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ABSTRAK 

 

Keberhasilan proses belajar mengajar salah satunya dipengaruhi oleh motivasi 

belajar siswa yang merupakan kekuatan penggerak psikis di dalam diri siswa yang 

menimbulkan dorongan dan memberikan arah pada kegiatan belajar. Salah satu 

produk dari perkembangan teknologi yaitu berkembang pesatnya game online yang 

jika digunakan belebihan dapat memberikan dampak negatif diantaranya penurunan 

motivasi belajar siswa. Penelitian ini bertujuan untuk mengetahui hubungan aktivitas 

game online terhadap motivasi belajar siswa di SMA Negeri 1 Kuta Utara.  

 

Penelitian ini menggunakan metode pendekatan cross sectional dengan jumlah 

sampel penelitian 150 responden. Teknik pengambilan sampel menggunakan non 

probability sampling yaitu purposive sampling. Instrumen yang digunakan yaitu 

kuesioner aktivitas game online dan motivasi belajar. Data hasil penelitian dianalisis 

menggunakan uji Korelasi Spearman Rank.  

 

 Hasil penelitian ini menunjukkan sebagian besar responden memiliki aktivitas 

game online yang baik yaitu 70 orang (46,7%) dan sebagian besar responden 

memiliki motivasi belajar baik yaitu 73 orang (48,7%). Hasil uji korelasi Spearman 

rank didapatkan nilai signifikansi p = 0,000 yang menunjukkan terdapat hubungan 

bermakna antara aktivitas game online dan motivasi belajar siswa . Adapun nilai 

koefisien korelasi r = 0,838 menunjukan ada kekuatan korelasi yang sangat kuat 

dengan arah korelasi positif. 
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ABSTRACT 

The success of the teaching and learning process is influenced by student 

learning motivation, which is a psychic driving force within students that creates 

encouragement and gives direction to learning activities. One of the products of 

technological developments is the rapid development of online games, which, if used 

excessively, can have a negative impact, including a decrease in student learning 

motivation. The purpose of this study determine the correlation between online game 

activity and student learning motivation at SMA Negeri 1 Kuta Utara. 

This study used a cross-sectional approach with a sample size of 150 

respondents. The sampling technique used non-probability sampling, namely 

purposive sampling. The instruments used were online game activity questionnaires 

and learning motivation. Research data were analyzed using the Spearman rank 

correlation test. 

The results of this study showed that most of the respondents had good online 

gaming activities, namely 70 people (46.7%), and most of the respondents had good 

learning motivation, namely 73 people (48.7%). The Spearman rank correlation test 

results obtained a significance value of p = 0.000, which indicated that there was a 

significant correlation between online game activity and student learning motivation. 

The value of the correlation coefficient r = 0.838 shows that there is a very strong 

positive correlation. 
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