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ABSTRAK 

 

HADI RUKMANA, 201410415111. Pengaruh Media Game Online 

PlayerUnknown’s Battlegrounds (PUBG) Terhadap Perilaku Komunikasi 

Interpersonal Remaja Di SMK Informatika Bina Generasi Bogor. Penelitian ini 

bertujuan untuk mencari tahu pengaruh media game online playerunknown’s 

battlegrounds terhadap perilaku komunikasi interpersonal remaja di SMK 

Informatika Bina Generasi Bogor yang terdiri dari komponen kognitif,afektif, dan 

komponen konatif. Penelitian ini menggunakan metode analisis data deskriftif 

dengan pendekatan kuantitatif. Populasi berjumlah 232 orang, peneliti memilih 

remaja untuk mendapati sampel dengan menentukan kriteria yaitu remaja yang 

bermain game online playerunknown’s battlegrounds sebanyak 147 orang. 

Setelah dilakukan penelitian dengan menggunakan uji regresi linear berganda 

untuk mengetahui pengaruh variabel media game online terhadap terhadap 

variabel perilaku komunikasi interpersonal, dapat dikemukakan bahwa indikator-

indikator pada media game online berpengaruh terhadap komponen sikap yang 

terdiri dari aspek kognitif, afektif, dan aspek konatif. Dari data yang telah di 

analisa juga dapat dikemukakan, media game online secara signifikansi 

mempengaruhi semua indikator perilaku komunikasi interpersonal yang terdiri 

dari komponen kognitif,afektif, dan konatif. dari hasil uji koefisien determinasi 

didapati pengaruh media vlog terhadap perilaku komunikasi interpersonal sebesar 

34,2%, sedangkan sisanya sebesar 65,8% perubahan aspek kognitif, afektif dan 

konatif remaja dipengaruhi oleh faktor lain yang tidak diamati dalam penelitian 

ini. 

 

Kata Kunci : Media Baru, Game Online, Komunikasi Interpersonal, Perilaku 

Remaja 
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ABSTRACT 

 

HADI RUKMANA, 201410415111. Effects of media game online 

PlayerUnknown’s Battlegrounds (PUBG) on Youth Interpersonal Communication 

Behaviors in Vocational High Schools Informatika Bina Generasi in Bogor.This 

study aims to find out the effect of playing game online playerunknown's 

battlegrounds on adolescent interpersonal communication behavior Vocational 

High School Informatika Bina Generasi in Bogor consisting of cognitive, 

affective, and conative components. This research uses descriptive data analysis 

method with a quantitative approach. The population was 232 people, the 

researchers cited adolescents to find samples by determining criteria, namely 

teenagers playing game online playerunknown's battlegrounds as many as 147 

people. After conducting research using multiple linear regression tests to 

determine the effect of online game media variables on interpersonal 

communication behavior variables, it can be stated that the indicators on online 

game media have an effect on the attitude component which consists of cognitive, 

affective, and conative aspects. From the data that has been analyzed it can also 

be stated, online game media significantly affects all indicators of interpersonal 

communication behavior which consists of cognitive, affective, and conative 

components. from the results of the coefficient of determination test found the 

influence of vlog media on interpersonal communication behavior by 34.2%, 

while the remaining 65.8% changes in adolescent cognitive, affective and 

conative aspects are influenced by other factors not observed in this study. 

 

 

Keywords: New Media, Online Games, Interpersonal Communication, Youth 

Behavior 
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