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ABSTRAK 

Galih Rizki Sofyan 

NIM 312020003 

 

GAMBARAN SIKAP ANAK KETIKA BERMAIN GAME ONLINE DI SDN 

PINGGIRSARI 02 KECAMATAN ARJASARI KABUPATEN BANDUNG 

 

V; 2022; 87  halaman; 14 tabel; 8 lampiran. 

 

Teknologi yang berkembang pesat sering digunakan untuk sarana bermain, 

bermain game online memiliki dampak positive dan negative terhadap sikap 

pemainnya, Penelitian ini bertujuan untuk mengetahui gambaran sikap anak ketika 

bermain game online di SDN Pinggirsari 02 Kecamatan Arjasari Kabupaten 

Bandung. Metode pada penelitian ini adalah deskriptif kuantitatif, pengambilan 

sampel menggunakan teknik purposive sampling kriteria inklusi anak usia 10-12 

tahun, anak yang suka bermain game online, bermain game online lebih dari 2jam 

sehari, bersedia menjadi responden, dan kriteria eklusi anak yang baru 1 minggu 

bermain game online, anak yang sedang sakit, anak yang tidak bersedia jadi 

responden berjumlah 43 orang, instrument penelitian sikap anak ketika bermain 

game online, menggunakan kuesioner skala likert, hasil uji validitas dan 

reliabilitas dengan nilai Alpha Cronbach 0,902. Hasil penelitian menunjukan 

karakteristik responden hampir seluruhnya berjenis kelamin laki-laki, hampir 

setengahnya dari responden berusia 12 tahun, hampir seluruh dari responden 

bermain selama 2 jam sampai 3 jam sehari. Sikap anak ketika bermain game 

online menunjukan sikap yang ditimbulkan kurang baik, aspek keinginan bermain 

sebagian besar dari responden memiliki keinginan bermain game online yang 

tinggi, aspek perasaan tidak menyenangkan hampir setengahnya dari responden 

memiliki perasaan tidak menyenangkan yang tinggi, aspek kehilangan kontrol 

hampir setengahnya dari responden tidak mampu mengontrol dirinya ketika 

bermain game online, aspek pengulangan hampir setengahnya dari responden 

ingin mengulangi bermain game online, aspek timbulnya masalah negative hampir 

setengahnya dari responden menimbulkan masalah negative yang tinggi, dan 

aspek kepuasan hampir seluruhnya dari responden merasakan kepuasan yang 

tinggi ketika bermain game online. Hasil penelitian diharapkan menjadi data dasar 

untuk menggali sikap anak ketika bermain game online dengan desain penelitian 

korelasi terhadap variable yang lainnya. 

 

Kata Kunci : Sikap anak bermain, Game online, Sikap anak. 

Kepustakaan : 42 buah (2006 - 2020). 
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ABSTRACT 

Galih Rizki Sofyan 

NIM 312020003 

 

DESCRIPTION OF CHILDREN'S ATTITUDE WHEN PLAYING ONLINE 

GAMES AT PINGGIRSARI SDN 02 SUB-DISTRICT ARJASARI, 

BANDUNG REGENCY 

 

V; 2022; 87 pages; 14 tables; 8 attachments. 

 

Technology that is developing rapidly is often used as a means of playing, playing 

online games has a positive and negative impact on the attitudes of the players. 

This study aims to describe the attitude of children when playing online games at 

SDN Pinggirsari 02 Arjasari District, Bandung Regency. The method in this study 

is descriptive quantitative, sampling using purposive sampling technique, 

inclusion criteria of children aged 10-12 years, children who like playing online 

games, playing online games more than 2 hours a day, willing to be respondents, 

and exclusion criteria for children who are only 1 week old. playing online games, 

children who are sick, children who are not willing to be respondents totaling 43 

people, the research instrument of children's attitudes when playing online games, 

using a Likert scale questionnaire, the results of validity and reliability tests with 

Cronbach's Alpha value of 0.902. The results showed that the characteristics of 

the respondents were almost entirely male, almost half of the respondents were 12 

years old, almost all of the respondents played for 2 hours to 3 hours a day. The 

attitude of children when playing online games shows that the attitude caused is 

not good, the aspect of wanting to play most of the respondents has a high desire 

to play online games, the unpleasant feeling aspect is almost half of the 

respondents have a high unpleasant feeling, the aspect of losing control is almost 

half of the respondents unable to control themselves when playing online games, 

the repetition aspect almost half of the respondents want to repeat playing online 

games, the negative problem aspect of almost half of the respondents causing high 

negative problems, and the satisfaction aspect almost all of the respondents 

feeling high satisfaction when playing online games . The results of the study are 

expected to be the basis for exploring children's attitudes when playing online 

games with a correlation research design on other variables. 

 

Keywords: Attitude of children playing, Online games, Attitude of children. 

Bibliography: 42 pieces (2006 - 2020). 
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