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ABSTRAK 

Penelitian ini menganalisis pengaruh anonimitas dan interaksi virtual terhadap 

cyber harassment di Roblox serta peran pengembang dalam pencegahannya. 

Penelitian hukum empiris ini menggunakan data kuantitatif dari kuesioner 79 

pemain Roblox Indonesia usia 18–24 tahun (analisis regresi linear berganda), data 

kualitatif dari wawancara empat informan, dan studi kepustakaan. Hasil regresi: 

anonimitas (β=0,389; p<0,001) dan interaksi virtual (β=0,539; p<0,001) 

berpengaruh positif signifikan terhadap cyber harassment, bersama menjelaskan 

55,6% variasi (R²=0,556). Anonimitas sebagai "jubah psikologis" melemahkan 

hambatan moral, interaksi virtual (terutama voice chat) menjadi kanal utama 

pelecehan yang dikonfirmasi seluruh informan. Peran pengembang Roblox belum 

memadai: Community Standards lemah penegakan, sensor kata tidak efektif, voice 

chat tanpa filter, laporan lambat, serta sanksi ringan tanpa efek jera. Roblox sebagai 

PSE pihak ketiga hanya bisa memberi sanksi administratif. Sebagai Penyelenggara 

Sistem Elektronik (PSE) pihak ketiga, Roblox hanya dapat memberikan sanksi 

administratif internal. Penelitian ini merekomendasikan penguatan penindakan 

hukum terhadap pelaku, kerja sama lintas yurisdiksi, serta kepatuhan platform 

peraturan yang ada tanpa merusak esensi interaksi virtual dalam game. 

Kata kunci: Anonimitas, interaksi virtual, cyber harassment, Roblox, moderasi 

platform 

 

ABSTRACT 

This study analyzes the influence of anonymity and virtual interaction on cyber 

harassment on Roblox, as well as the role of developers in preventing it. This 

empirical legal study uses quantitative data from questionnaires completed by 79 

Indonesian Roblox players aged 18–24 (multiple linear regression analysis), 

qualitative data from interviews with four informants, and a literature review. 

Regression results: anonymity (β=0.389; p<0.001) and virtual interaction 

(β=0.539; p<0.001) have a significant positive effect on cyber harassment, together 

explaining 55.6% of the variation (R²=0.556). Anonymity, acting as a 

“psychological cloak,” weakens moral inhibitions, while virtual interaction 

(particularly voice chat) serves as the primary channel for harassment, a finding 

confirmed by all informants. Roblox developers’ role has been inadequate: weak 

enforcement of Community Standards, ineffective word filtering, unfiltered voice 

chat, slow response to reports, and lenient penalties that lack a deterrent effect. As 

a third-party Electronic System Operator, Roblox can only impose administrative 

sanctions. As a third-party Electronic System Operator (ESO), Roblox can only 

impose internal administrative sanctions. This study recommends strengthening 

legal action against perpetrators, cross-jurisdictional cooperation, and platform 

compliance with existing regulations without undermining the essence of virtual 

interaction within the game. 

Keywords: Anonymity, virtual interaction, cyber harassment, Roblox, platform 

moderation 

 



ix 
 

DAFTAR ISI  

 

LEMBAR PERSETUJUAN SKRIPSI ..................................................................i 

PENGESAHAN ...................................................................................................... ii 

BIODATA PENULIS............................................................................................. iii 

PERNYATAAN ORISINALITAS ........................................................................ iv 

PERNYATAAN PERSETUJUAN PUBLIKASI SKRIPSI UNTUK 

KEPENTINGAN AKADEMIK ............................................................................ v 

KATA PENGANTAR ............................................................................................ vi 

ABSTRAK ........................................................................................................... viii 

ABSTRACT .......................................................................................................... viii 

DAFTAR ISI .......................................................................................................... ix 

DAFTAR GAMBAR ............................................................................................. xi 

DAFTAR TABEL ................................................................................................. xii 

