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HUBUNGAN KECANDUAN GAME ONLINE 

 DENGAN MOTIVASI BELAJAR  PADA SISWA SMA 

 

Inayah Vina Larasati 

Fakultas Psikologi Universitas 17 Agustus 1945 Surabaya 

inayahvinaaa2001@gmail.com 
 

ABSTRAK 

 

Motivasi belajar adalah keseluruhan daya penggerak dalam diri siswa yang 

menimbulkan kegiatan belajar, yang menjamin kelangsungan dari kegiatan 

belajar dan memberikan arah pada kegiatan belajar, sehingga tujuan yang 

dikehendaki oleh subjek belajar dapat tercapai. Penelitian ini bertujuan untuk 

mengetahui hubungan antara kecanduan game online dengan motivasi belajar 

pada siswa SMA. Penelitian ini menggunakan pendekatan kuantitatif dengan 

menggunakan Teknik korelasi product moment. Menggunakan subjek 

berjumlah 133 siswa. Teknik pengambilan sampel menggunakan teknik non 

probality sampling. Berdasarkan hasil analisis data yang telah dilakukan pada 

pengujian uji korelasi Product Moment menggunakan program computer SPSS 

versi 16.0 (Statistical Product and Service Solution) for Windows diperoleh 

nilai signifikansi 0,00<0,05 dengan nilai rxy (-0,253). Berdasarkan hasil ini 

dapat disimpulkan bahwa ada hubungan negatif signifikan kecanduan game 

online dengan motivasi belajar pada siswa SMA. Artinya semakin tinggi 

kecanduan game online maka semakin rendah motivasi belajar dan begitupun 

sebaliknya semakin rendah kecanduan game online maka semakin tinggi 

motivasi belajar siswa SMA . 

Kata kunci : Motivasi Belajar, Kecanduan Game Online 
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THE RELATIONSHIP BETWEEN ONLINE GAME ADDICTION 

WITH LEARNING MOTIVATION IN  HIGH SCHOOL STUDENTS 

 

Inayah Vina Larasati 

Faculty of Psychology University of August 17 1945 Surabaya 

inayahvinaaa2001@gmail.com 
 

ABSTRACT 
 

Learning motivation is the overall driving force within students that gives rise 

to learning activities, which ensures the continuity of learning activities and 

provides direction to learning activities, so that the goals desired by the 

learning subject can be achieved. This study aims to determine the relationship 

between online game addiction and learning motivation in high school 

students. This study uses a quantitative approach using the product moment 

correlation technique. Using subjects totaling 133 students. The sampling 

technique used non-probality sampling technique. Based on the results of data 

analysis that has been carried out on the Product Moment correlation test 

using the SPSS version 16.0 (Statistical Product and Service Solution) for 

Windows computer program, a significance value of 0.00 <0.05 is obtained 

with an rxy value (-0.253). Based on these results, it can be concluded that 

there is a significant negative relationship between online game addiction and 

learning motivation in high school students. This means that the higher the 

online game addiction, the lower the learning motivation and vice versa, the 

lower the online game addiction, the higher the learning motivation of high 

school students. 

Keywords: Learning Motivation, Online Game Addiction 
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