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ABSTRACT 

Prasetyo, Aji. 2022. Analysis of the Impact of Online Games on the Learning 

Achievements of Class V Elementary School Students Sematuragung 01. 

Primary teacher education. Faculty of Teacher Training and Education. 

Muria Kudus University. Supervisor (1) Dr. Wawan Shokib Rondli, M.Pd. 

(2) Diana Ermawati, M.Pd. 

Key Words : Online Games, Learning Achievements, Learning Outcomes 

The online learning process causes elementary school students to recognize 

what is called an online game. Online games are games that are connected to the 

internet network. Online games have been played by several groups, ranging from 

children to adults. The frequent playing of online games makes students addicted 

to playing online games, causing a decrease in student learning outcomes. The 

purpose of this study was to analyze the impact of online games on student 

achievement. 

Online games are defined as a kind of game that uses a smartphone or 

computer media that can be played when connected to the internet network. From 

these online games will have an impact on children's learning achievement, which 

will increase or decrease due to the impact of these online games. Learning 

achievement is defined as the results obtained by a person during the learning 

process, where the results are in the form of knowledge, skills, attitudes as measured 

by using numbers, letters and symbols that reflect the results obtained from that 

person within a certain time. 

This study uses qualitative research with the method used is the case study 

method. Data collection techniques using observation and interview techniques. 

This research was conducted at Sembaturagung 01 Elementary School. The subjects 

of this research were grade students. Data Validity Technique used Time 

Triangulation technique. The data analysis used by the researcher is data collection, 

data reduction, data presentation and data verification. 

The results of the study prove that online games have an impact on student 

achievement. This impact is a negative impact on students, because the child plays 

too long. The impacts are 1) students speak dirty and rough, 2) eye and hearing 

health is reduced, 3) cannot manage time, 4) changes in student attitudes. With the 

response of parents of students who were disappointed and angry, because they 

could only advise their children who often play online games. 

In this study it can be concluded that online games have a negative impact 

on students. This impact occurs due to lack of control from parents and 

communication between parents and class teachers. In addition, teachers are 

expected to be able to understand the signs of students who play online games more 

often than are concerned with school activities. Teachers can also communicate 

with parents of students about how the child is developing while at school. 
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ABSTRAK 

Prasetyo, Aji. 2022. Analisis Dampak Game online Terhadap Prestasi Belajar 

Siswa Kelas V SD Sembaturagung 01. Pendidikan Guru Sekolah Dasar. 

Fakultas Keguruan dan Ilmu Pendidikan. Universitas Muria Kudus. Dosen 

Pembimbing (1) Dr. Wawan Shokib Rondli, M.Pd. (2) Diana Ermawati, 

M.Pd. 

Kata Kunci : Game online, Prestasi Belajar, Hasil Belajar. 

Proses pembelajaran daring menyebabkan siswa sekolah dasar mengenal 

yang namanya Game online. Game online merupakan permainan yang terhubung 

dengan jaringan internet. Game online sudah banyak dimainkan oleh beberapa 

kalangan, mulai dari anak-anak sampai dewasa. Dengan seringnya bermain game 

online menjadikan siswa kecanduan bermain game online sehingga menyebabkan 

menurunnya hasil belajar siswa. Tujuan penelitian ini adalah untuk menganalisis 

dampak game online terhadap prestasi belajar siswa. 

Game online diartikan sejenis permainan yang menggunakan media 

smartphone atau komputer yang dapat dimainkan apabila terhubung dengan 

jaringan internet. Dari game online tersebut akan berdampak pada prestasi belajar 

anak, yang akan bertambah atau berkurang karena dampak game online tersebut. 

Prestasi belajar diartikan sebagai hasil yang diperoleh seseorang selama proses 

pembelajaran berlangsung, dimana hasilnya berupa pengetahuan, keterampilan, 

sikap yang diukur dengan menggunakan angka, huruf dan simbol yang 

mencerminkan hasil yang diperoleh dari seseorang tersebut dalam waktu tertentu. 

