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Kezia Faith Gunawan Abadi (2023), “Gambaran Stres pada Professional Player
(Proplayer) Game Online”. Skripsi sarjana strata 1. Fakultas Psikologi
Universitas Katolik Widya Mandala Surabaya

Abstrak

Perkembangan teknologi cukup berdampak bagi kehidupan manusia. Hal ini
dibuktikan dengan kita dapat melakukan berbagai aktivitas menggunakan
teknologi, seperti bermain game online. Game online merupakan suatu permainan
yang memanfaatkan jaringan internet. Adanya berbagai jenis game online
membuat munculnya cabang olahraga baru yang dikenal dengan Esport dan
pemain esport disebut sebagai professional player (proplayer). Sebagai proplayer
tentu memiliki banyak tuntutan yang dapat menyebabkan stres. Tujuan penelitian
ini adalah untuk mengetahui gambaran stres pada professional player (proplayer)
game online. Terdapat 2 indikator stres, yaitu indikator biologis dan indikator
psikologis. Penelitian ini menggunakan metode kualitatif fenomenologi dan
menggunakan teknik analisis tematik deduktif. Informan berjumlah dua orang
yang merupakan seorang professional player game online. Pengambilan data pada
penelitian ini menggunakan wawancara semi terstruktur. Hasil penelitian
menunjukkan bahwa kedua informan memiliki kesamaan dan perbedaan pada
indikator, dampak, serta cara mengatasi stres. Indikator yang terpenuhi adalah
indikator biologis dan indikator psikologis. Indikator biologis yang terpenuhi
yaitu sakit kepala, deg-degan, pola tidur dan pola makan yang tidak teratur.
Indikator psikologis yang terpenuhi yaitu perasaan cemas, sedih, overthinking,
pesimis, menjadi lebih emosional, tidak fokus, mood tidak stabil, serta kehilangan
minat untuk melakukan hal lainnya. Terdapat juga dampak stres pada kedua
informan serta cara mengatasi stres yang beragam.

Kata kunci: Stres, Professional Player, Game Online
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Kezia Faith Gunawan Abadi (2023), "Description of Stress in Professional Player
(Proplayer) Online Games". Undergraduate thesis bachelor's degree 1. Faculty of
Psychology Widya Mandala Catholic University Surabaya

Abstract

Technological developments have had an impact on human life. This is proven by
the fact that we can carry out various activities using technology, such as playing
online games. Online game is a game that utilizes the internet network. The
existence of various types of online games has led to the emergence of a new sport
known as Esport and esport players are referred to as professional players
(proplayer). As a proplayer, of course, you have many demands that can cause
stress. The purpose of this study was to describe stress on professional players
(proplayer) online games. There are 2 indicators of stress, namely biological
indicators and psychological indicators. This study uses phenomenological
qualitative methods and uses deductive thematic analysis techniques. There are
two informants who are professional online game players. Retrieval of data in this
study using semi-structured interviews. The results showed that the two
informants had similarities and differences in indicators, impacts, and ways to
deal with stress. The indicators that are met are biological indicators and
psychological indicators. Biological indicators that are met are headaches,
nervousness, sleep patterns and irregular eating patterns. The psychological
indicators that were met were feelings of anxiety, sadness, overthinking,
pessimism, becoming more emotional, unfocused, unstable mood, and losing
interest in doing other things. There is also the impact of stress on both
informants and various ways of dealing with stress.

Keywords: Stress, Professional Player, Online Games
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