
24 

 
 

DAFTAR PUSTAKA 

Agussalim, Natsir, M., Jumu, L., Sukatemin, & Setiawan, F. (2020). Playing online 
game increase aggressive behavior of high school students on 4.0 century in 
Papua. Journal of Human Physiology, 2(2), 18-31. 
https://doi.org/10.30564/jhp.v2i2.2584 

Aleissa, M. A., Alenezi, S., Saleheen, H. N., Talib, S. R. B., Khan,  A. H., Altassan, 
S. A., & Alyahya, A. S. (2022). The association between video game type and 
aggressive behaviors in Saudi youth: A pilot study. Behavioral Sciences, 12(8), 
1-10. https://doi.org/10.3390/bs12080289 

Alexander, P. N. E., & Manalu, S. R. (2024). Fenomena agresi verbal dalam interaksi 
antar pemain dalam game online valorant. Interaksi Online, 13(1), 989-997. 
https://ejournal3.undip.ac.id/index.php/interaksi-online/article/view/48906 

Allen, J. J., & Anderson, C. A. (2017). General Aggression Model. In P. Roessler, C. 
A., Hoffner, & L. Vam Zoonen (Eds.), Internasional Encyclopedia of Media 
Effects. Willey-Blackwell. 
https://doi.org/10.1002/9781118783764.wbieme0078 

Alrizky, Z., Ramdhani, M., & Arindawati, W. A. (2025). Perilaku trash-talking pada 
game online Mobile Legends: (Etnografi virtual pada player Mobile Legends: 
Bang Bang). Journal Publicuho, 8(1), 26-38. 
https://doi.org/10.35817/publicuho.v8i1.615 

Ambreen, F., Fatima, A., & Amin, R. (2024). Internet gaming disorder and aggression: 
A cross-sectional study. Addicta: The Turkish Journal on Addictions, 11(2), 
217-225. https://doi.org/10.5152/ADDICTA.2024.24015 

Asari, H. V., Liza, R. G., & Isrona, L. (2024). Perbandingan tingkat adiksi game online 
dengan tingkat agresivitas pada remaja sekolah menengah pertama. SENTRI: 
Jurnal Riset Ilmiah, 3(1), 166-175.  

Becher, L., Mehlkop, G., & Satler, S. (2025). Aggressive behavior and social status: 
An experimental test of the general aggression model. Social Science 
Research, 131, 1-19. https://doi.org/10.1016/j.ssresearch.2025.103224 

Borrego-Ruiz, A., & Borrego, J. J. (2025). Adolescent aggression: A narrative review 
on the potential impact of violent video games. Psychology International, 7(1), 
1-33. https://doi.org/10.3390/psycholint7010012 

Breuer, J., & Elson, M. (2017). Frustration-aggression theory. In P. Sturmey (Ed.), 
The Wiley Handbook of Violence and Aggression (pp. 1-10). John Wiley & 
Sons, Ltd.  

Breuer, J., Scharkow, M., & Quandt, M. (2015). Sore losers? A reexamination of the 
frustration-aggression hypothesis for colocated video game play. Psychology 
of Popular Media Culture, 4(2), 126-137. https://doi.org/10.1037/ppm0000020 

Bushman, B. J., & Anderson, C. A. (2020). General aggression model. In J. V. Bulk, 
D. Ewoldsen, M. Mares, & E. Scharrer (Eds.), The Internasional Encyclopedia 
of Media Psychology (pp. 1-10). John Wiley & Sons, Inc.  

Buss, A. H., & Perry, M. (1992). The aggression questionnaire. Journal of Personality 
and Social Psychology, 63(3), 452–459. 

Chen, Y., Wang, L., Guo, S., & Gu, Q. (2025). Violent or competitive? Unpacking 
adolescent cyber-aggressive behavior in text, video, and game context. 
Frontiers in Psycology, 16, 1-11. https://doi.org.10.3389/fpsyg.2025.1577717 

Cohen, J. (1988). Statistical power analysis for the behavioral sciences (2nd ed.). 
Lawrence Erlbaum Associates. 

