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ABSTRAK 

 

Muhammad Hubbi Izzuddin (180701035). Cyberbullying : Harga Diri, dan Invisibility, Dissociative 

Imagination, Minimization Of Status & Authority pada Pengguna Game Multiplayer Online 

 
Penelitian ini bertujuan untuk mengetahui pengaruh harga diri dan invisibility, dissociative imagination, 
minimization of status & suthority terhadap cyberbullying pada pengguna game multiplayer online. 
Penelitian ini menggunakan pendekatan kuantitatif dengan menggunakan Teknik sampling 
nonprobability sampling menggunakan teknik incidental sampling. Penelitian ini menggunakan analisis 
regresi berganda. Populasi penelitian ini yaitu pengguna game multiplayer online sebanyak 109 
responden. Hasil dari penelitian ini adalah terdapat pengaruh simultan harga diri dan invisibility, 
dissociative imagination, minimization of status & suthority terhadap cyberbullying Pada Pengguna 
game multiplayer online dengan nilai signifikansi sebesar 0,000 (p<0,05). Pada analisis uji regresi H2 
diterima artinya terdapat pengaruh harga diri terhadap cyberbullying. H3 ditolak artinya tidak terdapat 
pengaruh invisibility terhadap cyberbullying. H4 ditolak artinya tidak terdapat pengaruh dissociative 
imagination terhadap cyberbullying. H5 diterima artinya terdapat pengaruh minimization of status & 
authority terhadap cyberbullying. Hasil Uji Square (R2) menunjukkan angka sebesar 0,226, yang berarti 
variabel harga diri dan variabel invisibility, dissociative imagination, minimization of status & suthority 
memberikan sumbangan sebesar 22,6% terhadap variabel cyberbullying, sedangkan sisanya sebesar 
77,4% dipengaruhi oleh variabel lain yang ditidak diteliti pada penelitian ini. Untuk penelitian 
selanjutnya untuk dapat menggunakan variabel lain yang tidak diteliti pada penelitian ini seperti 
kematangan emosi, dukungan orangtua, dan intensitas bermain game, Serta memperluas populasi subjek, 
dimana hal tersebut dapat menambah data yang diperoleh menjadi luas.  
 

Kata Kunci : Cyberbullying, Harga Diri, Faktor-faktor yang mempengaruhi Online Disinhibition
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ABSTRACT 
 

Muhammad Hubbi Izzuddin (180701035). Cyberbullying Self-Esteem, and Invisibility, Dissociative 

Imagination, Minimization Of Status & Authority on Online Multiplayer Games Users 

 
This study aims to determine the effect of self -esteem and invisibility, dissociative imagination, 
minimization of status & suthority on cyberbullying on online multiplayer game users. This study uses a 
quantitative approach using a nonprobability sampling technique using incidental sampling technique. 
This study uses multiple regression analysis. The population of this study is 109 online multiplayer game 
users. The results of this study are the effects of simultaneous self -esteem and invisibility, dissociative 
imagination, minimization of status & suthority on cyberbullying on online multiplayer game users with 
a significance value of 0,000 (p <0.05). In the analysis of the H2 regression test received, it means that 
there is an effect of self -esteem on cyberbullying. H3 is rejected, meaning that there is no influence on 
invisibility on cyberbullying. H4 is rejected, meaning that there is no influence of dissociative 
imagination on cyberbullying. H5 is accepted means that there is an influence of minimization of status 
& authority on cyberbullying. Square test results (R2) showed a figure of 0.226, which means the self -
esteem variable and invisibility, dissociative imagination, minimization of status & suthority variables 
made a contribution of 22.6% to the cyberbullying variable, while the remaining 77.4% was influenced 
by other variables by other variables. which is not examined in this study. For further research to be 
able to use other variables that are not examined in this study such as emotional maturity, parental 
support, and the intensity of playing game, as well as expanding the subject population, which can add 
to the data obtained to be broad. 

 

Keywords : cyberbullying, self-esteem, factors that affect online disinhibition


