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ABSTRAK

Hubungan Kecanduan Game Online Dengan Prestasi Akademik Mahasiswa

Ilmu Keperawatan Universitas Muhammadiyah Malang

Citra Gladhia Artyasari', Muhammad Rosyidul 'Ibad, S.Kep., Ns., M.Kep 2

Latar Belakang: Perkembangan teknologi digital menjadikan game online sebagai
bagian dari rutinitas harian mahasiswa. Meskipun memberikan hiburan, penggunaan
game online secara berlebihan dapat menyebabkan kecanduan yang berdampak negatif
terthadap aspek psikologis, sosial, dan prestasi akademik mahasiswa. Fenomena ini
penting untuk diteliti karena kecanduan game online berpotensi mengganggu proses
belajar dan menurunkan capaian akademik.

Tujuan: Untuk mengetahui hubungan antara kecanduan game online dengan prestasi
akademik mahasiswa Program Studi Ilmu Keperawatan Universitas Muhammadiyah
Malang.

Metode: Desain penclitian kuantitatif dengan pendekatan cross sectional, melibatkan
236 responden yang dipilih melalui simple random sampling. Instrumen penelitian
meliputi Game Addiction Scale-7 (GAS-7) untuk mengukur tingkat kecanduan, dan
Indeks Prestasi Kumulatif (IPK) sebagai indikator prestasi akademik. Data dianalisis
menggunakan SPSS 25.

Hasil: Hasil menunjukkan bahwa sebagian besar responden berada pada kategori
kecanduan ringan (47%), sedang (38%), dan berat (15%). Rata-rata IPK responden
adalah 3,43. Uji korelasi Spearman menunjukkan adanya hubungan negatif yang
signifikan antara kecanduan game online dengan prestast akademik (r = -0,174; p =
0,007). Artinya, semakin tinggi tingkat kecanduan game, semakin rendah prestasi
akademik mahasiswa, meskipun kekuatannya tergolong lemah.

Kesimpulan: Dari hasil penelitian ini adalah terdapat hubungan yang signifikan antara
kecanduan game online dengan prestasi akademik mahasiswa. Temuan ini menekankan
pentingnya upaya promotif dan preventif dari institusi pendidikan untuk
meminimalkan dampak negatif kecanduan game, termasuk melalui literasi digital dan
layanan konseling mahasiswa.

Kata Kunci: Kecanduan game online, prestasi akademik, mahasiswa keperawatan,
GAS-7, IPK



ABSTRACT

The Relationship between Online Game Addiction and Academic
Achievement of Nursing Science Students at the University of
Muhammadiyah Malang

Citra Gladhia Artyasari', Muhammad Rosyidul 'Ibad, S.Kep., Ns., M.Kep >

Background: The development of digital technology has made online games a part of
students' daily routines. Although it provides entertainment, excessive use of online
games can cause addiction which has a negative impact on the psychological, social,
and academic achievement aspects of students. This phenomenon is important to
study because online game addiction has the potential to disrupt the learning process
and reduce academic achievement.

Objective: To determine the relationship between online game addiction and
academic achievement of students at the Nursing Science Study Program at the
University of Muhammadiyah Malang.

Method: Quantitative research design with a cross-sectional approach, involving 236
respondents selected through simple random sampling. The research instruments
included the Game Addiction Scale-7 (GAS-7) to measure the level of addiction, and
the Cumulative Achievement Index (IPK) as an indicator of academic achievement.
Data were analyzed using SPSS 25.

Results: The results showed that most respondents were in the mild addiction
category (47%), moderate (38%), and severe (15%). The average GPA of respondents
was 3.43. The Spearman correlation test showed a significant negative relationship
between online game addiction and academic achievement (r = -0.174; p = 0.007).
This means that the higher the level of game addiction, the lower the academic
achievement of students, although the strength is relatively weak.

Conclusion: The results of this study indicate that there is a significant relationship
between online game addiction and students' academic achievement. This finding
emphasizes the importance of promotive and preventive efforts from educational
institutions to minimize the negative impacts of game addiction, including through
digital literacy and student counseling services.

Keywords: Online game addiction, academic achievement, nursing students, GAS-7,
GPA
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