https://doi.org/10.30564/jhp.v2i2.2584
https://doi.org/10.3390/bs12080289
https://ejournal3.undip.ac.id/index.php/interaksi-online/article/view/48906
https://doi.org/10.1002/9781118783764.wbieme0078
https://doi.org/10.35817/publicuho.v8i1.615
https://doi.org/10.5152/ADDICTA.2024.24015
https://doi.org/10.1016/j.ssresearch.2025.103224
https://doi.org/10.3390/psycholint7010012
https://doi.org/10.1037/ppm0000020
https://doi.org.10.3389/fpsyg.2025.1577717


25 

 
 
Creswell, J. W. (2009). Research design: Qualitative, quantitative, and mixed 

methods approaches (3rd ed.). Sage Publications.  
Ding, Z., Liu, Q., & Wang, Z. (2023). Do violent video games reduce aggression? The 

roles of prosociality and cooperation. Media Psychology, 1-25. 
https://doi.org.10.1080/15213269.2022.2158348 

Dollard, J., Miller, N. E., Doob, L. W., Mowrer, O. H., & Sears, R. R. (1939). 
Frustration and Aggression. Yale University Press. 

Dugre, J. R., & Potvin, S. (2023). Neutral bases of frustration-aggression theory: A 
multi-domain meta-analysis of functional neuroimaging studies. Journal of 
Affective Disorder, 331, 64-76. https://doi.org/10.1016/j.jad.2023.03.005 

Dwibowo, S., Satyaka, A. R., & Sulistyaningsih, W. (2024). Intensitas bermain game 
online dan empati pada remaja. As-Syar’i: Jurnal Bimbingan dan Konseling 
Keluarga, 6(3), 1218-1236. https://doi.org/10.47476/assyari.v6i3.6009 

Fajrianti, A. A., Nurdin, M. N. H., & Kusuma, P. (2024). Kontrol diri dan trash-talk 
pada pemain game online. Jurnal Psikologi Talenta Mahasiswa, 3(3), 112-120. 
https://doi.org/10.26858/jtm.v3i3.61358 

Farah, Y. A., Banuelos-Moriel, A., & Dorneich, M. C. (2023). Evaluating the 
consistency of cooperative video games in inducing teamwork behaviors. 
Human Factors and Ergonomics Society, 67(1), 104-110. 
https://doi.org/10.1177/21695067231196239 

Ferguson, C. J., Gryshyna, A., Kim, J. S., Knowles, E., Nadeem, Z., Cardozo, I., 
Esser, C., Trebbi, V., & Wilis, E. (2022). Video games, frustration, violence, 
and virtual reality: Two studies. British Journal of Social Psychology, 61(1), 83-
99. https://doi.org/10.1111/bjso.12471 

Ghani, I. A., & Rozubi, N. C. (2020). Content validty and reliability of Buss and Perry 
Aggressive Questionnaire (BPAQ) inventory. International Journal of 
Education, Psychology and Counceling (IJEPC), 5(37), 297-303. 
https://doi.org/10.35631/ijepc.5370024 

Gisbert-Perez, J., Marti-Vilar, M., Merino-Soto, C., Chans, G. M., & Badenes-Ribera, 
L. (2024). Gender differences in internet gaming among university students: A 
discriminant analysis. Frontiers in Psychology, 2-10. 
https://doi.org/10.3389/fpsyg.2024.1412739 

Hardani, Andriani, H., Ustiawaty, J., Utami, E. F., Istiqomah, R. R., Fardani, R. A., 
Sukmana, D. J., & Auliya, N. H. (2020). Metode Penelitian Kualitatif dan 
Kuantitatif. CV. Pustaka Ilmu Group.  

He, Z. (2023). Research on the effect of cooperation in multiplayer games on players’ 
behavior. Proceedings of the Internasional Conference on Social Psychology 
and Humanity Studies, 281-284. https://doi.org/10.54254/2753-
7064/5/20230280 

Hilvert-Bruce, Z., & Neill, J. T. (2020). I’m just trolling: The role of normative beliefs 
in aggressive behavior in online gaming. Computers in Human Behavior, 102, 
303-311. https://doi.org/10.1016/j.chb.2019.09.003 

Horita, Y., & Hamada, S. (2024). Revisiting the bounded generalized reciprocity 
model: Ingroup favoritism and concerns about negative evaluation. Journal of 
Experimental Social Psychology, 113, 1-12. 
https://doi.org/10.1016/j.jesp.2024.104618 

Imada, H., Ito, A., Hopthrow, T., Abrams, D., Yansen, D., Willcox, K., & Rumble, A. 
(2023). Cooperation and crossed categorization in a minimal group context: 
Testing the bounded generalized reciprocity and social identity accounts. 

