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Penelitian ini dilatar belakangi oleh populernya permainan Roblox
dikalanggan peserta didik usia sekolah dasar, dimana rata-rata di usia 13 tahun
keatas dan menjadikan platform game online dengan penetrai tertinggi dikalangan
anak-anak secara global. Fenomena ini semakin mengkhawatirkan karena Roblox
dirancang memiliki karakteristik mekanisme reward instan berupa badge, item
dan robux yang secra psikologis merangsang dopamin, sehinggah peserta didik
mampu berjam-jam bermain Roblox. Berdasarkan observasi awal di MI Nurul
Jadid, terdapat dua permasalahan yang saling terkait mengenai penurunan
motivasi belajar dan adanya paparan konten pornografi melalui interaksi saat
bermain Roblox yang mengancam pembentukan akhlakul karimah.

Berdasarkan permasalahan tersebut maka tujuan dari penelitian ini yaitu :
(1) Untuk mendeskripsikan intensitas bermain game online Roblox pada peserta
didik kelas V MI Nurul Jadid Gresik, (2) Untuk menguji pengaruh intensitas
bermain game online Roblox terhadap perilaku sosial peserta didik kelas V MI
Nurul Jadid Gresik, (3) Untuk menguji pengaruhi intensitas bermain game online
Roblox terhadap prestasi belajar peserta didik kelas V MI Nurul Jadid Gresik

Penelitian ini menggunakan pendekatan kuantitatif dengan desain ex post
facto terhadap seluruh populasi peserta didik kelas 5 (n=22) yang diambil melalui
teknik total sampling. Pengambilan data dilakukan menggunakan kuesioner skala
likert 1-5 untuk mengukur intensitas bermain dan perilaku, serta dokumentasi
nilai rapor untuk prestasi belajar. Analisis data menggunakan uji prasyarat
(normalitas Kolmogorov- Smirnov dan linieritas) serta Regresi Linier sederhana
dengan bantuan IBM SPSS Statistics 25.

Hasil penelitian menunjukkan bahwa: (1) intensitas bermain Roblox
tergolong tinggi dengan skor 27, 86, (2) terdapat pengaruh signifikan dan kuat
antara intensitas bermain Roblox dengan perubahan perilaku peserta didik dengan
nilai signifikansi P= 0,002 (<0,05), terlihat pada emosi yang tidak stabil,
penurunan intraksi sosial, dan perubahan gaya bahasa komunikasi, (3) Terdapat
pengaruh tetapi tidak signifikan antara intensitas bermain Roblox terhadap
prestasi belajar peserta didik dengan nilai (p= 0,415 > 0,05), dan terdapat
pengaruh positif dalam permainan Roblox yang mana peserta didik mampu
menguasai berbagai bahasa daerah maupun bahasa luar negeri karena peserta
didik bermain dengan pengguna luar daera atau luar negeri.
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This research is motivated by the popularity of the Roblox game among
elementary school-aged students, where the average age is 13 years and above and
makes it the online gaming platform with the highest penetration among children
globally. This phenomenon is increasingly influential because Roblox is designed
to have an instant reward mechanism in the form of badges, items and robux which
psychologically stimulate dopamine, so that students are able to play Roblox for
hours. Based on initial observations at MI Nurul Jadid, there are two interrelated
problems regarding decreased learning motivation and exposure to pornographic
content through interactions while playing Roblox which threatens the formation of
noble morals.Based on these problems, the objectives of this study are: (1) To
describe the intensity of Roblox online game play among fifth-grade students at M1
Nurul Jadid Gresik, (2) To examine the effect of Roblox online game play intensity
on the social behavior of fifth-grade students at MI Nurul Jadid Gresik, and (3) To
examine the effect of Roblox online game play intensity on the academic
achievement of fifth-grade students at MI Nurul Jadid Gresik.

This study used a quantitative approach with an ex post facto design on the
entire population of fifth-grade students (n=22) drawn through a total sampling
technique. Data collection was conducted using a 1-5 Likert scale questionnaire to
measure play intensity and behavior, as well as documentation of report card grades
for academic achievement. Data analysis used prerequisite tests (Kolmogorov-
Smirnov normality and linearity) and simple Linear Regression with the help of
IBM SPSS Statistics 25.

The results of the study showed that: (1) the intensity of playing Roblox was
classified as high with a score of 27.86, (2) there was a significant and strong
influence between the intensity of playing Roblox and changes in student behavior
with a significance value of P =0.002 (<0.05), seen in unstable emotions, decreased
social interaction, and changes in communication language style, (3) There was an
influence but not significant between the intensity of playing Roblox on student
learning achievement with a value (p = 0.415 > 0.05), and there was a positive
influence in the Roblox game where students were able to master various regional
and foreign languages because students played with users from outside the region
or abroad.
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