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ABSTRAK

Pengaruh Game Online Terhadap Motivasi Belajar Siswa Kelas VII SMP Negeri
Neonbat. Jurusan pendidikan Bahasa dan Sastra Indonesia. Fakultas Ilmu
Pendidikan. Universitas Timor.Penelitian ini bertujuan untuk mendeskripsikan ada
tidaknya pengaruh game online terhadap motivasi belajar siswa kelas VII SMP
Negeri Neonbat.Jenis penelitian ini menggunakan pendekatan kuantitatif. Data ini
berupa angket game online dan motivasi belajar siswa kelas VII SMP Negeri
Neonbat.Berdasarkan data hasil penelitian dapat diperoleh kesimpulanya itu terdapat
pengaruh game online terhadap motivasi belajar siswa. Game online memberikan
kontribusi sebesar 11,7% terhadap motivasi belajar.

Kata Kunci: Game Online dan Motivasi Belajar Siswa



ABSTRACT

The effect of online games on the learning motivation of class VII students of

Neonbat state junior high school. Department of Indonesian language and literature
education. Faculty of education. Timor university.
This study aims to describe wheter there is an influence of online games on the
learning motivation of class VII students of Neonbat State Junior High School. This
type of research uses a quantitative approach. This type of research uses a
quantitative approach. This data is in the form of an online game questionnaire and
learning motivation for class VII students of neonbat state junior high scool. Based
on research data it can be concluded that there is an influence of online games on
student learning motivation online games contribute 11,7 % to learning motivation.

Keywords: online games and student learning motivation.



