DAFTAR REFERENSI

Adachi, P. J. C., & Willoughby, T. (2016). The longitudinal association between
competitive video game play and aggression among adolescents. Child
Development, 87(6), 1877—1892. doi: 10.1111/cdev.12556

Adams, E., & Rollings, A. (2007). Online games. In Foundamentals of game
design (hal. 671-672). Diambil dari: http://wps.prenhall.com.

Adventa, C. (2018, 29 Oktober). 5 kekurangan moonton yang bikin pemain
mobile legends kesal. Today.line.me. Diambil dari:
https://today.line.me/id/pc/article/5+Kekurangan+Moonton+yang+Bikin+Pe
main+Mobile+Legends+Kesal-OXr6eE.

Afiah, N. (2015). Kepribadian dan agresivitas dalam berbagai budaya. Buletin
Psikologi, 23(1), 13-21. doi: 10.22146/bpsi.10573

Alfarizi, M. K. (2018, 9 Pebruari). 10 Game PC keren ini hadir di smartphone,
dijamin bikin ketagihan. Tekno.tempo.co. Diambil dari:
https://tekno.tempo.co/read/1059113/10-game-pc-keren-ini-hadir-di-
smartphone-dijamin-bikin-ketagihan/full &view=o0k

Andriansyah, Y. (2018, 2 Desember). Smartfren gelar turnamen Mobile Legends
tiap hari. Liputan6.com. Diambil dari:
https://www.liputan6.com/tekno/read/3797282/smartfren-gelar-turnamen-
mobile-legends-tiap-
hari?utm_expid=.9Z4i5ypGQeGiS7w9arwTvQ.0&utm_referrer=

Averill, J. R. (1973). Personal control over aversive stimuli and its relationship to
stress. Psychological Bulletin, 80(4), 286-303. doi: 10.1037/h0034845

Azwar, S. (2003). Dasar-dasar psikometri. Yogyakarta: Pustaka Pelajar.

Azwar, S. (2015). Penyusunan skala psikologi. (Edisi Kedua). Yogyakarta:
Pustaka Pelajar.

Azwar, S. (2017). Metode penelitian psikologi (Edisi Kedua). Yogyakarta:
Pustaka Pelajar.

Baron, R. A., & Branscombe, N. R. (2012). Social psychology (13" ed.). Boston:
Pearson.

Baumeister, R. F. (2002). Yielding to temptation: self-controlfailure, impulsive
purchasing, and consumer behavior. Journal of Consumer Research, 28(4),
670-676. doi: 10.1086/338209

Baumeister, R. F. (2013). Self-control, fluctuating will power, and forensic
practice. The Journal of Forensic Practice, 15(2), 85-96. doi:
10.1108/14636641311322278

Buss, A. H. (1961). The psychology of aggression. Diambil dari:
https://babel.hathitrust.org/cgi/pt?id=mdp.39015001638835;view=1up;seq=1
8.

Buss, A. H., & Perry, M. (1992). Personality processes and individual differences.

45



46

Journal of Personality and Social Psychology, 63(3), 452-459. doi:
10.1037/0022-3514.63.3.452

Denson, T. F., DeWall, C. N., & Finkel, E. J. (2012). Self-control and aggression.
Current Directions in Psychological Science, 21(1), 20-25. doi:
10.1177/0963721411429451

Fauzi, M. P. (2017, June 12). Tips dan trik bermain “Mobile Legends: Bang
Bang.” Okezone.com. Diambil dari:
https://techno.okezone.com/read/2017/06/12/326/1713876/tips-dan-trik-
bermain-mobile-legends-bang-bang.

Fikrie, M. (2018, 5 September). Mobile Legends janji kurangi lag dan masalah
koneksi saat bermain. Kumparan.com. Diambil dari:
https://kumparan.com/@kumparantech/mobile-legends-janji-kurangi-lag-
dan-masalah-koneksi-saat-bermain-1536145534819461355.

