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ABSTRAK 

Zaur Rahman, 2023. Interaksi Sosial Remaja Pemain Game Online Mobile 

Legends Dengan Teman Sebaya Di Desa Indrasari Kecamatan 

Martapura. Skripsi Program Pendidikan Sosiologi. Jurusan Pendidikan 

Ilmu Pengetahuan Sosial Fakultas Keguruan dan Ilmu Pendidikan. 

Universitas  Lambung Mangkurat. Pembimbing (I) Syahlan Mattiro, (II) 

Cucu Widaty 

 

Kata Kunci: Interaksi, Mobile Legends, Motif Tertarik.  

 

Game online adalah permainan dengan jaringan, dimana interaksi antara 

satu orang dengan yang lainnya untuk mencapai tujuan, melaksanakan misi, dan 

meraih nilai tertinggi dalam dunia virtual. Penelitian ini bertujuan untuk 

menemukan: (1) bentuk-bentuk interaksi sosial yang terjadi di kalangan remaja 

pemain game online mobile legends dengan teman sebaya (2) motif remaja tertarik 

bermain game online Mobile Legends dengan teman sebaya 

Metode Penelitian yang digunakan dalam penelitian ini adalah metode 

kualitatif. Sumber penelitian yang dipilih adalah Purposive Sampling dengan 4 

orang informan. Teknik pengumpulan data dilakukan dengan teknik observasi 

partisipan, wawancara dan dokumentasi. Analisis data yang digunakan 

menggunakan langkah-langkah reduksi data, display data dan verifikasi. Pengujian 

keabsahan data yang digunakan yaitu triangulasi waktu dan triangulasi teknik. 
Hasil penelitian menemukan bahwa (1) bentuk interaksi sosial remaja 

pemain mobile legends ada 4 yaitu Kerja sama (Cooperation), Persaingan 

(Competition), Pertentangan (Conflict) dan Akomodasi (Accomodation) (2) motif 

remaja tertarik bermain mobile legends yaitu 1) Motif Tujuan (in order to motive) 

yaitu alasan bermain game untuk mengisi waktu luang dan sebagai hiburan. 2) 

Motif Karena (Because Motive) yaitu, alasan tertarik bermain game karena banyak 

teman yang memainkan mobile legends dan perkembangan game mobile legends 

yang semakin menarik.  

Berdasarkan hasil penelitian ini, disarankan bagi pemain Game Online 

Mobile Legends disarankan agar tidak terlalu kecanduan dalam bermain Mobile 

legends terutama bagi mereka yang masih menempuh pendidikan alangkah baiknya 

mengutamakan pendidikan terlebih dahulu dibanding bermain mobile legends. 

mahasiswa/I dan masyarakat disarankan dapat mengetahui bahwa tidak selamanya 

game online Mobile legends itu berdampak buruk bagi kehidupan. Karena dari 

game mobile legends ini kita bisa mempelajari bagaimana cara membangun 

kerjasama antar pemain yang mana hal tersebut dapat mempererat ikatan sosial 

mereka.  



 

 

  
 

ABSTRACT 

 

Zaur Rahman, 2023. Social Interaction Between Teenaage Mobile Legends 

Online Game Players Anda Their Peers In Indrasari Village Martapura 

Subdistrict Sarjana’s Thesis Study Program of Sociology Education 

Department of Social Sciences Education, Faculty of Teacher Training 

and Education, University of Lambung Mangkurat. Advisor (I) Syahlan 

Mattiro, (II) Cucu Widaty 

 

Keywords: Interaction, Mobile Legends, motive for Interest.  

  

Online games are games with a network, where interaction between one 

person and another is to achieve goals, carry out missions, and achieve the highest 

score in the virtual world. This research aims to find: (1) the forms of social 

interaction that occur among teenagers who play the online game Mobile Legends 

with their peers (2) the reasons why teenagers are interested in playing the online 

game Mobile Legends with their peers. 

The research method used in this study is a qualitative method. The selected 

research source is purposive sampling with 4 informants. Data collection 

techniques were carried out using participant observation techniques, interviews 

and documentation. The data analysis used uses data reduction, data display and 

verification steps. Testing the validity of the data used is source triangulation and 

technical triangulation and using reference materials. 

The results of the research found that (1) there are 4 forms of social 

interaction among teenagers playing mobile legends, namely Cooperation, 

Competition, Conflict and Accommodation (2) the reasons why teenagers are 

interested in playing mobile legends are 1) Motive Purpose (in order to motive) is 

the reason for playing games to fill free time and as entertainment. 2) Because 

Motive, namely, the reason for being interested in playing games is because many 

friends play mobile legends and the development of mobile legends games is 

increasingly interesting. 

Based on the results of this research, it is recommended that Mobile Legends 

online game players are advised not to become too addicted to playing Mobile 

Legends, especially for those who are still studying, it would be better to prioritize 

education before playing Mobile Legends. Students and the public are advised to 

know that the Mobile Legends online game does not always have a bad impact on 

life. Because from this mobile legends game we can learn how to build cooperation 

between players, which can strengthen their social ties.  
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