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ABSTRACT
Sari, Bety Mustika. 2021. Analysis of the Habits of Playing Online Games on
Social Interaction of Elementary School-aged Children in Prawoto Village.
Elementary School Teacher Education, Faculty of Teacher Training and Education,
Muria Kudus University. Supervisor (1) Deka Setiawan, S.Pd., M.Pd. (2) Ika Ari
Pratiwi, S.Pd., M.Pd.
Keywords: Online Games, Social Interaction

Based on the phenomenon in Prawoto Village, many elementary school
age children are interested in playing these games online. Increased interest in
elementary school age children towards online games to excess and forgetting the
time to do assignments from teachers and even responsibilities as a student This
study aims to describe the impact of playing online games on the social interactions
of elementary school aged children in Prawoto Village and the forms of social
interaction between elementary school aged children in Prawoto Village who have
the habit of playing online games.

Thisresearch was conducted in Prawoto Village with the subject of four
elementary school age children and two elementary school parents. This research
took place from October 2020 to December 2020. In this study, the independent
variable was online games and the dependent variable was social interaction with
elementary school children. The data collection technique used observation and
interviews, documentation studies and field notes. The validity of the data uses
credibility, transferability, dependability, confirmability. Data analysis techniques
include data collection, data reduction, data presentation and drawing conclusions.

Based on the results of research conducted by the researcher and the
discussion regarding the Analysis of Online Game Playing Habits on Social
Interaction of Elementary School Children, it was found that online game play is
interesting because it can make the soul excited to raise the level of the game, can
explore and be creative according to the features that exist. , besides that there are
game features with interesting animations, and are intrigued by the challenges of
the games that have been presented.

The impact of online games on children’s interactions is 1) children tend
to prefer playing online games alone in their rooms rather than talking to their
parents or family 2) when children are playing at home or outside school, children
prefer to hold their respective gadgets rather than exchange stories about funny
things happened in school. The social interactions of elementary school children
after playing online games are very diverse. The social interactions of elementary
school children after playing online games are very diverse. Elementary school age
children after playing online games make children distant from their surroundings
prefer to be friends in cyberspace rather than playing with friends their age.

Barriers faced by parents in the impact of online games on children's
social interactions are to be followed up so that children are more controlled in
using online games because if children are not supervised, they will become
addicted. In addition, researchers have a solution to increase children’s interaction
in play, namely through traditional gedric games.



ABSTRAK
Sari, Bety Mustika. 2021. Analisis Kebiasaan Bermain Game Online Terhadap
Interaksi Sosial Anak Usia Sekolah Dasar di Desa Prawoto. Pendidikan Guru
Sekolah Dasar Fakultas Keguruan dan Ilmu Pendidikan Universitas Muria Kudus.
Dosen Pembimbing (1) Deka Setiawan, S.Pd., M.Pd. (2) lka Ari Pratiwi,
S.Pd.,M.Pd.
Kata Kunci: Game Online, Interaksi Sosial

Berdasarkan fenomena di Desa Prawoto banyak anak usia SD yang tertarik
untuk memainkan permainan secara online tersebut. Peningkatan ketertarikan anak
usia SD terhadap game online sampai berlebihan dan melupakan waktu untuk
mengerjakan tugas dari guru bahkan tanggung jawab sebagai seorang pelajar.
Penelitian ini bertujuan untuk mendeskripsikan dampak bermain game online
terhadap interaksi sosial anak usia Sekolah Dasar di Desa Prawoto dan bentuk
interaksi sosial anak Usia Sekolah Dasar di Desa Prawoto yang kebiasaan bermain
game online.

Penelitian ini dilaksanakan di Desa Prawoto dengan subjek empat anak usia
SD dan dua orang tua anak usia SD. Penelitian ini berlangsung dari bulan Oktober
2020 sampai dengan bulan Desember 2020. Pada penelitian ini yang menjadi
variabel bebasnya yaitu game online dan variabel terikatnya yaitu interaksi sosial
terhadap anak usia SD. Teknik pengumpulan datanya menggunakan obersvasi dan
wawancara studi dokumentasi dan catatan lapangan. Keabsahan datanya
menggunakan kredibilitas, transferability, dependability, confirmability. Teknik
analisis data meliputi pengumpulan data, reduksi data, penyajian data dan penarikan
kesimpulan.

Berdasarkan hasil penelitian yang dilakukan oleh peneliti dan pembahasan
mengenasil Analisis Kebiasaan Bermain Game online Terhadap Interaksi Sosial
Anak Usia SD ditemukan bahwa permainan game online yang menarik karena
dapat membuat jiwa bersemangat dalam menaikkan level permainan, dapat
bereksplorasi dan berkreasi sesuai keingan dengan fitur-fitur yang ada, selain itu
terdapat fitur game dengan animasi yang menarik, dan tergugah rasa dengan
tantangan dari permainan yang sudah disajikan.

Dampak game online terhadap interaksi anak yaitu 1) anak cenderung lebih
suka bermain game online menyendiri dikamar daripada berbincara dengan orang
tua atau keluarganya 2) ketika anak sedang bermain dirumah maupun diluar
sekolah, anak lebih suka memegang gadgetnya masing masing daripada bertukar
cerita mengenai hal lucu yang terjadi disekolahan. Interaksi sosial anak usia SD
setelah bermain game online sangat beragam. Interaksi sosial anak usia SD setelah
bermain game online sangat beragam. Anak usia SD setelah bermain game online
menjadikan anak jauh dengan lingkungan sekitar mereka lebih suka berteman di
dunia maya daripada bermain bersama teman-teman seusianya

Hambatan yang dihadapi orang tua dalam dampak game online terhadap
interaksi sosial anak untuk ditindaklanjuti agar anak lebih terkontrol dalam
penggunaan game online karena anak jika tidak diawasi akan menjadi kecanduan.
Selain itu, peneliti memiliki solusi untuk meningkatkan interaksi anak dalam
bermain, yaitu melalui permainan tradisional gedrik.
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