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ABSTRAK 

NURAEYNI SITIAEYTI. Pengaruh Kelekatan Orang Tua-Remaja, 

Kecanduan Game Online, dan Keterampilan Sosial terhadap Kesejahteraan 

Psikologis Remaja. Dibimbing oleh YULINA EVA RIANY.  

Kesejahteraan psikologis remaja masih menjadi perhatian global, terutama di 

tengah pesatnya perkembangan teknologi digital yang turut mendorong 

meningkatnya aktivitas bermain game online di kalangan remaja. Penelitian ini 

bertujuan untuk menganalisis pengaruh kelekatan orang tua-remaja, kecanduan 

game online, dan keterampilan sosial terhadap kesejahteraan psikologis remaja. 

Penelitian ini menggunakan pendekatan kuantitatif dengan desain cross-sectional, 

melibatkan 215 responden berusia 15-17 tahun di Kecamatan Bogor Barat yang 

dipilih menggunakan teknik purposive sampling. Pengolahan data menggunakan 

SPSS untuk analisis deskriptif dan korelasi, serta SmartPLS untuk analisis SEM. 

Hasil penelitian menunjukkan bahwa kelekatan orang tua-remaja berpengaruh 

positif signifikan secara langsung terhadap keterampilan sosial dan kesejahteraan 

psikologis. Sedangkan, kecanduan game online berpengaruh negatif signifikan 

secara langsung terhadap keterampilan sosial. Keterampilan sosial berpengaruh 

positif signifikan secara langsung terhadap kesejahteraan psikologis serta 

memediasi pengaruh kelekatan orang tua-remaja dan kecanduan game online 

terhadap kesejahteraan psikologis remaja.  

 

Kata kunci: kecanduan game online; kelekatan orang tua-remaja; kesejahteraan 

psikologis; keterampilan sosial; remaja.  

 

ABSTRACT 

NURAEYNI SITIAEYTI. The Influence of Parent-Adolescent Attachment, 

Online Game Addiction, and Social Skills on Adolescent Psychological Well-Being. 

Supervised by YULINA EVA RIANY.  

Adolescent psychological well-being remains a global concern, particularly 

amid the rapid advancement of digital technology, which has contributed to the 

increasing prevalence of online gaming activities among adolescents. This study 

aims to analyze the influence of parent-adolescent attachment, online game 

addiction, and social skills on adolescent psychological well-being. This study 

employed a quantitative approach with a cross-sectional design, involving 215 

respondents aged 15–17 years in West Bogor District, selected using a purposive 

sampling technique. Data were analyzed using SPSS for descriptive and 

correlational analysis, while Structural Equation Modeling (SEM) was conducted 

using SmartPLS. The results revealed that parent-adolescent attachment had a 

significant direct positive effect on social skills and psychological well-being. In 

contrast, online game addiction had a significant direct negative effect on social 

skills. Social skills had a significant positive direct effect on psychological well-

being and mediated the influence of parent-adolescent attachment and online game 

addiction on adolescent psychological well-being. 

 

Keywods: adolescent; online game addiction; parent-adolescent attachment; 

psychological well-being; social skills. 
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