https://doi.org.10.1080/15213269.2022.2158348
https://doi.org/10.1016/j.jad.2023.03.005
https://doi.org/10.47476/assyari.v6i3.6009
https://doi.org/10.26858/jtm.v3i3.61358
https://doi.org/10.1177/21695067231196239
https://doi.org/10.1111/bjso.12471
https://doi.org/10.35631/ijepc.5370024
https://doi.org/10.3389/fpsyg.2024.1412739
https://doi.org/10.54254/2753-7064/5/20230280
https://doi.org/10.54254/2753-7064/5/20230280
https://doi.org/10.1016/j.chb.2019.09.003
https://doi.org/10.1016/j.jesp.2024.104618


26 

 
 

Comprehensive Results in Social Psychology, 7(3), 111-133. 
https://doi.org/10.1080/23743603.2024.2388345 

Kersten, R., & Greitemeyer, T. (2024). Human aggression in everyday life: An 
empirical test of the general aggression model. British Journal of Social 
Psychology, 63(3), 1091-1111. https://doi.org/10.1111/bjso.12718 

Kordyaka, B., Krath, J., Park, S., Wesseloh, H., & Laato, S. (2022). Understanding 
toxicity in multiplayer online games: The roles of national culture and 
demographic variables. Proceedings of the 55th Hawaii National Conference 
on System Sciences, 2908-2917.  

Kruglanski, A. W., Ellenberg, M., Szumowska, E., Molinario, E., Speckhard, A., 
Leander, N. P., Pierro, A., Cicco, G. D., & Bushman, B. J. (2023). Frustration-
aggression hypothesis reconsidered: The role of significance quest. 
Aggressive Behavior, 49(5), 445-468. https://doi.org/10.1002/ab.22092 

Lacko, D., Machackova, H., & Smahel, D. (2024). Does violence in video games 
impact aggression and empathy? A longitudinal study of Czech adolescents to 
differentiate within and between person effects. Computers in Human 
Behavior, 1-10. https://doi.org/10.1016/j.chb.2024.108341 

Lemercier-Dugarin, M., Romo, L., Tijus, C., & Zerhouni, O. (2020). “Who are the cyka 
blyat?” How empathy, impulsivity, and motivations to play predict aggressive 
behaviors in multiplayer online games. Cyberpsychology, Behavior, and Social 
Networking, 1-7. https://doi.org/10.1089/cyber.2020.0041 

Li, X., Zhu, X., Ang, R. P., Zhang, X., Bai, Y., & Chen, D. (2025). Bidirectional 
relationships between adolescent aggression and mental health conditions: 
Longitudinal evidence from secondary school students in China. Journal of 
Youth and Adolescence, 54(7), 1862-1878. https://doi.org/10.1007/s10964-
025-02167-y 

Lim, E. H., Vungthong, S., & Trakulkasemsuk, W. (2024). Trash-talking versus 
toxicity: An analysis of all chat exchanges between Southeast Asian players of 
an onlien competitive game. Learn Journal: Language Education and 
Acquisition Research Network, 17(1), 816.856.  

Nurdin, M. N. H., Firdaus, F., Piara, M., Fajrianti, A. A., & Fadilah, N. (2024). Effect 
of online game’s intensity on verbal aggression behavior in students on SMP 
Negeri 10 Makassar. Arrus Journal of Social Sciences and Humanities, 4(3), 
319-328. https://doi.org/10.35877/soshum2547 

Oze, N., & Esengol, G. (2024). From frustration in video games to aggressive 
responses. Çukurova Üniversitesi Sosyal Bilimler Enstitüsü Dergisi, 34(1), 
151-173. https://doi.org/10.35379/cusosbil.1500290 

Pais, P., Doncalves, D., Reis, D., Godinho, J., Morais, J., Picarra, M., Trindade, P., 
Alexandrovsky, D., Gerling, K., Guerreiro, J., & Rodrigues, A. (2024). A living 
framework for understanding cooperative games. Conference on Human 
Factors in Computing Systems. https://doi.org/10.1145/3613904.3641953 

Raharjo, D. B., Saragih, S., & Haque, S. A. U. (2024). Agresivitas verbal pada pemain 
Mobile Legend: Bagaimana peran intensitas bermain. INNER: Journal of 
Psychological Research, 3(4), 506-514.  

