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ABSTRAK

Nama : Romayuliana

Judul : Hubungan Frekuensi Bermain Game Digital dengan Keterampilan
Sosial Siswa Kelas Ill di SDN Sunter Jaya 09 Jakarta Utara

Pembimbing : 1. Ns. Khalida Ziah Sibualamu, M.Kep
2. Dameria Br Saragih, S.Kp., M.Kep

Perkembangan teknologi digital pada saat ini telah mendorong jumlah anak usia
sekolah dalam bermain game digital. aktivitas ini dapat memberikan manfaat dan
edukatif kepada anak, namun jika bermain game digital secara berlebihan dapat
menghambat perkembangan keterampilan sosial anak. keterampilan sosial sangat
penting bagi anak untuk berinteraksi, membangun relasi, dan menyesuaikan diri dalam
lingkungan sosial mereka. Penelitian ini bertujuan untuk menganalisis hubungan antara
frekuensi bermain game digital dengan keterampilan sosial siswa kelas III di SDN
Sunter Jaya 09 Jakarta Utara. Penelitian ini menggunakan pendekatan kuantitatif
dengan metode cross-sectional. Sampel pada penelitian ini terdiri dari 56 siswa kelas
111 yang memenubhi kriteria inklusi, dipilih dengan menggunakan teknik total sampling.
Instrumen yang digunakan berupa kuesioner frekuensi bermain game digital dan
kuesioner keterampilan sosial. Analisis data yang dilakukan dalam penelitian ini
dengan menggunakan uji Spearman. Hasil penelitian menunjukkan bahwa mayoritas
siswa memiliki frekuensi bermain game digital dalam kategori sedang (67,86%), dan
keterampilan sosial pada kategori sedang (51,79%). Analisis statistik menunjukkan
bahwa tidak terdapat hubungan yang signifikan antara frekuensi bermain game digital
dengan keterampilan sosial pada anak (p>0,05; r = 0,187). Kesimpulan dari penelitian
ini adalah tidak ditemukan korelasi yang signifikan antara frekuensi bermain game
digital dengan keterampilan sosial siswa kelas III di SDN Sunter Jaya 09 Jakarta Utara.
Faktor lain di luar frekuensi bermain game digital, seperti dukungan keluarga,
lingkungan, dan karakter individu dapat mempengaruhi keterampilan sosial pada anak.
diperlukan keterlibatan orang tua dan sekolah dalam mengedukasi dan mengawasi
penggunaan game digital serta penguatan keterampilan sosial anak.

Kata Kunci: Game digital, Frekuensi bermain, Keterampilan sosial, Anak usia sekolah
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ABSTRACT

Name . Romayuliana

Title : The Relationship Between the Frequency of Playing Digital Games
and the Social Skills of Third Grade Students at SDN Sunter Jaya 09
North Jakarta

Consellor : 1. Ns. Khalida Ziah Sibualamu, M.Kep

2. Dameria Br Saragih, S.Kp., M.Kep

The development of digital technology today has encouraged the number of school-age
children to play digital games. This activity can provide benefits and education for
children, but if playing digital games excessively can hinder the development of
children's social skills. Social skills are very important for children to interact, build
relationships, and adapt to their social environment. This study aims to analyze the
relationship between the frequency of playing digital games and the social skills of
third-grade students at SDN Sunter Jaya 09 North Jakarta. This study uses a
quantitative approach with a cross-sectional method. The sample in this study
consisted of 56 third-grade students who met the inclusion criteria, selected using a
total sampling technique. The instruments used were a questionnaire on the frequency
of playing digital games and a questionnaire on social skills. Data analysis was carried
out using the Spearman test. The results showed that the majority of students had a
frequency of playing digital games in the moderate category (67.86%,), and social skills
in the moderate category (51.79%). Statistical analysis showed that there was no
significant relationship between the frequency of playing digital games and social skills
in children (p>0.05; r = 0.187). The conclusion of this study is that there was no
significant correlation between the frequency of digital game play and the social skills
of third-grade students at SDN Sunter Jaya 09, North Jakarta. Other factors beyond
the frequency of digital game play, such as family support, the environment, and
individual character, can influence children's social skills. Therefore, parental and
school involvement is needed to educate and supervise digital game use and strengthen
children's social skills.

Keywords: Digital games, Playing frequency, Social skills, School-age children
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