BAB I PENDAHULUAN ...................................................................................... 1 

A. Latar Belakang .......................................................................................... 1 

B. Rumusan Masalah ..................................................................................... 6 

C. Ruang Lingkup Penelitian ........................................................................ 6 

D. Tujuan Penelitian ...................................................................................... 7 

E. Manfaat Penelitian .................................................................................... 7 

BAB II TINJAUAN PUSTAKA ........................................................................... 9 

A. Tinjauan Hasil Penelitian Terdahulu (Literature Review) ..................... 9 

B. Tinjauan Teori ......................................................................................... 12 

1. Definisi Game Online .......................................................................... 12 

2. Teori Anonimitas ................................................................................. 15 

3. Teori Interaksi Virtual ........................................................................ 19 

4. Teori Cyber harassment ....................................................................... 25 

BAB III METODE PENELITIAN .................................................................... 32 

A. Jenis Penelitian ........................................................................................ 32 

B. Cara Pengumpulan ................................................................................. 33 

C. Teknik Analisis Data ............................................................................... 36 

BAB IV PEMBAHASAN .................................................................................... 39 

A. Analisis Pengaruh Anonimitas dan Interaksi Virtual pada Tindakan 

Cyber Harassment di Roblox .......................................................................... 39 

1. Gambaran Karakteristik Partisipan Penelitian ............................... 39 

2. Pengujian Kelayakan Data dan Model Regresi ................................ 43 

3. Pembuktian Hipotesis Pengaruh (Analisis Regresi) ........................ 51 

4. Temuan Tambahan dari Kuesioner ................................................... 53 

5. Temuan Hasil Wawancara .................................................................. 54 

6. Hasil Analisis Data .............................................................................. 63 



x 
 

B. Analisis Peran Pengembang Dalam Mencegah dan Menangani Cyber 

harassment di Dalam Roblox .......................................................................... 67 

1. Evaluasi Kebijakan Standar Komunitas (Terms of Service) .......... 67 

2. Efektivitas Filter Bahasa .................................................................... 70 

3. Responsivitas Sistem Pelaporan dan Sanksi ..................................... 72 

4. Optimalisasi Fitur Keamanan bagi Pemain ..................................... 74 

BAB V PENUTUP ............................................................................................... 78 

A. Kesimpulan .............................................................................................. 78 

B. Saran ........................................................................................................ 78 

DAFTAR PUSTAKA........................................................................................... 80 

LAMPIRAN ......................................................................................................... 86 

 

 

  



xi 
 

DAFTAR GAMBAR 

Gambar 1 Grafik Persebaran Pemain .................................................................... 40 

Gambar 2 Grafik Interaksi Pemain Roblox ........................................................... 41 

Gambar 3 Grafic Q-Q Plot .................................................................................... 48 

Gambar 4 Hasil Uji Heteroskedastisitas ............................................................... 50 

Gambar 5 Contoh Konten Seksual di Roblox ....................................................... 56 

Gambar 6 Contoh Ragebaiting dan ejekan di Roblox ........................................... 56 

Gambar 7 Contoh Ajakan Seksual di Roblox ....................................................... 57 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



xii 
 

DAFTAR TABEL 

Tabel 1  Contoh Pertanyaan Kuesioner ................................................................. 34 

Tabel 2 Contoh Pertanyaan Wawancara ................................................................ 36 

Tabel 3 Daftar Informan Penelitian ....................................................................... 42 

Tabel 4 Hasil Uji Validitas Variabel Anonimitas (x1) ............................................ 43 

Tabel 5 Hasil Uji Validitas Variabel Interaksi Virtual (x2) .................................... 44 

Tabel 6 Hasil Uji Validitas Variabel Cyber Harassment (Y) ................................. 45 

Tabel 7 Hasil Uji Reliabilitas Kuesioner ............................................................... 46 

Tabel 8 Tes Normalitas (Shapiro-Wilk) ................................................................ 48 

Tabel 9 Uji Multikolinearitas Kuesioner ............................................................... 49 

Tabel 10 Model Coefficients - Cyber Harassment ................................................ 51 

Tabel 11 Model Fit Measures ................................................................................ 52 

Tabel 12 Perbedaan Respon Informan .................................................................. 58 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


