. In this
period, belief will be instilled within children
based on their attached figures. This belief will
exist when children get enough comfort, security
and affection from parents. Conversely, if the

5

treatment received by children is far from a sense
of security, lack of affection from their attached
figures mistrust will develop within them.
Children will easily be suspicious of other
people, grow into a person who has low self-
confidence and get difficulties in the acceptance
by their social environment.

In accordance with the findings, online
game addiction experienced by students was
caused by low self-regulation, negative self-
concept, and low attachment. This is supported
by Lei and Wu (2007) who describe attachment
as a pathological factor that emerges online
game addiction. Correspondingly, Ban Den
Eijnden, et al (2010) mention online game
addiction can be compulsively prevented by
parents’ roles.

An implication that can be done in the
field of guidance and counseling is that guidance
and counseling needs to pay attention to the
health of individual development. According to
Dollarhide (2011) development guidance and
counseling would truly play a significant role in
dealing and preparing today’s adolescents to
have good quality, especially the roles of
guidance and counseling in coping with students
who have online game addiction in relation to
the improvement of self-regulation, self-concept,
and parent-student attachment so that the
students can perform their personal and social
functions well.

CONCLUSION

On the report of the findings, it can be
concluded that self-regulation has a negative and
significant relationship with online game
addiction, parent-adolescent attachment variable
has a negative and significant relationship with
online game addiction, self-concept variable has
a negative and significant relationship with
online game addiction, and those variables
jointly  have negative and  significant
relationships with online game addiction by
students in SMA Negeri in Semarang City both
partially and fully.

School

provide effective efforts to strengthen students’

counselors are suggested to
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self-regulation, build active interactions between
parents and students, and encourage students to
have positive self-concept. All these things are
focused on the prevention of online game
addiction by students.
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