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Abstrak 

Berdasarkan hasil penelitian yang dilakukan terhadap siswa SD di kawasan Polokarto, pada Januari 

2023 diperoleh data bahwa 56,5% anak usia SD mengaku pernah bermain game online atau offline 

lebih dari durasi normal (2 jam per hari). anak sedang bermain game. Oleh karena itu, selain peran 

guru dalam mendidik siswa di sekolah, peran orang tua juga sangat penting dalam keseharian anak 

di rumah, hasil penelitian yang diperoleh juga dapat menjadi teguran dalam mendidik anak. 

Penelitian ini bertujuan untuk mendeskripsikan aktivitas bermain pada anak usia sekolah di wilayah 

Polokarto. Jenis penelitian ini adalah penelitian kuantitatif dengan menggunakan metode desain 

deskriptif. Cluster random sampling digunakan untuk menemukan 69 siswa. Satu set kuesioner yang 

disusun oleh peneliti untuk mengidentifikasi aktivitas anak. Hasil penelitian ini menunjukkan bahwa 

sebagian besar responden (73,9%) bermain game saat hari libur. Mayoritas responden bermain 

game (72,5%), dengan durasi bermain lebih dari 5 jam sebanyak 66 orang (95,7%). Mayoritas 

responden bermain game menggunakan ponsel orang tuanya (39,1%) dan juga menggunakan wifi 

sebanyak (65,2%), namun ada juga yang menggunakan Play Station sebanyak (82,6%). 

Disimpulkan bahwa mayoritas responden memainkan game dengan durasi lebih dari 5 jam 

Kata Kunci: anak usia sekolah, aktivitas bermain, siswa sekolah dasar 

 

Abstract 

Based on the results of a study conducted on elementary school students in the Polokarto area, in 

January 2023, data was obtained that 56.5% of elementary school aged children admitted to having 

played online or offline games for more than the normal duration (2 hours per day). child playing 

games. With that in mind, apart from the role of teachers in educating students at school, the role 

of parents is also very important in children's daily lives at home, the research results obtained can 

also be a warning in educating children. This study aims to describe of gaming activities in school- 

age children in the Polokarto area. This is quantitative research using descriptive design methods. 

Cluster random sampling was used to find 69 students. A set questionnaire composed by researcher 

to identify the child activities. The results of this study showed that the majority of respondents 

(73.9%) played games during holidays. The majority of respondents played games (72.5%), with 

a duration of playing more than 5 hours as many as 66 people (95.7%). The majority of respondents 

play games using their parents' cellphones (39.1%) and also use wifi as many (65.2%), but there 

are also those who use Play Station as (82.6% ). It was concluded that the majority of respondents 

played games with a duration of more than 5 hours 

Keywords: school-age children, gaming activities, elementary school students 

 

1. INTRODUCTION 

A game is something that is used for playing, an item or something that is played with. According 

to Agustina (2015:2), games are a way of learning by analyzing with a group of players or 

individuals using rational strategies. The basic nature of the game itself is that it is fun,challenging 



and addictive. All groups can and are also found in many circles playing online games. The number 

of game players, especially online games in the world, recorded in 2019 is predicted to increase 

from 23.7 million people to 28.1 million people in 2020. And China is still the largest number of 

players with 324.5 million people. Meanwhile, Indonesia ranks seventh with 28.1 million people. 

Games are basically games that can be played with certain rules, so that someone wins and 

someone loses, usually in a non-serious context or with the aim of refreshing (Ismi & Akmal, 

2020; Kurnada & Iskandar, 2021). In its challenging and fun nature, negative impacts also exist in 

the basic eels of online games which can be addictive. Especially for children, the negative impacts 

that can be addictive will have an impact on the environment, education and also development. 

When children grow up they have their own world of play, which someparents may not 

understand. Nowadays, children are much interested in modern games because the games are very 

sophisticated and cool and will make them feel challenged to play them. 

If children play games under adult supervision, it will have a positive impact or effect, such 

as increasing children's creativity in thinking, training children to think more critically, increasing 

the development of cognitive aspects in children including motor skills, increasing children's 

insight, children can also be more smart choice of information. 

In elementary schools in the Polokarto area, in January 2023, data was obtained that several 

elementary school-aged children admitted to having played online or offline games. And according 

to their confession, there are some who are let by their parents, but there are also thosewho play 

games secretly so that their parents don't find out when they are playing the game. The general 

aim of this research is to identify descriptions of gaming activities among elementary school age 

children in the Polokarto area. 

