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ABSTRAK

HUBUNGAN KECANDUAN GAME ONLINE DENGAN
KEAKTIFAN BELAJAR ANAK USIA SEKOLAH

Oleh : Juliana Farneubun

Kecanduan bermain game online adalah bermain game dalam suatu jaringan
dengan aturan tertentu sehingga ada yang kalah ada yang menang dan dapat
dimainkan di lokasi yang berbeda antar pemain. Bermain game online dalam waktu
berlebihan yang bisa berdampak buruk bagi penggunanya terutama pada keaktifan
belajar anak usia sekolah. Penelitian ini bertujuan untuk mengetahui dan
menjelaskan hubungan kecanduan bermain game online dengan keaktifan belajar
anak usia sekolah. Penelitian ini menggunakan desain penelitian korelasional
dengan pendekatan cross sectional. Variabel independen adalah kecanduan game
online dan variabel dependen adalah keaktifan belajar. Populasi dalam penelitian
ini sebanyak 45 responden di salah satu sekolah dasar di Surabaya dengan sampel
berjumlah 35 responden anak usia 10-12 tahun. Pengambilan sampel dalam
penelitian ini menggunakan metode purposive sampling. Instrumen penelitian
menggunakan kuesioner Game Addiction Scale dan kuesioner Keaktifan Belajar
yang sudah diuji validitas dan reliabilitasnya. Hasil penelitian terdapat 26 orang
(74%) mengalami kecanduan game online kategori berat dan terdapat 25 orang
(72%) mengalami keaktifan belajar rendah. Hasil uji rank spearman adalah
p=0,02<a (0= 0,05) dan r= 0,514 yang artinya ada hubungan antara kecanduan
game online dengan keaktifan belajar pada anak yang bersifat searah, dimana
semakin berat kecanduan game online maka semakin rendah keaktifan belajar anak
usia sekolah. Kecanduan game online dapat membuat keaktifan anak menjadi
menurun hal ini dikarenakan ada beberapa faktor seperti keinginan sendiri dan
penggunaan handphone.

Kata Kunci: Kecanduan Game Online, Keaktifan Belajar, Anak
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ABSTRACT

THE RELATIONSHIP BETWEEN ONLINE GAME ADDICTION AND
SCHOOL-AGE CHILDREN'S LEARNING ACTIVENESS

by: Juliana Farneubun

Addiction to playing online games is playing games on a network with certain rules
so that someone loses and someone wins and can be played in different locations
between players. Playing online games for too long can have a bad impact on users,
especially on the active learning of school-aged children. This study aims to
determine and explain the relationship between addiction to playing online games
and active learning in school-aged children. This research employs a correlational
design with a cross-sectional approach. The independent variable is online gaming
addiction, and the dependent variable is learning engagement. The population in
this study was 45 respondents in one elementary school in Surabaya, with a sample
of 35 children aged 10-12 years. The sampling method used in this research is
purposive sampling. The research instruments include the Game Addiction Scale
questionnaire and the Learning Engagement questionnaire wich has been tested for
validity and reliability. The results show that 26 children (74%) experience severe
online gaming addiction, and 25 children (72%) have low learning engagement.
The results of the Spearman rank test indicate p=0.02<a and r= 0.514, which
means there is a relationship between online gaming addiction and learning
engagement in children, where the more severe the online gaming addiction, the
lower the learning engagement of school-aged children. Online gaming addiction
can decrease children's learning engagement due to several factors, such as self-
desire and mobile phone use.

Keywords: Online Gaming Addiction, Learning Engagement, Children
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