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ABSTRAK

Skripsi dengan judul “Pengaruh Game online Terhadap Konsentrasi
Belajar Dan Hasil Belajar Siswa Di MIN 4 Tulungagung” ini ditulis oleh Irma
Fatchatul Muna, NIM 17205163021. Jurusan Pendidikan Guru Madrasah
Ibtidaiyah Fakultas Tarbiyah Dan IImu Keguruan (FTIK), Universitas Islam
Negeri (UIN) Sayyid Ali Rahmatullah Tulungagung (UIN SATU
TULUNGAGUNG), 2021 yang dibimbing Dr. H. Mochamad Arif Faizin,
M.Ag. NIP. 197608272005011055.

Kata kunci : Game online, Konsentrasi Belajar, Hasil Belajar.

Penelitian ini dilatarbelakangi arus globalisasi yang semakin maju
sehingga perkembangan tekhnologi yang semakin maju dan semakin canggih
menghasilkan berbagai macam produk tekhnologi yang memenuhi kebutuhan
manusia, salah satunya game online. Game online ini merupakan alat yang
digunakan untuk menjadi hiburan bagi pemain. Salah satu pemain game online
adala seorang pelajar, dimana bagi pelajar pasti berdampak pada konsentrasi
belajar dan hasil belajar siswa.

Rumusan masalah dalam penelitian skripsi ini adalah (1) Adakah pengaruh
game online terhadap konsentrasi belajar siswa di MIN 4 Tulungagung? (2)
Adakah pengaruh game online terhadap hasil belajar siswa di MIN 4
Tulungagung? (3) Adakah pengaruh game online terhadap konsentrasi belajar dan
hasil belajar siswa di MIN 4 Tulungagung?. Adapun tujuan dalam penelitian ini
adalah (1) Untuk mengetahui adanya pengaruh game online terhadap konsentrasi
belajar peserta didik di MIN 4 Tulungagung (2) Untuk mengetahui adanya
pengaruh game online terhadap hasil belajar peserta didik di MIN 4 Tulungagung
(3) Untuk mengetahui adanya pengaruh game online terhadap konsentrasi belajar
dan hasil belajar peserta didik di MIN 4 Tulungagung.

Jenis penelitian yang digunakan dalam penelitian ini adalah kuantitatif
korelasi. Populasinya yang digunakan adalah seluruh siswa-siswi MIN 4
Tulungagung, sampel yang digunakan adalah siswa-siswi kelas VA dan VB di
MIN 4 Tulungagung yang berjumlah 30 orang. Tekhnik sampling yang digunakan
Nonprobability Sampling dan jenis Sampling Purposive, tekhnik dan instrument
pengumpulan data adalah angket dan dokumentasi. Data yang terkumpul
sebelumnya dianalisis menggunakan uji prasyarat dengan uji normalitas dan
linearitas, uji hipotesisnya menggunakan uji regresi sederhana dan uji MANOVA
dengan bantuan aplikasi SPSS Statistik 18.0

Hasil penelitian menunjukkan bahwa (1) Ada pengaruh game online
terhadap konsentrasi belajar siswa dengan hasil Thiwng = 3,609 dengan nilai sign
0,001 dengan nilai Ttaber = 2,051. Maka sehingga Thitung > Ttanel dan taraf sign 0,001
< 0,05 sehingga dapat disimpulkan Ho ditolak dan H; diterima yang berarti ada
pengaruh game online terhadap konsentrasi belajar siswa. (2) Ada pengaruh game
online terhadap hasil belajar siswa dengan hasil Thiung = 4,280 dengan nilai sign
0,000 dengan nilai Twbe = 2,051. Maka sehingga Thitung > Ttaber dan taraf sign
0,001 < 0,05 sehingga dapat disimpulkan Ho ditolak dan H; diterima yang berarti
ada pengaruh game online terhadap hasil belajar siswa. (3) Ada pengaruh game
online terhadap konsentrasi belajar dan hasil belajar untuk Pillai's Trace, Wilks'
Lambda, Hotelling's Trace, Roy's Largest Root dengan hasil nilai signifikansi
adalah 0,000. Jadi, nilai signifikansi lebih kecil dari 0,05 sehingga diambil
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keputusan Ho ditolak dan Hj diterima. Hal ini berarti game online mempunyai
pengaruh signifikan secara statistic terhadap konsentrasi belajar dan hasil belajar.
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ABSTRACT

Thesis with the title “The Effect of Online Games on Study Concentration
and Student Learning Outcomes at MIN 4 Tulungagung” was written by Irma
Fatchatul Muna, NIM 17205163021. Department of Teacher Education
Madrasah Ibtidaiyah Faculty of Tarbiyah and Teacher Training (FTIK), Sayyid
State Islamic University (UIN) Ali Rahmatullah Tulungagung (UIN ONE
TULUNGAGUNG), 2021, Advisor by Dr. H. Mochamad Arif Faizin, M.Ag.
NIP. 197608272005011055.

Keywords: Online games, Concentration of Learning, Learning Outcomes.

This research is motivated by the increasingly advanced flow of
globalization so that the development of increasingly advanced and increasingly
sophisticated technology produces various kinds of technological products that
meet human needs, one of which is online games. This online game is a tool used
to be entertainment for players. One of the online game players is a student, which
for students will definitely have an impact on learning concentration and student
learning outcomes.

The formulation of the problem in this thesis research is (1) Is there any
effect of Online Games on student learning concentration at MIN 4 Tulungagung?
(2) Is there any effect of Online Games on student learning outcomes at MIN 4
Tulungagung? (3) Is there any effect of Online Games on learning concentration
and student learning outcomes at MIN 4 Tulungagung?. The objectives of this
study are (1) to determine the effect of Online Games on the concentration of
students' learning at MIN 4 Tulungagung (2) to determine the effect of Online
Games on student learning outcomes at MIN 4 Tulungagung (3) to determine the
influence of games online on learning concentration and student learning
outcomes at MIN 4 Tulungagung.

The type of research used in this research is quantitative correlation. The
population used is all students of MIN 4 Tulungagung, the sample used is students
of class VA and VB at MIN 4 Tulungagung, totaling 30 people. The sampling
technique used was Non-probability Sampling and the type of purposive
sampling. The data collection techniques and instruments were questionnaires and
documentation. Previously collected data were analyzed using prerequisite tests
with normality and linearity tests, hypothesis testing using simple regression tests
and MANOVA tests with the help of SPSS applications.

The results showed that (1) There was an effect of Online Games on
students learning concentration with the result Tcount = 3.609 with a sign value of
0.001 with a Ttavle value = 2.051. So that Tcount > Tranle and the sign level is 0.001 <
0.05, so it can be concluded that Ho is rejected and Hi is accepted, which means
that there is an influence of Online Games on students learning concentration. (2)
There is an effect of Online Games on student learning outcomes with the results
of Tcount = 4.280 with a sign value of 0.000 with a value of Traple = 2.051. So that
Teount > Tranle and the sign level is 0.001 < 0.05, so it can be concluded that Hp is
rejected and Hi is accepted, which means that there is an influence of Online
Games on student learning outcomes. (3) There is an effect of Online Games on
learning concentration and learning outcomes for Pillai's Trace, Wilks' Lambda,
Hotelling's Trace, Roy's Largest Root with a significance value of 0.000. So, the
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significance value is less than 0.05, so the decision is made Ho is rejected and Hi
is accepted. This means that Online Games have a statistically significant effect
on learning concentration and learning outcomes.
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