2. METHODS 

This type of research is quantitative research using descriptive design methods. Sampling used the 

cluster random sampling method. In this research, the sample used was 69 students consisting of 

grades 4, 5, 6 elementary school. The inclusion criteria in this research were pupils or students 

who were present during the research. This research used a questionnaire to find out how much 

intensity elementary school age children use in playing games which were compiled by the 

researcher, validity and reliability tests have been carried out with valid and reliable results 

(Cronbach's Alpha 0.781). The questionnaire, consist of 24 questions, with the criteria being 

elementary school students aged 10-12 years, elementary school students in grades 4, 5 and 6, 

students who can read and write, and students who can speak Indonesian. In this research, the data 

analysis used was univariate analysis. Univariate analysis is used only for single variables. The 

method used for data analysis is Central Tendency. Central Tendency is a value that shows the 



midpoint of a data set to find out where the data values converge in the distribution. 

3. RESULTS AND DISCUSION 

The research results showed that 69 respondents participated in this research. Respondent 

characteristic data consists of age, gender and elementary school level of the respondent. The 

results of the univariate analysis show a picture of gaming activities in school-aged children. 

3.1 Respondent Characteristics 

Table 1 Characteristics of Respondents Based on Age and Gender of Respondents 

 

Variable f % 

Age   

10 years 19 27.5 

11 years 23 33.3 

12 years 27 39.1 

Gender   

Male 36 52,2 

Female 33 47,8 

 

Based on the results of the analysis of the characteristics of respondents in this study 

(Table 1), there were 69 respondents with the majority aged 12 years, 27 people (39.1%), 

the majority male, 36 (52.2%) respondents. 

3.2 Category Distribution 

Table 2. Distribution of respondents who play the most games 

 

Variable 
Yes  No  

F % F % 

Playing games only on holidays 51 73,9 18 26.1 

Playing online games and offline games 39 56.5 30 43.5 

Playing games more than 5 hours 66 95.7 3 4.3 

Playing games using your own cellphone 29 42 40 58 

Playing games using PS 57 82.6 12 17.4 

Playing games with friends 38 55.1 31 44.9 

Playing games asks parents for extras 56 81.2 13 18.8 

Ever borrowed money from a friend to play games 66 95.7 3 4.3 

 

 



Based on the results of this research, it shows that the majority of respondents only 

play games on holidays with a total of 51 respondents (73.9%) compared to 18 people who 

don't play games on holidays only (26.1%), with the majority playing online games and 

offline game more than 5 hours. A total of (82.6%) 57 children at elementary school age 

played games using PS and played with their friends as many as 38 people (55.1%). 

Children at elementary school age more often ask their parents for extra money to play 

games, 56 (81.2%) and also borrow money from friends, 66 (95.7%). 

3.3 Age 

Characteristics based on the age of respondents can be seen if the majority of 

respondents are 12 years old, namely 27 respondents (39.1%). This research is relevant to 

Erlina's (2023) research where the research results obtained from all respondents showed 

that the majority of respondents were 12 years old. The findings from this research confirm 

the findings from a previous investigation by Hayati (2020) which linked regular online 

games to an increased need for sleep and rest in residents of SDN 010083 Kisaran,Asahan 

Regency, in his research most of the respondents were 12 years old. This age range is part 

of the transition from childhood to adolescence. In terms of school age, Kohlberg's 

developmental theory divides into two groups: children aged 7 to 10 years andchildren 

aged 10 to 12 years (Kyle and Carman, 2014). 

3.4 Gender 

The respondents involved in this research were 218 students from several elementary 

schools in Polokarto District, Sukoharjo Regency, aged 10 to 12 years. Based on the 

gender of the respondents, it can be seen that the majority of respondents wer male, 36 

(52.2%). In this research, according to data from the Population & Civil Registration 

Service of Sukoharjo Regency in 2023 in Polokarto District, it was found that the total 

population of males aged 9-12 years was 2824 people, while females aged 9-12 years were 

2715 people. 

3.5 Playing Game Activity. Daily Physical Activity Category Levels in School-Age 

Children 

It was recorded in the Newoo report that in 2023, it will reach 3 billion game users. 

