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ABSTRAK 
Larasati, Erlyn Dwi. 2022. Analisis Dampak Intensitas Bermain Game Online 
 Terhadap Motivasi Belajar  Dan Perilaku Sosial Anak Di Dukuh  Bancak 
Kudus. Pendidikan Guru Sekolah Dasar Fakultas Keguruan dan  Ilmu Pendidikan 
Universitas Muria Kudus. Dosen Pembimbing (1) Dr. M.  Kanzunnudin, M.Pd. 
Dosen Pembimbing (2) Ika Ari Pratiwi, M.Pd.  
 
Kata kunci : Bermain Game Online, Motivasi Belajar, Perilaku Sosial 
  Perkembangan teknologi saat ini sangatlah pesat dan sangat berdampak terhadap 
anak usia 9-12 tahun. Salah satu dampak perkembangan teknologi yaitu dengan 
munculnya game online. Game online merupakan salah satu permainan yang disukai oleh 
semua kalangan. Adanya game online juga akan memberi dampak terhadap anak-anak. 
Adanya game online tersebut dapat berdampak terhadap motivasi belajar dan perilaku 
sosial anak, seperti halnya menurunnya motivasi belajar anak dan perubahan perilaku 
sosial anak. Dengan adanya hal tersebut, peneliti ingin menganalisis intensitas bermain 
game online anak dan mendeskripsikan dampak intensitas bermain game online terhadap 
motivasi belajar dan perilaku sosial anak di Dukuh Bancak.  
 Penelitian ini menggunakan jenis penelitian kualitatif dengan metode studi kasus. 
Adapun sumber data primer adalah anak usia 9-12 tahun dan orang tua anak usia 9-12 
tahun. Sumber data sekunder berasal dari dokumentasi penelitian, catatan lapangan dan 
pendukung lainnya. Teknik pengumpulan data yang dilakukan dalam penelitian ini adalah 
observasi, wawancara, dan dokumentasi. Analisis data yang digunakan dalam penelitian 
ini adalah reduksi data, penyajian data, dan Verifikasi. 
 Hasil penelitian yang dilakukan menunjukan adanya dampak dari intensitas 
bermain game online terhadap motivasi belajar dan perilaku sosial anak usia 9-12 tahun 
dengan kategori 2 anak perempuan dan 3 anak laki-laki. Dampaknya bisa berupa dampak 
negatif dan juga dampak positif.  
 Pada penelitian yang telah dilaksanakan, dapat disimpulkan bahwa intensitas 
bermain game online berbeda- beda, yaitu ada yang sering, kadang bahkan ada yang 
jarang. Intensitas bermain game yang semakin lama, maka semakin banyak pula dampak 
yang dihasilkan dalam bermain game online. Motivasi belajar anak yang dipengaruhi 
karena game online juga dapat dilihat dari intensitas atau lama waktu bermain game 
online. Anak yang menghabiskan banyak waktunya untuk bermain game, maka anak 
tersebut tidak sempat belajar dan akhirnya malas belajar. Selain berdampak terhadap 
motivasi belajar, dampak game online juga dapat mempengaruhi perilaku sosial anak. 
Sebagian besar subjek yang bermain game online dapat berdampak bagi perilaku 
sosialnya, antara lain sikap pembangkangan, agresi, berselisih atau bertengkar, 
menggoda, persingan, kerjasama, tingkah laku berkuasa, mementingkan diri sendiri dan 
empati. 
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ABSTRACT 
Larasati, Erlyn Dwi. 2022. Analysis of the Impact of Intensity Playing Online Games 

on Learning Motivation and Children's Social Behavior in Dukuh Bancak 
Kudus. Elementary School Teacher Education, Faculty of Teacher Training 
and Education, Muria Kudus University. Supervisor (1) Dr. M. Kanzunnudin, 
M.Pd. Supervisor (2) Ika Ari Pratiwi, M.Pd. 

 
Keywords: Playing Online Games, Learning Motivation, Social Behavior 
 
 The development of technology today is very rapid and has a huge impact on 
children aged 9-12 years. One of the impacts of technological developments is the 
emergence of online games. Online games are one of the games that are liked by all 
people. The existence of online games will also have an impact on children. The 
existence of these online games can have an impact on children's learning motivation and 
social behavior, as well as decreased children's learning motivation and changes in 
children's social behavior. With this in mind, the researcher wanted to analyze the 
intensity of playing online games for children and describe the impact of the intensity of 
playing online games on the learning motivation and social behavior of children in Dukuh 
Bancak. 
 This research uses qualitative research with case study method. The primary 
data sources are children aged 9-12 years and parents of children aged 9-12 years. 
Secondary data sources come from research documentation, field notes and other 
supports. Data collection techniques used in this study were observation, interviews, and 
documentation. Data analysis used in this research is data reduction, data presentation, 
and verification. 
 The results of the research conducted indicate the impact of the intensity of 
playing online games on learning motivation and social behavior of children aged 9-12 
years in the category of 2 girls and 3 boys. The impact can be a negative impact as well as 
a positive impact. 
 In the research that has been carried out, it can be concluded that the intensity 
of playing online games varies, namely some are frequent, sometimes even rare. The 
longer the intensity of playing the game, the more impact will be generated in playing 
online games. Children's learning motivation that is influenced by online games can also 
be seen from the intensity or length of time playing online games. Children who spend a 
lot of time playing games, then the child does not have time to learn and eventually lazy 
to learn. In addition to having an impact on learning motivation, the impact of online 
games can also affect children's social behavior. Most subjects who play online games 
can have an impact on their social behavior, including attitudes of defiance, aggression, 
arguing or fighting, teasing, competition, cooperation, powerful behavior, selfishness and 
empathy. 
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