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ABSTRAK 

 

Survei Pemahaman Nilai Edukasi Dalam Permainan Game Online Anak Di 

Desa Ruang Kecamatan Satar Mese Kabupaten Manggarai 

 

Siprianus Magor 

Program Studi Pendidikan Ekonomi, FKIP, Universitas Flores 

e-mail :magorsipri@gmail.com  
Penelitian ini bertujuan mendeskripsikan nilai edukasi dalam game online. 

Penelitian  ini adalah penelitian  kuantitatif dengan sampel sebanyak 

49siswadi DesaRuang KecamatanSatar Mese Utara, menggunakan kuesioner dan 

dokumentasi, dianalisis secara statistik deskrtiptif. 

Hasil Penelitian menunjukan (1) nilai rata-rata dari setiap indikator: melatih 

berbahasa inggris 3,4, melati kosentrasi 3,22, melatih koordinasi tangan dan mata 

3,33 melatih kemampuan membaca 3,33, melatih komunikasi 3,31, tingkat 

emosional 3,45 dan melatih kerja sama 3,26 (2) nilai modus dari setiap indikator: 

melatih berbahasa inggris 3, melati kosentrasi 3,3, melatih koordinasi tangan dan 

mata 3,5 melatih kemampuan membaca 3,5, melatih komunikasi 3,5, tingkat 

emosional 3,3 dan melatih kerja sama 3,5 (3) simpangan rata-rata dari setiap 

indikator: melatih berbahasa inggris 0,54, melati kosentrasi 0,54, melatih 

koordinasi tangan dan mata 0,62 melatih kemampuan membaca 0,64, melatih 

komunikasi 0,58, tingkat emosional 0,50 dan melatih kerja sama 0,68 (4) standar 

devisiasi dari setiap indikator: melatih berbahasa inggris 0,58, melati kosentrasi 

0,68, melatih koordinasi tangan dan mata 0,69 melatih kemampuan membaca 

0,72, melatih komunikasi 0,69, tingkat emosional 0,58 dan melatih kerja sama 

0,80. Disimpulkan bahwa game online dapat memberikan nilai-nilai edukasi bagi 

siswa yakni: Berbahasa Inggris, melatih konsentrasi, melatih koordinasi tangan 

dan mata, melatih kemampuan membaca, melatih komunikasi, melatihemosional 

dan melatih kerja sama. Dengan demikian disarankan: (1) Peserta didik agar bisa 

dapat bermanfaat selektif memilih permainan game yang lebih bernuansa 

edukatif, dan tetap memperhatikan kewajiban belajar diluar jam sekolah. (2) Hasil 

penelitian ini dapat dikembangkan lebih lanjut untukariabel lainnya yang 

memiliki nilai-nilai edukasi. 

 

 

Kata Kunci : “Game Online, Nilai Edukasi” 
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ABSTRACT 

 
SURVEI UNDERSTANDING OF THE VALUE OF THE EDUCATION DALAM 

GAME OF ONLINE GAMES IN CHILDREN SPACE SUBSTAR MATE 

DISTRICT MANGGARAI DISTRICT 

 

Siprianus Magor 

Economic Education Studies Program, FKIP, Flores University 

E-mail: magorsipri@gmail.com 

This study aims to describe the educational value in online games. 

This research is quantitative research with sample as many as 

49studentsinThe villageSpaceSub-districtNorth Sater Mese, using questionnaires 

and documentation, statistically analyzed Descktiftif. 

The results showed (1) the average value of each indicator: tracking English 

3.4, jasmine concentration of 3.22, training hand coordination and eye 3.33 

training readability of 3.33, training communication 3.31, emotional level 3.45 

and training cooperation 3.26 (2) Value mode of each indicator:Tracking English 

3, jasmine concentration 3.3, train hand coordination and eyes 3.5 train ability to 

read 3.5, train communication 3.5, emotional level 3.3 and train cooperation 3.5 

(3) average devotion of each indicator:Training English 0.54, jasmine the 0.54 

concentration, training hand-coordination and 0.62 eyes train reading ability of 

0.64, training communication 0.58, emotional level 0.50 and training cooperation 

0.68 (4) Deviation standards of each indicator:Trading in English 0.58, jasmine 

the 0.68 concentration, trained hand-coordination and eyes 0.69 training reading 

ability of 0.72, training communication of 0.69, the emotional rate of 0.58 and 

trained cooperation 0.80. It is concluded that online games can provide 

educational values for students: English speaking, train concentration, train hand 

and eye coordination, training reading ability, training 

communication,trainemotional and train cooperation. Thus it is recommended: (1) 

learners to be able to use the selectiveIh game-based game of educatives, and 

keeps attention to duty learning diluA clock school. (2) The results of this study 

can be further developed forOther Arabel who has educational values. 
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