By the end of 2020, that figure is expected to rise to 2.7 billion. One of the reasons why 

the number of gamers continues to rise is the existence of mobile games. Thenumber of 

gamers has also increased rapidly during the pandemic. Based on this research, it shows 

that the majority of respondents only play games on holidays. This research is in 

accordance with the results of observations from research by Al Nizar (2019) that during 



the holidays they spend their free time playing games. This can be seen from the 

confessions of several students. During school holidays, some students gather with their 

friends just to play games together, some students said that when their parents forbade 

them from playing games, they felt annoyed, angry and some even didn't want to eat. 

In this study, there were 39 (56.5%) respondents who played online and offline 

games. This type of online game is widely used by children who are familiar with the world 

of the internet, especially in the field of gaming. Gender and supervision from parents will 

influence the online and offline games chosen by respondents. The majority of respondents 

(95.7%) played games for more than 5 hours. This research is in line with research (Putra 

& Ratnawati, 2020) that the majority of respondents play games for more than 5 hours, 

playing online games cannot be played for a short time, most online game players who are 

addicted will play online games continuously for more than 5 hours to complete the 

missions given by the game. 

There are (42%) respondents who play games using their own cellphone and 40 

(58%) respondents do not play games using their own cellphone. This can be influenced 

by factors such as parents' upbringing and habituation towards their children and also the 

number of cellphones they own. It is recorded in the Central Statistics Agency (BPS) that 

the percentage of mobile phone users in Indonesia will reach 67.88% in 2022. This figure 

has increased by 2.01% points compared to the previous year which was 65.87%. This 

research shows that the majority of respondents (82.6%) also play games using PS. When 

playing games among children of elementary school age, playing games using PS is still 

a choice for playing games. This is reinforced by statistical data (quoted from kompas.id) 

which notes that the PlayStation 2 (PS2) video game console is still the best-selling video 

game device of all time until May 2023 with sales of 158.7 million units. 

The majority of respondents (55.1%) played games with their friends. This can be 

influenced by the game system where more group-based games are played. This research 

is in accordance with research by Nugrananda (2020), that children who play the online 

game Mobile Legend for a very long duration of time are even willing to share their internet 

connection with other children in their usual place of gathering just to play the online game 

Mobile Legend together. and form a team in the game. 

3.6 Game Impact 

Playing online and offline games for more than 2 hours every day can have an 



impact on users. Playing games can have a good impact but quite a few can also have a bad 

impact. Some of the positive impacts are sharpening the brain, developing the right brain, 

training teamwork and practicing English language skills. Elementary school age children 

who carry out activities or habits of playing games every day will have more negative 

impacts on their users. This research also found several negative impacts from playing 

online games, namely, the majority of respondents (81.2%) asked their parents for more 

money to play games, as many as 66 (95.7%) respondents borrowed moneyfrom friends 

to play games, and as many as 68 (98.6%) taking parents' money secretly to play games. 

This research is in line with the results of Faza's (2022) research that games are 

played on average for a fee in the form of a quota. So, the child's parents are very influenced 

by the child's needs, who almost every day ask their parents for money to buya quota for 

playing online games. This can happen because there is an imbalance betweenthe pocket 

money that elementary school children get and their excessive desire to play games so that 

respondents will feel they lack money to be able to pay for the games they want to play. 

The limitation of this research is that in the data collection process, the researcher 

used break times at the elementary school, so the time used was very limited. Then in the 

research process there were respondents who could not coordinate well because there were 

several respondents who still could not read and write well. Apart from that, the 

respondent's lack of understanding of several questions in the available questionnaires, and 

there are differences in the language used, thus affecting the course of the data collection 

process due to the language used by respondents in their daily lives which is more often 

regional, whereas in this study it was Indonesian. 

4. CLOSING 

Based on the results of the research and discussion in this study, a conclusion can 

be drawn, namely that based on the results of research regarding the description of gaming 

activities among elementary school age children in the Polokarto area, it can be 

concluded that the characteristics of the majority of respondents were 12 years old and 

male. The results of the research conducted showed that the majority of respondents 

played online and offline games, respondents only played games on holidays and the 

duration of playing was more than 5 hours. There were respondents who played games 

using their own cellphone and using PS. In this research, it was found that respondents 

played games with 

friends. There were also negative impacts found in this research, respondents asked their 



parents for extra money, respondents also admitted that they had borrowed money from 

friends, and there were also respondents who took their parents' money secretly to play 

games. Based on these conclusions, researchers have suggestions to include the role of 

parents in all children's activities, including playing games, to minimize the occurrence of 

undesirable things, then place limits on children in playing games to avoid children's 

dependence on playing games, and include the role of teachers in providing understanding. 

students regarding the bad influence on students' gaming habits. 