Penelitian ini menggunakan penelitian kualitatif dengan metode yang 

digunakan adalah metode studi kasus. Teknik pengumpulan data menggunakan 

teknik observasi dan wawancara. Penelitian ini dilakukan di SD N Sembaturagung 

01. Subjek penelitian ini adalah siswa kelas V. Teknik Keabsahan Data 

menggunakan teknik Triangulasi Waktu. Analisis data yang digunakan oleh peneliti 

yaitu pengumpulan data, reduksi data, penyajian data dan verifikasi data. 

Hasil penelitian membuktikan bahwa game online berdampak terhadap 

prestasi belajar siswa. Dampak tersebut merupakan dampak negative yang di ada 

pada siswa, karena anak tersebut bermain dengan terlalu lama. Dampaknya yaitu 1) 

siswa berbicara kotor dan kasar, 2) Kesehatan mata dan pendengaran berkurang, 3) 

tidak bisa mengatur waktu, 4) perubahan sikap pada siswa. Dengan respons orang 

tua siswa yang kecewa dan marah, karena hanya bisa menasehati anaknya yang 

sering bermain game online. 

Pada penelitian ini bisa disimpulkan bahwa game online berdampak 

negative bagi siswa. Dampak tersebut terjadi karena kurang control dari orang tua 

dan komunikasi antara orang tua dan guru kelas. Selain itu guru diharapkan bisa 

mengerti tanda-tanda siswa yang lebih sering bermain game online daripada 

mementingkan kegiatan sekolah. Guru juga bisa berkomunikasi dengan orang tua 

siswa tentang bagaimana perkembangan anak tersebut waktu disekolah. 



viii  

 

 

DAFTAR ISI 

MOTTO DAN PERSEMBAHAN ......................................................................... i 

PERSETUJUAN PEMBIMBING SKRIPSI....................................................... ii 

PENGESAHAN PENGUJI ................................................................................. iii 

KATA PENGANTAR .......................................................................................... iv 

ABSTRACT .......................................................................................................... vi 

DAFTAR ISI ....................................................................................................... viii 

DAFTAR TABEL................................................................................................. xi 

Daftar Gambar .................................................................................................... xii 

DAFTAR LAMPIRAN ...................................................................................... xiii 

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

1.1 Latar Belakang .......................................................................................... 1 

1.2 Rumusan Masalah .................................................................................... 7 

1.3 Tujuan Penelitian ...................................................................................... 7 

1.4 Manfaat Penelitian .................................................................................... 7 

BAB II KAJIAN PUSTAKA .............................................................................. 10 

2.1 Game online............................................................................................ 10 

2.1.1 Pengertian Game online ...................................................................... 10 

2.1.2 Jenis-Jenis Game online ...................................................................... 11 

2.1.3 Indikator Game online ........................................................................ 13 

2.1.4 Dampak Game online ......................................................................... 14 

2.1.5 Faktor-Faktor Penyebab Kebiasaan Bermain Game online ................ 16 

2.2 Prestasi Belajar ....................................................................................... 17 

2.2.1 Aspek-Aspek Prestasi Belajar ............................................................. 17 

2.2.2 Faktor Yang Mempengaruhi Prestasi Belajar ..................................... 18 

2.2.3 Pengertian Orang Tua ......................................................................... 20 

2.3 Penelitian Yang Relevan ........................................................................ 20 

2.4 Kerangka Berpikir .................................................................................. 22 

BAB III METODE PENELITIAN .................................................................... 25 

3.1 Waktu Dan Tempat Penelitian ............................................................... 25 



ix 

 

