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ABSTRAK

PENGARUH GAME ONLINE TERHADAP HASIL BELAJAR SISWA
DI SMA NEGERI 1 LEWOLEMA

CHRISTINA

Program  studi pendidikan ekonomi, FKIP, Universitas Flores
E-mail : chrystinatukan@gmail.com

Penelitian ini bertujuan untuk mengetahui : 1) pengaruh game online pada
siswa SMA Negeri 1 Lewolema, 2) hasil belajar siswa SMA Negeri 1 Lewolema.

Jenis penelitian yakni  penelitian kuantitatif dengan teknik pengumpulan
data utama : angket dan dokumentasi. Dianalisis  dengan menggunakan rumus
regresi linier sederhana  model  (Sugiyono, 2009: 206).

Hasil penelitian ini menunjukkan bahwa ada pengaruh bermain game
online terhadap hasil belajar. Hal ini  dapat dibuktikan dengan hasil pengujian
pada tabel menunjukkan nilai koefisien  variabel game online sebesar 0,383
dengan  t hitung > t tabel (4,058 > 2,02269)  dan tingkat signifikan 0,006<0,05. Dapat
dijelaskan  bahwa game online berpengaruh terhadap hasil belajar siswa SMA
Negeri 1 Lewolema.  Berdasarkan hasil uji t dapat diperoleh nilai t hitung sebesar
4,058 dan nilai t tabel sebesar 2,02269. Hal ini menunjukkan bahwa t hitung > t
tabel. Dengan demikian H0 di tolak dan Ha  di terima, artinya bermain game
online dapat berpengaruh terhadap hasil belajar siswa SMA Negeri 1 Lewolema.

Berdasarkan nilai Adjusted R Square sebesar 0,579. Maka dapat
diinterpretasikan bahwa hasil belajar siswa SMA Negeri 1 Lewolema dipengaruhi
oleh game online sebesar 57,9% dimana semakin besar pengaruh game online (X)
maka akan semakin berpengaruh terhadap hasil belajar siswa (Y).

Dengan demikian dapat disarankan (1) Orang tua diharapkan agar selalu
membimbing anak untuk belajar, (2) Peserta didik agar lebih giat belajar agar
tercapai cita-cita.(3), bagi Guru diharapkan dapat menyesuaikan diri dengan
peserta didik yang lebih obyektif, agar hal tersebut dapat menunjang peningkatan
kualitas peserta didik.

Kata Kunci : Game Online Dan Hasil Belajar

mailto:chrystinatukan@gmail.com
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ABSTRACT

THE INFLUENCE OF ONLINE GAMES ON  STUDENT LEARNING
OUTCOMES OF STATE HIGH SCHOOL 1 LEWOLEMA

Economic Education Study Program, FKIP, Universitas of Flores
E-mail: Chrystinatukan@gmail.com

This study aims to determine : 1) the effect of online games on students of
SMA Negeri 1 Lewolema. 2) student  learning outcomes of state high school 1
Lewolema.

The type of research  is quantitative  research with the main data collection
techniques : questionnaires and  documentation. Analyzed using a simple linear
regression formula model (  Sugiyono, 2009: 206).

The results of this study indicate that there is an effect of playing online
games on learning  outcomes. This can be  proven by the test results in the  table
showing  the online game variable  coefficient  value of  0,383 with t count > t
tabel  (4,058>2.02269) and a significant level of 0.006<0.05. It  can be explained
that online games Have an effect on student learning outcomes of State Senior
High School  1 Lewolema. Based  on the results of the  t- test, it can be obtained
that the t-count value is 4.058 and the t-table value is 2.02269. This indicates that
t-count > t- table.  Thus H0 is rejected and Ha  is accepted, meaning  that playing
online games can  affect  the learning outcomes  of State 1 Lewolema High
School Students.

Based on the Adjusted R Square value of 0,579. So it can be interpreted
that the learning outcomes of state  high school  1 Lewolema Students are
influenced by online games by 57,9% where  the greater the influence of online
games (X) the more  influence on student  learning outcomes (Y).

Thust it can be suggested (1) parents are expected to always guide their
children to learn, (2) students to be  more active in learning in order to achieve in
learning in order to achieve their goals. (3), teachers are expected to be able to
adapt themselves to students who are more objective, so that this can support the
improvement of the quality of students.

Keywords : Online games and learning outcomes

mailto:Chrystinatukan@gmail.com
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