Gandawijaya, L. E. (2017). The correlation between self-control and electronic
aggression on social media users in emerging adulthood (Tesis, Fakultas
Psikologi Universitas Gadjah Mada).
https://doi.org/10.13140/RG.2.2.34270.74568

Ghufron, M. N., & Suminta, R. R. (2012). Teori-teori psikologi. Yogyakarta: AR-
RUZZ MEDIA.

Hamari, J., & Sjoblom, M. (2017). What is eSports and why do people watch it?
Internet Research, 27(2), 211-232. doi: 10.1108/IntR-04-2016-0085

Hollingdale, J., & Greitemeyer, T. (2014). The effect of online violent video
games on levels of aggression. PLoS ONE, 9(11), 1-5. doi:
10.1371/journal.pone.0111790

Hurlock, E. B. (1999). Psikologi perkembangan: Suatu pendekatan sepanjang
rentang kehidupan (Edisi Kelima). Jakarta: Erlangga.

Jordan, R. (2018, 25 Agustus). Jokowi hadiri young on top national conference,
siap motivasi pemuda. Detikcom. Diambil dari:
https://news.detik.com/berita/d-4181768/jokowi-hadiri-young-on-top-
national-conference-siap-motivasi-pemuda.

Keatley, D. A., Allom, V., & Mullan, B. (2017). The effects of implicit and
explicit self-control on self-reported aggression. Personality and Individual
Differences, 107, 154-158. doi: 10.1016/j.paid.2016.11.046

Khairany, C. (2019, 1 April). Bungkam Louvre.JG, ONIC juarai piala presiden
esports 2019. Antaranews.com. Diambil dari:
https://www.antaranews.com/berita/818360/bungkam-louvrejg-onic-juarai-
piala-presiden-esports-2019.

Khairany, C. (2019, 1 April). Pemerintah berencana gelar kembali Piala Presiden
Esports tahun depan. Antaranews.com. Diambil dari:
https://www.antaranews.com/berita/818365/pemerintah-berencana-gelar-
kembali-piala-presiden-esports-tahun-depan.

Lightdale, J. R., & Prentice, D. A. (1994). Rethinking sex differences in



47

aggression: Aggressive behavior in the absence of social roles. Journal of
Composite Materials, 20(1), 33—-34. doi: 10.1177/0146167294201003

Meinarno, E. A. (2009). Agresi. In S. W. Sarwono & E. A. Maeinarno (Eds.),
Psikologi sosial (p. 148). Jakarta: Salemba Humanika.

Mobile Legends: Bang Bang. (2018). Google Play. Diambil dari:
https://play.google.com/store/apps/details?id=com.mobile.legends&hl=en.
Ngazis, A. N., & Hasanah, M. (2018, 24 Mei). VIDEO: Gara-gara ML, dua
remaja berkelahi di kantor Polisi. Viva.co.id. Diambil dari:

https://www.viva.co.id/digital/doktek/1039558-video-gara-gara-ml-dua-
remaja-berkelahi-di-kantor-polisi.

Papalia, D. E., Olds, S. W., & Feldman, R. D. (2009). Perkembangan manusia.
Jakarta: Salemba Humanika.

Patnani, M. (2013). Upaya meningkatkan kemampuan problem solving pada
mahasiswa. Jurnal Psikogenesis, 1(2), 130-142. Diambil dari:
http://academicjournal.yarsi.ac.id.

PDDIKTI. (2019). Grafik Jumlah Mahasiswa Aktif. Diambil dari:
https://forlap.ristekdikti.go.id/mahasiswa/homegraphjk.

Periantalo, J. (2016). Penelitian kuantitatif untuk psikologi. Yogyakarta: Pustaka
Pelajar.

Prasetio, R. E., & H. (2013). Hubungan intensitas penggunaan game online
kekerasan dengan peilaku agresi pada pelajar di Wonosobo. Jurnal Spirits,
3(2). Diambil dari: http://psikologi.ustjogja.ac.id/.