3.1.1 Waktu Penelitian ................................................................................. 25 

3.1.2 Tempat Penelitian ............................................................................... 25 

3.2 Pendekatan dan Jenis Penelitian ............................................................. 25 

3.3 Peranan Peneliti ...................................................................................... 27 

3.4 Data dan Sumber Data ............................................................................ 27 

3.4.1 Data ..................................................................................................... 27 

3.4.2 Sumber Data ....................................................................................... 28 

3.5 Pengumpulan Data.................................................................................. 29 

3.5.1 Observasi ............................................................................................ 29 

3.5.2 Wawancara.......................................................................................... 29 

3.5.3 Dokumentasi ....................................................................................... 30 

3.6 Teknik Pengambilan Subjek ................................................................... 31 

3.7 Keabsahan Data ...................................................................................... 32 

3.8 Analisis Data .......................................................................................... 32 

BAB IV HASIL PENELITIAN DAN PEMBAHASAN ................................... 35 

4.1 Deskripsi Lokasi Penelitian .................................................................... 35 

4.1.1 Gambaran Umum SD Negeri Sembaturagung 01............................... 35 

4.1.2 Identitas SD Negeri Sembaturagung 01.............................................. 35 

4.1.3 Visi Misi dan Tujuan SD Negeri Sembaturagung 01 ......................... 36 

4.1.4 Data Guru dan Karyawan SD Negeri Sembaturagung 01 .................. 37 

4.1.5 Peserta Didik ....................................................................................... 38 

4.1.6 Guru Kelas .......................................................................................... 39 

4.1.7 Orang Tua Siswa ................................................................................. 40 

4.2 Hasil Penelitian ....................................................................................... 40 

4.2.1 Hasil Data Observasi Lingkungan Sekolah ........................................ 41 

4.2.2 Dampak Game Online Terhadap Prestasi Belajar Siswa .................... 42 

4.2.3 Respons Atau Sikap Orang Tua .......................................................... 55 

BAB V PENUTUP ............................................................................................... 62 

5.1 Kesimpulan ............................................................................................. 62 

5.2 Saran ....................................................................................................... 63 

DAFTAR PUSTAKA .......................................................................................... 64 



x 

 

LAMPIRAN ......................................................................................................... 67 



xi  

DAFTAR TABEL 

Table 1. Tabel Kerangka Berpikir. ............................................................................... 23 



xii  

 

 
Daftar Gambar 

 
Gambar 4. 1 SD Negeri Sembaturagung01 ........................................................... 35 

Gambar 4. 2 Observasi .......................................................................................... 42 

Gambar 4. 3 Siswa Bermain Game online ............................................................ 43 

Gambar 4. 4 Wawancara Guru .............................................................................. 44 

Gambar 4. 5 Wawancara EMP .............................................................................. 46 

Gambar 4. 6 Wawancara dengan Ico .................................................................... 47 

Gambar 4. 7 Wawancara dengan AAN ................................................................. 48 

Gambar 4. 8 Wawancara dengan MNS ................................................................. 49 

Gambar 4. 9 Wawancara dengan HDN ................................................................. 50 

Gambar 4. 10 Wawancara dengan Orangtua EMP ............................................... 56 

Gambar 4. 11 Wawancara dengan Orang Tua IWS .............................................. 57 

Gambar 4. 12 Wawancara dengan Nenek AAN ................................................... 58 

Gambar 4. 13 Wawancara dengan Orang tua MNS .............................................. 59 

Gambar 4. 14 Wawancara dengan Orang tua HDN .............................................. 60 



xiii  

 

 

DAFTAR LAMPIRAN 

Lampiran 1. Jadwal Pelaksanaan Penelitian ......................................................... 68 

Lampiran 2. Daftar Nama Informan...................................................................... 71 

Lampiran 3. Lembar Observasi Pra Penelitian ..................................................... 72 

Lampiran 4. Lembar Wawancara Guru Pra Penelitian ......................................... 73 

Lampiran 5. Lembar Wawancara Siswa Pra Penelitian ........................................ 77 

Lampiran 6. Pedoman Observasi Penelitian ......................................................... 82 

Lampiran 7. Pedoman Wawancara Guru .............................................................. 84 

Lampiran 8. Pedoman Wawancara Siswa ............................................................. 85 

Lampiran 9. Pedoman Wawancara Orang Tua ..................................................... 86 

Lampiran 10 Lembar Wawancara Guru ................................................................ 87 

Lampiran 11 Lembar Wawancara Siswa .............................................................. 91 

Lampiran 12 Lembar Wawancara Orang Tua ..................................................... 106 

Lampiran 13 Dokumentasi Hasil Peneliti ........................................................... 116 

Lampiran 14 Dokumentasi Wawancara Siswa SD N Sembaturagung 01 .......... 118 

Lampiran 15 Permohonan Ujian Skripsi ............................................................. 123 

Lampiran 16 Surat Keaslian Berkas Skripsi ....................................................... 124 

Lampiran 17 Surat Keterangan Selesai Bimbingan ............................................ 125 