Rahman, E. F., Suarni, W., & Fajriah, L. (2025). Intensitas bermain game online 
dalam perilaku agresif pada siswa. Jurnal Sublimapsi, 6(1), 40-44.  

Ratu, H. G. P., & Ambarwati, K. D. (2023). Agresivitas pada remaja akhir perempuan 
pengguna game online jenis massively multiplayer online first person shooter. 
Jurnal Pendidikan dan Konseling, 5(2), 1625-1633.  

https://doi.org/10.1080/23743603.2024.2388345
https://doi.org/10.1111/bjso.12718
https://doi.org/10.1002/ab.22092
https://doi.org/10.1016/j.chb.2024.108341
https://doi.org/10.1089/cyber.2020.0041
https://doi.org/10.1007/s10964-025-02167-y
https://doi.org/10.1007/s10964-025-02167-y
https://doi.org/10.35877/soshum2547
https://doi.org/10.35379/cusosbil.1500290
https://doi.org/10.1145/3613904.3641953


27 

 
 
Salsabela, G., Farial, & Aminah. (2025). Frustration in mobile legends and verbal 

aggression among SMAN 12 students. Jurnal Kajian Pendidikan dan 
Psikologu, 2(3), 77-87.  

Sanderson, C. A. (2010). Social Psychology. John Wiley & Sons, Inc.  
Setyawan, D. A. (2024). Statistik Inferensial. Kementerian Kesehatan RI Politeknik 

Kesehatan Surakarta. 
Sugiyono. (2013). Metode Penelitian Kuantitatif, Kualitatif dan R & D. Alfabeta, CV.  
Sun, J., Hao. J., & Liu, Y. (2023). Short-term effects of competitive video games on 

aggression: An event-related potential study. Brain Sciences, 13(6), 1-12. 
https://doi.org/10.3390/brainsci13060904 

Ting, H., Memon, M. A., Thurasamy, R., & Cheah, J. (2025). Snowball sampling: A 
review and guidelines for survei research. Asian Journal of Business Research, 
15(1), 1-15. https://doi.org/10.14707/ajbr.250186 

Velez, J. A. (2015). Extending the theory of bounded generalized reciprocity: An 
explanation of social benefits of cooperative video game play. Computers in 
Human Behavior, 48, 481-491. https://doi.org/10.1016/j.chb.2015.02.015 

Velez, J. A., Greitemeyer, T., Whitaker, J. L., Ewoldsen, D. R., & Bushman, B. J. 
(2016). Violent video games and reciprocity: The attenuating effects of 
cooperative game play on subsequent aggression. Communication Research, 
43, 447-467. https://doi.org.10.1177/0093650214552519 

Wei, M., Lin, J., Wang, X., Chen, S., & Liu, Y. (2026). The effects of video game 
context and player relationships on prosocial behavior: The mediating role of 
reciprocal expectations. Entertainment Computing, 56, 1-11. 
https://doi.org/10.1016/J.ENTCOM.2025.101062  

Zhang, Q., Ruan, J., & Xiong, D. (2025). Differential effects of exposure to 
cooperative versus competitive games on sharing behavior in young children. 
Frontiers in Psychiatry, 16, 1-9. https://doi.org/10.3389/fpsyt.2025.1545932 

Zhao, J., Chen, S., Wei, H., & Hu, Y. (2025). Social exclusion and online aggressive 
behavior: Mediation through ego depletion and moderation through 
mindfulness. Behavioral Sciences, 15(3), 3-16. 
https://doi.org/10.3390/bs15030346 

Zhao, J., Chen, S., Wei, H., & Hu, Y. (2025). Social exclusion and online aggressive 
behavior: mediation through ego depletion and moderation through 
mindfulness. Behavioral Sciences, 15(3), 1-16. 
https://doi.org/10.3390/bs15030346 

 
 
 
 
 
 

 
 
  

https://doi.org/10.3390/brainsci13060904
https://doi.org/10.14707/ajbr.250186
https://doi.org/10.1016/j.chb.2015.02.015
https://doi.org.10.1177/0093650214552519
https://doi.org/10.1016/J.ENTCOM.2025.101062
https://doi.org/10.3389/fpsyt.2025.1545932
https://doi.org/10.3390/bs15030346
https://doi.org/10.3390/bs15030346

