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ABSTRAK

Latar Belakang : Konsentrasi belajar memiliki kontribusi besar dengan hasil
belajar. Salah satu hal yang mengganggu dalam proses konsentrasi belajar adalah
kebiasaan main game online. Berdasarkan survei yang dilakukan oleh Biro Pusat
Statistik (BPS), jumlah pemain game online meningkat cukup pesat, tercatat lebih
dari 19,8 juta pengguna internet pada tahun 2014 dan pengguna game online
terbanyak adalah remaja (usia 12-24 tahun). Tujuan penelitian ini adalah untuk
mengetahui hubungan antara kebiasaan main game online dengan konsentrasi
belajar pada remaja di SMPN 1 Cidahu Kabupaten Kuningan 2022.

Metode : Jenis penelitian ini termasuk kedalam penelitian kuantitatif inferensial
atau penelitian analitik. Sampel penelitian ini adalah remaja yang duduk dibangku
kelas VII SMPN 1 Cidahu Kabupaten Kuningan 2022 berjumlah 183 orang, yang
diambil dengan teknik cross sectional. Analisis bivariat dilakukan dengan
menggunakan chi square.

Hasil : Hasil penelitian mengenai kebiasaan main game online pada remaja di
SMPN 1 Cidahu menunjukkan sebagian besar responden memiliki kebiasaan main
game online pada kategori sedang sebanyak 98 orang (53,6%), dan sebagian besar
remaja memiliki konsentrasi belajar tinggi sebanyak 101 orang (55,2%). Hasil uji
analisis menunjukkan pvalue = 0.024 < 0,05.

Simpulan : Terdapat hubungan yang bermakna antara kebiasaan main game online
dengan konsentrasi belajar remaja di SMPN 1 Cidahu dan diharapkan remaja
berserta orang tua dan pihak sekolah di SMPN 1 Cidahu mampu bekerja sama
dalam menekan kebiasaan bermain game online pada remaja, seperti membuat
inovasi dalam melakukan proses pembelajaran, salah satunya yaitu dengan
menciptakan layanan bimbingan kelompok belajar bagi remaja.

Kata Kunci : Belajar, Hasil Belajar, Kebiasaan Main Game Online, Konsentrasi
Belajar dan Remaja.

Literatur : 20 Buku (1992-2017), 26 Jurnal (2010-2020), 7 Laporan (2014-2021)
1 Undang-Undang (2003), 6 Skripsi (2014-2020)
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THE RELATIONSHIP BETWEEN THE HABITS OF PLAYING ONLINE
GAMES AND THE CONCENTRATION OF LEARNING IN
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ABSTRACT

Background : Concentration of learning has a major contribution to learning
outcomes. One of the things that interfere with the process of learning concentration
is the habit of playing online games. Based on a survey conducted by the Central
Bureau of Statistics (BPS), the number of online game players increased quite
rapidly, there were more than 19.8 million internet users in 2014 and the most online
game users were teenagers (12-24 years old). The purpose of this study was to
determine the relationship between the habit of playing online games with learning
concentration in adolescents at SMPN 1 Cidahu, Kuningan Regency 2022.
Methods : This type of research is included in inferential quantitative research or
analytical research. The sample of this study was 183 students who were in seventh
grade at SMPN 1 Cidahu, Kuningan Regency, 2022, which were taken using a cross
sectional technique. Bivariate analysis was performed using chi square.

Results : The results of the study on the habits of playing online games in
adolescents at SMPN 1 Cidahu showed that most of the respondents had the habit
of playing online games in the medium category as many as 98 people (53.6%), and
most of the teenagers had high learning concentration as many as 101 people
(55,2%). The data analysis test showed that pvalue = 0.024 < 0.05.

Conclusion : There is a significant relationship between the habit of playing online
games with the concentration of learning for teenagers at SMPN 1 Cidahu and it is
hoped that teenagers along with their parents and the school at SMPN 1 Cidahu will
be able to work together in suppressing the habit of playing online games in
adolescents, such as making innovations in doing online games. learning process,
one of which is by creating study group guidance services for teenagers.

Keywords : Learning, Learning Outcomes, Online Game Playing Habits, Learning
Concentration and Adolescents.

Literature : 20 Books (1992-2017), 26 Journals (2010-2020), 7 Reports (2014-
2021) 1 Law (2003), 6 Thesis (2014-2020)
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