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ABSTRAK 

 

Safara, Dhea Aurelia. 2024. Analisis Pendidikan Karakter Tanggung Jawab 
Berdasarkan Role Tank Player Pada Game Mobile Legends. Pendidikan Guru 

Sekolah Dasar Fakultas Keguruan dan Ilmu Pendidikan Universitas Muria 
Kudus. Dosen Pembimbing (1) M. Syafruddin Kuryanto, S.Si., M.Or. (2) 
Lovika Ardana Riswari, S.Pd., M.Pd. 

Kata Kunci: Pendidikan Karakter, Tanggung Jawab, Game Online, Mobile 

Legends 

Perkembangan teknologi melahirkan game modern seperti Mobile Legends 
yang memengaruhi pendidikan karakter tanggung jawab siswa sekolah dasar, 

khususnya pada role tank. Penelitian dilakukan di SDN Trenggulunan, Rembang, 
dan menemukan perubahan perilaku siswa pemain Mobile Legends. Tujuan 
penelitian ini untuk mengetahui pendidikan karakter bertanggung jawab pada role 

tank para pemain Game Mobile Legends dan kendala yang dihadapi guru dalam 
mengembangkan pendidikan karakter di sekolah. 

Pendidikan karakter bertujuan untuk membentuk perilaku positif, seperti 
tanggung jawab dan kerja sama. Game seperti Mobile Legends efektif dalam 
mengajarkan nilai-nilai ini, karena interaksi dalam game membantu 

mengembangkan keterampilan sosial dan emosional. Siswa belajar tentang 
konsekuensi tindakan dan pentingnya peran tim, yang mendukung pembentukan 

karakter yang bertanggung jawab. 
Penelitian ini merupakan penelitian kualitatif dengan pendekatan studi 

kasus. Penelitian dilakukan pada siswa usia sekolah dasar di SDN Trenggulunan 

dengan subjek penelitian 5 siswa usia sekolah dasar, orang tua, dan masyarakat 
umum. Penelitian ini menggunakan sumber data primer dan data sekunder. Teknik 

pengumpulan data yaitu observasi, wawancara, dan studi dokumen. Teknik analis is 
data menggunakan Miles dan Huberman yaitu pengumpulan data, reduksi data, 
penyajian data, dan kesimpulan. Uji keabsahan data menggunakan teknik 

triangulasi sumber data. 
Hasil penelitian menunjukkan bahwa nilai tanggung jawab siswa 

berkembang melalui sikap yang diajarkan oleh guru, seperti penugasan kerja 
kelompok, penetapan batas waktu, dan pengakuan kesalahan. Penerapan nilai 
tanggung jawab terlihat di sekolah, rumah, dan masyarakat, serta dalam 

pengendalian emosi. Namun, guru menghadapi kendala dalam pendidikan karakter 
tanggung jawab siswa, seperti perbedaan persepsi, pengaruh lingkungan bermain 

game, dan keterbatasan waktu. 
Maka, dapat disimpulkan bahwa dari seluruh siswa yang diteliti, terdapat 3 

siswa yang mampu dengan baik menjelaskan dan menerapkan karakter tanggung 

jawab di lingkungan sekolah, rumah, serta masyarakat. Sementara itu, 2 siswa 
lainnya mampu menjelaskan secara teoritis mengenai karakter tanggung jawab, 

namun belum dapat menerapkannya secara optimal di sekolah dan dalam beberapa 
aktivitas di rumah.  
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ABSTRACT 

Safara, Dhea Aurelia. 2024. Analysis of Responsibility Character Education for 
Tank Role Players in Mobile Legends Game. Elementary School Teacher 
Education, Faculty of Teacher Training and Education, Muria Kudus 

University. Advisors: (1) M. Syafrudin Kuryanto, S.Si., M.Or. (2) Lovika 
Ardana Riswari, S.Pd., M.pd. 

 
Keywords: Character, Responsibility, Player Game Online, Mobile Legends 
 

The development of technology gave birth to modern games such as Mobile 
Legends, which affect elementary school students’ character education of 

responsibility, especially in the role of tanks. The research was conducted at SDN 
Trenggulunan, Rembang, and found changes in the behaviour of Mobile Legends 
players. The research problem is how responsible character education is in the role 

of tanks in Mobile Legends. The purpose of this research is to discover the 
character education of responsibility in the role of tanks of Mobile Legends game 

players and the obstacles teachers face in developing character education at 
school.  

Character education aims to shape positive behaviors, such as responsibility 

and cooperation. Games like Mobile Legends are effective in teaching these values, 
as in-game interactions help develop social and emotional skills. Students learn 

about the consequences of actions and the importance of teamwork, which supports 
the formation of responsible characters. 

This research is qualitative research with a case study. The research was 

conducted on elementary school students at SDN Trenggulunan with research 
subjects: 5 elementary school students, parents, and the general public. This 

research used primary and secondary data sources. The data collection techniques 
used were observation, interview, and document study. Data analysis techniques 
used the Miles and Huberman model: data collection, data reduction, data 

presentation, and conclusions. The data validity test used the data source 
triangulation technique.  

The results of the study showed that students' responsibility values were 
formed through attitudes taught by teachers, such as group work assignments, 
deadline setting, and admitting mistakes. The application of responsibility values 

is seen in schools, homes, and communities, as well as in emotional control. 
However, teachers face obstacles in educating students' responsible character, 

such as differences in perception, the influence of the game environment, and time 
constraints. 

So, of all the students studied, three can explain and apply the character of 

responsibility well in the school, home, and community environment. The other two 
students can theoretically explain the character of responsibility but have been 

unable to apply it optimally at school and in some activities at home. 
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