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ABSTRAK 

  Kecanduan game online dikalangan anak sekolah dasar merupakan salah 

satu permasalahan yang sering dijumpai. Penggunaan game online yang berlebihan 

dapat mempengaruhi kondisi emosional anak dan berpotensi menimbulkan 

berbagai gangguan emosional. Penelitian ini bertujuan untuk menganalisis 

hubungan kecanduan bermain game online dengan gangguan emosioanal anak 

sekolah dasar di SD Tegal Jaya.  
Jenis penelitian ini adalah penelitian kuantitatif dengan menggunakan 

desain observasional analitik dengan pendekatan cross sectional. Sampel dalam 

penelitian ini berjumlah 108 anak dengan cara menggunakan teknik simple random 

sampling. Variabel independen yaitu kecanduan bermain game online dan variabel 

dependen yaitu gangguan emosional, untuk alat ukurnya menggunakan kuesioner. 

Data dianalisis menggunakan uji spearman rank. 
Hasil penelitian menunjukkan bahwa dari 108 responden hampir seluruhnya 

mengalami kecanduan bermain game online sebanyak 77 anak  (71,4%) dan hampir 

seluruh responden memiliki gangguan emosional sebanyak 74 anak (68,5%). Hasil 

uji spearmen rank  menunjukkan adanya  hubungan antara kecanduan bermain 

game online dengan gangguan emosional pada anak kelas IV dan V di SD Tegal 

Jaya dengan nilai p=0,000< α = 0,05. Berdasarkan hasil penelitian ini diharapkan 

menjadi bahan masukkan bagi sekolah, orang tua, dan tenaga kesehatan dalam 

upaya pencegahan serta penanganan gangguan emosional pada anak. 

 

Kata Kunci: anak sekolah dasar, kecanduan game online, gangguan emosional 
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ABSTRACT 

Online game addiction has become an increasingly prevalent issue among 
elementary school children. Excessive engagement in online gaming may adversely 
affect children's emotional well-being and increase the risk of developing emotional 
disorders. This study aimed to examine the correlation between online game 
addiction and emotional disorders among fourth- and fifth-grade elementary 
school students at SD Tegal Jaya. 

This study employed a quantitative observational analytic design with a 
cross-sectional approach. A total of 108 students were selected using a simple 
random sampling technique. The independent variable was online game addiction, 
while the dependent variable was emotional disorders. Data were collected using 
structured questionnaires and analyzed using the Spearman's Rank correlation test. 

The findings revealed that 77 respondents (71.4%) were classified as having 
online game addiction, while 74 respondents (68.5%) experienced emotional 
disorders. Statistical analysis demonstrated a significant relationship between 
online game addiction and emotional disorders among fourth- and fifth-grade 
students at SD Tegal Jaya (p = 0.000; p < 0.05). 

In conclusion, online game addiction is significantly associated with 
emotional disorders among elementary school children. These findings highlight 
the importance of collaborative efforts among schools, parents, and healthcare 
professionals to develop preventive strategies and early interventions aimed at 
reducing excessive online gaming and promoting children's emotional well-being. 

Keywords: elementary school children, online game addiction, emotional disorders 
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