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ABSTRAK 

 

Vilaninda, Gerina, 2019. Analisis Dampak Permainan Game Mobile Pada 

Siswa Kelas V SDN Ngagel Rejo I Surabaya. Program Studi 

Pendidikan Guru Sekolah Dasar. Fakultas Keguruan dan Ilmu 

Pendidikan. Universitas PGRI Adi Buana Surabaya.Drs. H. 

Atnuri, S.H., M.Pd (1), Dra. Dian Kusmaharti, S.Si.,M.Pd (2)  

 

Kata kunci: dampak, permainan, game mobile, sikap. 

 

Kecanduangame mobile di era 

saatinimelaporkanbahwakecanduangame mobile semakinmeningkat di 

dunia. Di negara-negara Asia Tenggara, 

dampaknegatifdarikecanduangame online 

telahmenyebabkanpemerintahdanpenyedialayanankesehatanmenjadikanh

alinimenjadimasalah yang 

seriusdanberupayauntukmengembangkanserangkaianinisiatifuntukmemba

tasidanmengatasimasalahtersebut. Padatahun 2012 ditemukanada 45,3% 

dari 3.264 siswasekolah yang bermaingame mobile. 

Dengankriteriatersebut, ditemukanada 15 siswa (10,2%) dari 1477 siswa 

yang mungkinmengalamiadiksi.  

Game mobile mempunyai dampak negatif. Dampaknegatifgame 

mobiledapatberpengaruhpadapendidikankarakteranak di sekolah, 

sepertipadakaraktersikaptanggungjawabdankreatifsiswa. 

Makadariitupihaksekolahmaupun guru dibantudengan orang 

tuasiswasenantiasaterusmemantauperkembangandanmemberikanpenguata

nterhadappendidikankaraktersesuaidenganPerpres no 87 tahun 

2017.persentasesiswa kelas V B yang sukadantidaksukapermaiangame 

mobile. dampakpermainangame mobile pada sikap tanggung jawab dan 

sikap kreatif siswakelas V B 

Terdapat 17 siswa dari 31 siswa yang menyukai permainan game 

mobile sebanyak 76%, siswakelas V B menyukaipermainangame mobile.  

Kemudian terdapat 14 siswa dari 31 siswa sebanyak 24% yang tidak 

menyukai permainna game mobile. Dampak  permainan game mobile pada 

sikap tanggung jawab dan kreatif siswa yang menyukai game mobile 

dikatakan baikatau berdampak positif. Sedangkan dampak permainan 
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game mobile pada sikap tanggung jawab dan kreatif siswa yang tidak 

menyukai game mobile dikatakan kurang baik atau berdampak negatif. 
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ABSTRACT 

 

Vilaninda, Gerina, 2019. Analysis of the Impact of Mobile Game Games 

on Class V Students of SDN NgagelRejo I Surabaya. Primary School 

Teacher Education Study Program.Faculty of Teacher Training and 

Education.University of PGRI AdiBuana Surabaya..Drs. H. Atnuri, S.H., 

M.Pd (1), Dra. Dian Kusmaharti, S.Si.,M.Pd (2) 
 

Keywords: impact, game, mobile game, attitude 

 

Addiction to mobile games in the current era reports that mobile game 

addiction is increasing in the world. In Southeast Asian countries, the 

negative impact of online game addiction has caused governments and 

health care providers to make this a serious problem and try to develop a 

series of initiatives to limit and overcome these problems. In 2012 there 

were 45.3% of 3,264 school students playing mobile games. With these 

criteria, it was found that there were 15 students (10.2%) out of 1477 

students who might experience addiction. 

Mobile games have a negative impact. The negative impact of mobile 

games can have an effect on children's character education in schools, such 

as the character of students' responsibility and creative attitude. Therefore 

the school and the teacher assisted with parents of students always continue 

to monitor developments and provide reinforcement of character education 

in accordance with Presidential Regulation No. 87 of 2017. The percentage 

of class V B students who like and do not like playing mobile games.the 

impact of mobile game play on the attitude of responsibility and creative 

attitude of class V B students 

There are 17 students from 31 students who like 76% of mobile game 

play, class V B students like mobile game play. Then there are 14 students 

from 31 students as much as 24% who do not like the game play. The 

impact of mobile game play on the attitude of responsibility and creativity 

of students who like mobile games is said to be good or have a positive 

impact. While the impact of mobile game play on the attitude of 

responsibility and creativity of students who do not like mobile games is 

said to be less good or have a negative impact. 
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MOTTO 

 

Selalu bersyukur, ikhlas, dan tetap semangat adalah kunci dari sebuah 

kesuksesan. Jangan pernah takut untuk mencoba sesuatu hal yang baru. 

Bantulah orang lain dengan ilmu yang kamu dapatkan dan jangan lupa 

untuk terus selalu berdoa. 
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