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ABSTRAK 

 

Penelitian ini bertujuan menganalisis hubungan antara kecanduan game online 

dengan prokrastinasi pada atlet E-Sports Dispora Kabupaten Lahat. Metode 

penelitian menggunakan pendekatan kuantitatif dengan sampel 50 atlet yang masih 

menempuh pendidikan. Hasil penelitian menunjukkan mayoritas responden 

memiliki kecenderungan kecanduan game online berupa peningkatan durasi 

bermain dan perasaan tidak puas, serta mengalami prokrastinasi akademik terutama 

dalam menunda tugas. Analisis data menunjukkan adanya hubungan signifikan 

antara kecanduan game online dengan prokrastinasi akademik pada atlet E-Sports. 

Kata Kunci : Kecanduan Game Online, Prokrastinasi Akademik, E-Sport, 

Atlet, Dispora Kabupaten Lahat 
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ABSTRACT 

 

This study aims to analyze the relationship between online game addiction and 

procrastination in e-sports athletes from the Lahat Regency Youth and Sports 

Agency (Dispora). The research method used a quantitative approach with a sample 

of 50 athletes still studying. The results showed that the majority of respondents 

tended to be addicted to online games, characterized by increased playing time and 

feelings of dissatisfaction, as well as academic procrastination, particularly in 

postponing assignments. Data analysis revealed a significant relationship between 

online game addiction and academic procrastination in e-sports athletes. 

Keywords: Online Game Addiction, Academic Procrastination, E-sports, 

Athletes, Lahat Regency Youth and Sports Agency 

 

 

 

 

 