BIBLIOGRAPHY 

Agata, L. (2015). pengaruh kegemaran bermain game terhadap kemampuan menalar siswa di sd 

n premulung no 94 surakarta tahun 2014/2015. Fakultas Keguruan Dan Ilmu Pendidikan 

Universitas Muhammadiyah Surakarta, xv(94), 119. 

Ananda, L. R., & Kristiana, I. F. (2017). Studi Kasus: Kematangan Sosial Pada Siswa 

Homeschooling. Jurnal Empati, Vol 6 No 1. 

Arianto, A., & Bahfiarti, T. (2020). Pemahaman Dampak Game Online pada Anak-Anak Nelayan 

di Kota Makassar. Communicatus: Jurnal Ilmu Komunikasi, 4(2), 165–184. 

https://doi.org/10.15575/cjik.v4i2.7999. 

Astini, N. W., & Purwati, N. K. R. (2020). Strategi Pembelajaran Matematika Berdasarkan 

Karakteristik Siswa Sekolah Dasar. Emasains, 9(1), 1-8. 

Azwar. (2016). Reliabilitas dan Validitas. Yogyakarta : Pustaka Pelajar. 

Dani R wulan, Sukidin, S RN. Fenomena Kecanduan Game Online pada Siswa (Studi Kasus 

pada Siswa SMK Negeri 2 Jember). Program Studi Pendidikan Ekonomi Jurusan 

Pendidikan IPS, Fakultas Keguruan dan Ilmu Pendidikan, Universitas Jember (UNEJ) 

Abstrak. 2014. 

Faza, A. W., Attalina, S. N. C., & Widiyono, A. (2022). Analisis Dampak Game Online Pada 

Interaksi Sosial Anak Usia Sekolah Dasar di Desa Bawu RT 06 RW 01. Jurnal Pendidikan 

dan Konseling (JPDK), 4(3), 534-541. 

Hendryadi. 2014. POPULASI DAN SAMPEL. Teorionline Personal Paper No. 02/Jan-2014. 

Hernawati, S. (2017). Metodologi Penelitian Dalam Bidang Kesehatan Kuantitatif & Kualitatif. 

In C. Dr. Heru Santoso Wahito Nugroho, M.M.Kes. (Ed.), Forum Ilmiah Kesehatan 

(FORIKES) (1st ed., Vol. 1). 

Hidayat, A. A. (2014). Metode penelitian keperawatan dan teknis analisis data. Jakarta : Salemba 

Medika. 

https://www.merdeka.com/jatim/kesehatan-anak-anak-sd-yang-harus-diperhatikan-bantu- 

optimalkan-tumbuh-kembang-kln.html 

Ismi, N., & Akmal, A. (2020). Dampak Game Online terhadap Perilaku Siswa di Lingkungan SMA 

Negeri 1 Bayang. Journal of Civic Education, 3(1), 1– 

10.https://doi.org/10.24036/jce.v3i1.304. 

Janttaka, N. (2020). Analisis Dampak Game Online Mobile Legend Pada Anak Usia Sekolah 

Dasar Di Desa Junjung Kecamatan Sumbergempol Kabupaten Tulungagung. Inventa: 

Jurnal Pendidikan Guru Sekolah Dasar, 4(2), 132-141. 

Kholidiyah, U. (2013). Hubungan antara intensitas bermain game online dengan kecerdasan 

http://www.merdeka.com/jatim/kesehatan-anak-anak-sd-yang-harus-diperhatikan-bantu-
http://www.merdeka.com/jatim/kesehatan-anak-anak-sd-yang-harus-diperhatikan-bantu-


emosi. Universitas Muhammadiyah Surakarta. 

Kiniret, R. I. A., & Susilowati, T. (2021). Gambaran Karakteristik Anak yang Mengalami 

Kecanduan Bermain Game Online. ASJN (Aisyiyah Surakarta Journal of Nursing). 

https://doi.org/10.30787/asjn.v2i2.833 

Kurnada, N., & Iskandar, R. (2021). Analisis Tingkat Kecanduan Bermain Game Online terhadap 

Siswa Sekolah Dasar. Jurnal Basicedu, 5(3), 1683–1688. 

https://doi.org/10.31004/basicedu.v5i6.1738. 

Lestariningsih, E., Herlina, H., & Rustam, M. (2023). HUBUNGAN KARAKTERISTIK 

KECANDUAN GAME ONLINE TERHADAP KELELAHAN MATA PADA ANAK 

USIA SEKOLAH DASAR. Jurnal Ilmu Kedokteran dan Kesehatan Indonesia, 3(1), 41- 

54. 

