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ABSTRAKSI 

 

Intensitas bermain game online merupakan seberapa lama dan seberapa sering 

seorang individu melakukan aktivitas bermain game online. Bermain game online 

ini sudah menjadi kebiasaan setiap mahasiswa dan sulit untuk dihindari sehingga 

mengakibatkan intensitas bermain game online yang tinggi. Intensitas bermain 

game online yang tinggi ini akan mengakibatkan motivasi belajar semakin rendah. 

Tujuan penelitian ini adalah untuk mengetahui apakah ada hubungan antara 

intensitas bermain game online dengan motivasi belajar pada mahasiswa di Kota 

Madiun. Subjek dalam penelitian ini adalah mahasiswa yang kuliah di Kota 

Madiun yang bermain game online dengan jumlah 52 responden. Teknik 

pengambilan sampel menggunakan quota sampling. Metode yang digunakan 

dalam penelitian ini adalah kuantitatif dengan menggunakan skala intensitas 

bermain game online dan skala motivasi belajar sebagai alat pengumpul data. 

Data yang diperoleh diolah menggunakan pearson product moment. Hasil 

penelitian diperoleh koefisien korelasi sebesar 0,723 dengan nilai signifikansi 

p=0.000 (p<0,05). H1 diterima dengan kata lain ada hubungan antara intensitas 

bermain game online dengan motivasi belajar. Variabel intensitas bermain game 

online dan variabel motivasi belajar diketahui memiliki hubungan positif 

signifikan yang artinya semakin tinggi intensitas bermain game online maka 

semakin tinggi motivasi belajar. Begitu juga sebaliknya, semakin tinggi motivasi 

belajar maka semakin tinggi intensitas bermain game online. 

 

Kata Kunci: Intensitas Bermain Game Online, Motivasi Belajar, Mahasiswa. 
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Fidelis May Satria (2022). The relation between playing online game Mobile 

Legends Bang:bang and motivation to study of the students in Madiun. 

Undergraduate Thesis. Faculty of Psychology Widya Mandala Surabaya Catholic 

University Madiun Campus. 

 

ABSTRACT 

 

The intensity of playing online games is about how often and individual does the 

activity of playing online games. Playing this online game has become a habit of 

every student and difficult to avoid and make the high intensity of playing online 

games. The high intensity of playing this online game will make the student has a 

low motivation to study. The purpose of this study was to find out if there is a 

relation between the intensity of playing online games and the motivation to study 

in students in Madiun. The subjects in this study were students studying in 

Madiun who played online games with a total of 52 respondents. Sampling 

techniques that use is quota sampling. The method that used in this study was 

quantitative using the intensity scale of playing online games and the learning 

motivation scale as the way of data collecting. The data that have been collected 

was processed using the Pearson product moment. The results of the study 

obtained a correlation coefficient of 0.723 with a significance value of p = 0.000 

(p<0.05). H1 is accepted. In other words there is a relation between the intensity 

of playing online games with learning motivation. The intensity variable of 

playing online games and the learning motivation variable are known to have a 

significant positive relation which means the higher the intensity of playing online 

games, the higher the motivation to learn. In otherwise, the higher the motivation 

to learn, the higher the intensity of playing online games. 

 

Keywords: Intensity of playing online games, Motivation to study, Students. 
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