Ray, J. V., Jones, S., Thomas, A. L., & Jennings, W. G. (2013). Testing the
stability of self-control. Criminal Justice and Behavior, 40(6), 588-607. doi:
10.1177/0093854812464222

Santrock, J. W. (2012). Perkembangan masa hidup (Edisi Ketiga Belas). Jakarta:
Erlangga.

Sarafino, E. P., & Smith, T. W. (2011). Health pschology: biopsychosocial
interactions (7" ed.). New Jersey: Wiley.

Sarwono, S. W., & Meinamo, E. A. (2009). Psikologi sosial. Jakarta: Salemba
Humanika.

Sarwono, S. W. (2002). Psikologi sosial : Individu dan teori-teori psikologi sosial.
Jakarta: Balai Pustaka.

Shafira, F. (2015). Hubungan antara kematangan emosi dengan Penyesuaian diri
pada mahasiswa perantau (Skripsi, Fakultas Psikologi Universitas
Muhammadiyah Surakarta). Diambil dari: http://eprints.ums.ac.id/.

Sofia, R. M., & Cruz, J. F. A. (2015). Self-control as a mechanism for controlling
aggression: A study in the context of sport competition. Personality and
Individual Differences, 87, 302—-306. doi: 10.1016/j.paid.2015.08.025

Sugiyono. (2017). Metode penelitian pendidikan (pendekatan kuantitatif,
kualitatif dan R&D. Bandung: CV. Alfabeta.

Sujarweni, V. W. (2018). Metodologi penelitian. Yogyakarta: PT. Pustaka Baru.



48

Sukley, M. (2018, 8 Maret). Mobile Legends is quietly out grossing arena of valor
in many countries. PocketGamer.Biz. Diambil dari:
https://www.pocketgamer.biz/asia/the-charticle/67696/mobile-legends-vs-
arena-of-valor-charticle/.

Sulis, H. (2019, 16 Maret). Download game online terbaik terpopuler 2019,
PUBG Mobile, Free Fire, AOV, Mobile Legend, Talion.
TribunLampung.co.id. Diambil dari:
http://lampung.tribunnews.com/2019/03/16/download-game-online-terbaik-
terpopuler-2019-pubg-mobile-free-fire-aov-mobile-legend-talion?page=all.

Sumiyati. (2018, 23 April). Deretan ekspresi main ml, sampai banting handphone
segala. Viva.co.id. Diambil dari:
https://www.viva.co.id/vbuzz/trending/1029350-deretan-ekspresi-main-mil-
sampai-banting-handphone-segala.

Syah, M. (2006). Psikologi belajar (Edisi Kelima). Jakarta: PT. RajaGrafindo
Persada.

Tedjasaputra, M. S. (2001). Bermain, mainan dan permainan. Jakarta: PT.
Grasindo.

Tiani, A. (2014). Hubungan antara bermain game online dengan perilaku agresif
anak di Surakarta (Skripsi, Fakultas Psikologi Universitas Muhammadiyah
Surakarta). Diambil dari: http://eprints.ums.ac.id/30752/.

Tochkov, K. (2010). Self control deficits and pathological gambling. International
Journal of Psychological Studies, 2(2), 65-69. doi: 10.5539/ijps.v2n2p65
Waas, P. M. (2015). Hubungan antara kecanduan bermain game online jenis
massively multiplayer online first person shooter dengan perilaku agresif
pada mahasiswa Universitas Kristen Satya Wacana (Skripsi, Fakultas
Psikologi  Universitas  Kristen ~Satya Wacana). Diambil  dari:

http://repository.uksw.edu/handle/123456789/8701.

Warry, C. J., Remington. B., & Sonuga-Barke, E. J. S. (1999). When more means
less: Factors affecting human self-control in a local versus global choice
paradigm. Learning  and Motivation,  30(1), 53-73.  doi:
10.1006/Imot.1998.1018


http://eprints.ums.ac.id/30752/
http://eprints.ums.ac.id/30752/