Muhammad Khalilurrahman(2017). HUBUNGAN LAMA BERMAIN GAME ONLINE 

DENGAN PERKEMBANGAN KOGNITIF PADA ANAK USIA 7-11 TAHUN. 

Murti, Bhisma. (2014). Dasar-dasar penelitian epidemiologi. Yogyakarta: Gadjah Mada 

University Press. 

Nizar, A., & Hajaroh, S. (2019). Pengaruh intensitas penggunaan game gadget terhadap minat 

belajar siswa. El Midad, 11(2), 169-192. 

Novel Hasanah, Faktor-faktor yang Mempengaruhi Perkembangan Kognitif (Seri Psikologi 

Pendidikan), blogspot.com. Diakses pada tanggal 20 Januari 2019. 

Putra ,Febriyanto Pratama. 2012. “ Pembuatan Game Animasi 3D Role Playing Game Untuk 

Pendidikan Budaya Dengan Unity3D dan Bahasa Pemrograman C#.”. Skripsi. Surakarta: 

Fakultas Komunikasi dan Informatika Jurusan Teknik Informatika. Universitas 

Muhammadiyah Surakarta. 

Putra, H., & Ratnawati, D. (2020). Hubungan Perilaku Bermain Game Online dengan Carpal 

Tunnel Syndrome Pada Remaja. Fakultas Ilmu Kesehatan, Universitas Pembangunan 

Nasional Veteran Jakarta, 2(1), 1–12. 

https://ijhd.upnvj.ac.id/index.php/ijhd/article/view/34 

Putri, F. A. M. (2022). HUBUNGAN ANTARA KECENDERUNGAN KECANDUAN GAME 

ONLINE DENGAN PENYESUAIAN SOSIAL PADA REMAJA. Skripsi. Semarang: 

Fakultas Psikologi Unika Soegijapranata Semarang. 

Sastroasmoro, Sudigdo dan Ismael, Sofyan. (2014). Dasar-dasar metodologi penelitian klinis 

(Edisi 5). Jakarta: Sagung Seto. 

Sugiyono dan Puspandhani, Mitha Erlisya. (2017). Metode penelitian kesehatan. Bandung: 

Alfabeta. 

Sugiyono. (2018). Metode Penelitian Kombinasi (Mixed Methods). Bandung: CV Alfabeta. 

https://www.kompas.id/baca/riset/2023/07/18/penjualan-playstation-2-masih-tertinggi- 

sepanjang-masa 

Sugiyono. Metode Penelitian Kuantitatif, Kualitatif, dan R&D (Bandung: Alfabeta, 2017), hlm. 

38. 

Swarjana, I. (2022). Populasi-Sampel Teknik Sampling & Bias dalam Penelitian (I ed.). (E. 

Risanto, Ed.) Yogyakarta, D.I Yogyakarta, Indonesia: ANDI. 

Ulya, L., Fatuhurohman, I., & Sucipto. (2021). Analisis Kecanduan Game Online terhadap 

Kepribadian Sosial Anak. Jurnal Educatio FKIP UNMA, 7(3), 1112–1119. 

https://doi.org/10.31949/educatio.v7i3.1347. 

https://doi.org/10.30787/asjn.v2i2.833
http://www.kompas.id/baca/riset/2023/07/18/penjualan-playstation-2-masih-tertinggi-
http://www.kompas.id/baca/riset/2023/07/18/penjualan-playstation-2-masih-tertinggi-


Yeni Wulandari, Baiq Arnika Saaadati, Suyadi (2019). Perkembangan Kognitif Tercapai pada 

Anak Sekolah Dasar MIN 1 Banul Yogyakarta 

Yudiasmini, N. komang evi, Agung, A. . G., & Ujianti, P. rahayu. (2014). penerapan model 

pembelajaran kooperatif tipe teams games tournament (TGT) berbantuan media puzzle 

dalam meningkatkan perkembangan kognitif. E-Journal PG-PAUD Universitas 

Pendidikan Ganesha Jurusan PENDIDIKAN ANAK USIA DINI, 2(1). 

Yusup, F. (2018). Uji validitas dan reliabilitas instrumen penelitian kuantitaif. Jurnal Tarbiyah: 

Jurnal Ilmiah Kependidikan, 7(1), 17-23. 

 


