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ABSTRAK

ANALISIS MEDIASI FIVE FACTOR MODEL TERHADAP KOMPETENSI
SOSIAL REMAJA MELALUI PROBLEMATIC ONLINE GAMING

Siti Khusnul Azizah

Penelitian ini bertujuan untuk menganalisis pengaruh lima dimensi kepribadian
Five Factor Model terhadap kompetensi sosial dengan Problematic Online Gaming
(POG) sebagai mediator. Lima dimensi kepribadian yang dikaji meliputi
Extraversion, Agreeableness, Conscientiousness, Emotional  Stability
(Neuroticism), dan Openness to Experience (Intellect). Metode penelitian ini
menggunakan pendekatan kuantitatif dengan teknik analisis mediasi melalui Hayes
PROCESS Macro Model 4 pada perangkat lunak /BM SPSS 25. Teknik bootstrap
digunakan sebanyak 1000 sampel dengan tingkat kepercayaan 95%. Penelitian ini
mengambil subjek sebanyak 355 responden yang merupakan remaja di seluruh
Indonesia dengan kriteria rentang usia 16-24 Tahun yang aktif bermain game
online. Hasil penelitian menunjukkan bahwa keempat dimensi kepribadian —
Extraversion, Agreeableness, Conscientiousness, dan Openness to Experience —
berpengaruh langsung secara signifikan terhadap kompetensi sosial. Sementara itu,
Emotional Stability tidak menunjukkan pengaruh yang signifikan. Pada jalur
mediasi, Openness dan Emotional Stability berpengaruh terhadap Problematic
Online Gaming , namun Problematic Online Gaming tidak menunjukkan pengaruh
signifikan terhadap kompetensi sosial, sehingga tidak terbukti memediasi hubungan
antara kepribadian dan kompetensi sosial.Kesimpulan dari penelitian ini adalah
bahwa kompetensi sosial pada remaja lebih banyak dipengaruhi langsung oleh
karakteristik kepribadian, dan bukan melalui perilaku Problematic Online Gaming.
Temuan ini mengimplikasikan pentingnya penguatan kepribadian positif dalam
pengembangan kompetensi sosial remaja.

Kata Kunci: Five Factor Model, Kompetensi Sosial, Problematic Online Gaming,

Mediasi, Remaja
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ABSTRACT

MEDIATION ANALYSIS OF THE FIVE FACTOR MODEL ON ADOLESCENTS’
SOCIAL COMPETENCE THROUGH PROBLEMATIC ONLINE GAMING

Siti Khusnul Azizah

This study aims to analyze the influence of the Five Factor Model’s five
personality dimensions on adolescents' social competence, with Problematic
Online Gaming (POG) as a mediating variable. The personality dimensions
examined include Extraversion, Agreeableness, Conscientiousness, Emotional
Stability (Neuroticism), and Openness to Experience (Intellect). A quantitative
approach was employed, using mediation analysis through Hayes' PROCESS
Macro Model 4 in IBM SPSS 25. The bootstrap technique was applied with 1,000
samples at a 95% confidence level. The study involved 355 respondents, Indonesian
adolescents aged 16—24 years who actively play online games. Results showed that
four personality dimensions—Extraversion, Agreeableness, Conscientiousness,
and Openness to Experience—had a significant direct effect on social competence,
while Emotional Stability did not. In the mediation pathway, Openness to
Experience and Emotional Stability influenced POG,; however, POG did not
significantly affect social competence. Therefore, POG did not mediate the
relationship between personality traits and social competence. The study concludes
that adolescents’ social competence is more directly influenced by personality
characteristics rather than through Problematic Online Gaming behavior. These
findings highlight the importance of fostering positive personality traits in the
development of adolescents’ social competence.

Keywords: Five Factor Model, social competence, problematic online gaming,
mediation, adolescents
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