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ABSTRAK

ANALISIS KEBIASAAN BERMAIN GAME ONLINE TERHADAP
PRESTASI BELAJAR MATEMATIKA PESERTA DIDIK DI
KELAS VII SMPS KATOLIK LAMAHOLOT 1912 WATOONE
TAHUN PELAJARAN 2021/2022

FEBRIANUS SULAIMAN DOPONG

Program Studi Pendidikan Matematika, Fakultas Keguruan Dan Illmu

Pendidikan, Universitas Flores, 2022, Pembimbing | Yasintha Yenita

Dhiki,S.Pd,M.Pd, Pembimbing Il Hilaria Melania Mbagho,S.Pd,M.Pd.
amaebbydt@gmail.com

Tujuan dari penelitian ini adalah untuk mengetahui kebiasaan bermain game
online terhadap prestasi belajar matematika. Hal yang melatar belakangi adalah
kebiasaan anak yang sering sekali bermain game online.

Penelitian ini merupakan penelitian kualitatif yang bersifat deskriptif.
Penelitian ini dilakukan pada siswa-siswi kelas VII SMPS Katolik Lamaholot
1912 Watoone yang berjumlah 30 orang dengan subyek penelitian 10 orang.
Faktor yang diteliti berupa kebiasaan bermain game online terhadap prestasi
belajar matematika. Metode pengumpulan data yang digunakan dalam penelitian
ini adalah angket dan dokumentasi. Analisis data menggunakan analisis deskriptif
kualitatif dengan teknik presentase.

Hasil penelitian ini menunjukan bahwa dari 10 orang subyek yang diteliti
kebiasaan bermain game online terhadap prestasi belajar matematika pada kelas
VII SMPS Katolik Lamaholot 1912 Watoone tahun pelajaran 2021/2022 terdapat
1 siswa atau 10% siswa termasuk kategori sangat baik (SB), 0 siswa atau 0%
termasuk pada kategori baik (B), 8 siswa atau 80% siswa termasuk pada kategori
kurang baik (KB), dan 1 siswa atau 10% siswa termasuk pada kategori tidak baik
(TB). Dari hasil diatas dapat diartikan sebagian besar siswa kelas VII SMPS
Katolik Lamaholot 1912 Watoone terpengaruh oleh game online yang
menyebabkan pembelajaran matematikanya menurun, sehingga dapat disimpulkan
bahwa kebiasaan bermain game online terhadap prestasi belajar matematika
peserta didik di kelas VII SMPS Katolik Lamaholot 1912 Watoone dikategorikan
Kurang Baik.

Kata kunci : game online, prestasi belajar matematika.



ABSTRACT

ANALYSIS OF HABITS TO PLAY ONLINE GAMES ON
MATHEMATICS LEARNING ACHIEVEMENT OF STUDENTS IN
CLASS VII OF LAMAHOLOT CATHOLIC SMPS 1912 WATOONE,
ACADEMIC YEAR 2021/2022

FEBRIANUS SULAIMAN DOPONG
Mathematics Education Study Program, Faculty of Teacher Training and
Education, University of Flores, 2022, Supervisor | Yasintha Yenita Dhiki,
S.Pd, M.Pd, Supervisor Il Hilaria Melania Mbagho, S.Pd, M.Pd.

amaebbydt@agmail.com

The purpose of this study was to determine the habit of playing online
games on learning achievement in mathematics. The background things is the
habit of children who often play online games.

This research is a descriptive qualitative research. The subjects of this study
were the seventh grade students of SMPS Lamaholot Catholic 1912 Watoone,
totaling 10 people. The factor studied was the habit of playing online games on
mathematics learning achievement. Data collection methods used in this study
were questionnaires and documentation. Data analysis used descriptive qualitative
analysis with percentage technique.

The results of this study showed that of the 10 subjects studied, the habit of
playing online games on mathematics learning achievement in class VII
Lamaholot Catholic SMPS 1912 Watoone in the 2021/2022 academic year there
is 1 student or 10% of students in the very good category (SB), 0 students or 0%
included in the good category (B), 8 students or 80% of students included in the
poor category (KB), and 1 student or 10% of students included in the bad category
(TB). From the results above, it can be concluded that most of the seventh grade
students of the 1912 Lamaholot Catholic Junior High School Watoone were
affected by online games which caused their mathematics learning to decline, so it
can be concluded that the habit of playing online games on the mathematics
learning achievement of students in the seventh grade of the 1912 Lamaholot
Catholic Junior High School Watoone is categorized as Poor.

Keywords: online games, mathematics learning achievement.
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