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ABSTRAK

Fitriyani, Noor. 2022. Analisis Perilaku Siswa Kelas 5 SDN 4 Getassrabi terhadap
Game Online. Pendidikan Guru Sekolah Dasar Fakultas Keguruan dan
lImu Pendidikan Universitas Muria Kudus. Dosen Pembimbing (1) Siti
Masfuah, S.Pd., M.Pd. (2) Dr. Wawan Shokib Rondli, S.Pd., M.Pd.

Kata kunci: Game Online (Game Online), Perilaku Siswa.

Penelitian ini bertujuan mendeskripsikan realita penggunaan game online
pada siswa kelas 5 SDN 4 Getassrabi dan menganalisis perilaku siswa kelas 5 SDN
4 Getassrabi terhadap Game Online. Latar belakang semakin banyaknya siswa
khususnya siswa sekolah dasar yang bermain game online, siswa semakin tidak
terkontrol ketika pembelajaran daring di rumah, yang menyebabkan perubahan
perilaku siswa yang kurang baik karena bermain game online.

Game online adalah game atau permainan dimana banyak orang yang
dapat bermain pada waktu yang sama dengan melalui jaringan komunikasi online.
Perilaku adalah segala sesuatu yang diperbuat oleh seseorang atau pengalaman.
Perilaku merupakan perbuatan atau tindakan seseorang individu yang merupakan
cerminan dari sikap. Sedangkan perilaku sosial dapat disimpulkan sebagai segala
aktivitas manusia yang merupakan bentuk respon terhadap interaksi yang terjadi
antara individu dengan orang lain atau kelompok sosial.

Penelitian ini merupakan jenis penelitian kualitatif. Penelitian ini akan
dilaksanakan pada siswa kelas 5 SDN 4 Getassrabi, Kecamatan Gebog, Kabupaten
Kudus. Penelitian kualitatif ini akan dilaksanakan pada informan atau subjek
penelitian yaitu 3 siswa kelas 5, 3 orangtua siswa kelas 5, dan guru kelas 5 SDN 4
Getassrabi Kudus. Teknik pengumpulan data meliputi observasi, wawancara, dan
dokumentasi. Teknik analisis data yang digunakan merupakan analisis data
deskriptif kualitatif yang melalui 3 tahapan yaitu: reduksi data (data reduction),
penyajian data (data display), dan verifikasi atau penyimpulan - (conclusion
drawing).

Hasil penelitian menunjukkan bahwa realita penggunaan game online pada
siswa kelas 5 SDN 4 Getassrabi ditemukan bahwa siswa kelas 5 sudah mengenal
dan bermain game online. Jenis game online yang digemari adalah jenis peperangan
dan pertarungan. Sedangkan perilaku siswa kelas 5 SDN 4 Getassrabi ketika
bermain game online lebih mengarah ke perilaku yang negatif, bentuk-bentuk
perilaku negatif pada anak yang muncul ketika mereka bermain game online berupa
pembangkangan (negativisme), agresi  (agression), berselisin/bertengkar
(quarreling), dan menggoda (teasing).

Kesimpulan dari penelitian ini adalah game online jenis peperangan dan
pertarungan yang sering dimainkan siswa secara berlebihan dapat memberi
pengaruh buruk pada perilaku siswa, perilaku siswa ketika bermain game online
lebih mengarah pada perilaku yang negatif, perilaku negatif yang ditunjukkan
antara lain pembangkangan (negativisme), agresi (agression), berselisih/bertengkar
(quarreling), dan menggoda (teasing).



ABSTRACT

Fitriyani, Noor. 2022. Analysis of the Behavior of Grade 5 Students at SDN 4
Getassrabi towards Online Games. Elementary School Teacher Education,
Faculty of Teacher Training and Education, Muria Kudus University.
Advisor (1) Siti Masfuah, S.Pd., M.Pd. (2) Dr. Wawan Shokib Rondli, S.Pd.,
M.Pd.

Keywords: Online Games (Online Games), Student Behavior.

This study aims to describe the reality of using online games in grade 5
students at SDN 4 Getassrabi and to analyze the behavior of grade 5 students at
SDN 4 Getassrabi towards online games. The background is that more and more
students, especially elementary school students, play online games, students are
increasingly out of control when learning online at home, which causes changes in
student behavior that are not good because of playing online games.

Online games are games or games where many people can play at the same
time through online communication networks. Behavior is everything that is done
by a person or experience. Behavior is an act or action of an individual which is a
reflection of attitude. While social behavior can be concluded as all human activities
which are a form of response to interactions that occur between individuals and
other people or social groups.

This research is a type of qualitative research. This research will be
conducted on grade 5 students at SDN 4 Getassrabi, Gebog District, Kudus
Regency. This qualitative research will be carried out on informants or research
subjects, namely 3 grade 5 students, 3 parents of grade 5 students, and a grade 5
teacher at SDN 4 Getassrabi Kudus. Data collection techniques include observation,
interviews, and documentation.. The data analysis technique used is descriptive
qualitative data analysis which goes through 3 stages, namely: data reduction (data
reduction), data presentation (data display), and verification or conclusion
(conclusion drawing).

The results showed that the reality of using online games in grade 5 students
at SDN 4 Getassrabi found that grade 5 students already knew and played online
games. The types of online games that are popular are the types of war and battle.
Meanwhile, the behavior of 5th grade students-at SDN 4 Getassrabi when playing
online games is more towards negative behavior, forms of negative behavior in
children that arise when they play online games are in the form of defiance
(negativism), aggression (aggression), disputes/quarrels (quarreling). , and teasing.

The conclusion of this study is that online games of war and fighting types
that are often played by students excessively can have a bad influence on student
behavior, student behavior when playing online games is more towards negative
behavior, negative behavior shown includes defiance (negativism), aggression
(aggression), dispute/fight (quarreling), and teasing (teasing).
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