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ABSTRAK 

 

Penelitian ini bertujuan untuk mengetahui pengaruh 

bermain game online Mobile Legends terhadap motivasi dan hasil 

belajar Ilmu Pengetahuan Sosial (IPS) siswa kelas VII di SMP 

Negeri 01 Pasemah Air Keruh, Kabupaten Empat Lawang. Latar 

belakang penelitian ini adalah fenomena menurunnya motivasi 

dan hasil belajar siswa akibat kecanduan bermain game online, 

khususnya Mobile Legends. Penelitian ini menggunakan 

pendekatan kuantitatif dengan metode ex post facto. Populasi 

dalam penelitian ini adalah seluruh siswa kelas VII, dan teknik 

sampling yang digunakan adalah total sampling karena jumlah 

populasi kurang dari 100 siswa. Teknik pengumpulan data 

dilakukan melalui angket/kuesioner untuk mengukur motivasi 

belajar dan pengaruh bermain game, serta dokumentasi nilai 

untuk mengukur hasil belajar IPS. Data yang terkumpul dianalisis 

menggunakan uji instrumen (validitas dan reliabilitas), uji 

prasyarat (normalitas dan linearitas), serta uji hipotesis dengan 

regresi linier sederhana. Hasil penelitian menunjukkan bahwa 

terdapat pengaruh negatif signifikan antara intensitas bermain 

game Mobile Legends terhadap motivasi belajar IPS siswa. 

Semakin tinggi frekuensi bermain game, semakin rendah 

motivasi belajar siswa. Demikian pula, hasil belajar IPS siswa 

juga menunjukkan penurunan yang signifikan seiring 

meningkatnya intensitas bermain game. Hal ini mengindikasikan 

bahwa game online Mobile Legends memberikan dampak yang 

cukup kuat terhadap aspek afektif dan kognitif siswa dalam 

konteks pembelajaran IPS. Dengan demikian, perlu adanya 

perhatian dari pihak sekolah, guru, dan orang tua dalam 

membimbing serta mengawasi penggunaan teknologi dan 

aktivitas bermain game siswa agar tidak mengganggu proses 

belajar dan pencapaian akademik mereka. Penelitian ini 

diharapkan dapat menjadi referensi bagi pengambil kebijakan 
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pendidikan dalam mengantisipasi pengaruh negatif teknologi 

terhadap pembelajaran. 

 

Kata kunci: Game online, Mobile Legends, motivasi belajar, 

hasil belajar, IPS 
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ABSTRACT 

 

This study aims to determine the influence of playing the 

online game Mobile Legends on the motivation and academic 

achievement in Social Studies (IPS) among seventh-grade 

students at SMP Negeri 01 Pasemah Air Keruh, Empat Lawang 

Regency. The background of this research is the phenomenon of 

declining motivation and learning outcomes due to addiction to 

online games, particularly Mobile Legends. This study uses a 

quantitative approach with an ex post facto method. The 

population consists of all seventh-grade students, and the 

sampling technique applied is total sampling, as the population 

size is fewer than 100 students. Data were collected using 

questionnaires to measure learning motivation and the influence 

of gaming, as well as documentation of academic records to 

assess IPS learning outcomes. The collected data were analyzed 

using instrument tests (validity and reliability), prerequisite tests 

(normality and linearity), and hypothesis testing through simple 

linear regression. The results show a significant negative effect of 

playing Mobile Legends on students’ motivation to learn IPS. The 

higher the gaming frequency, the lower the students' learning 

motivation. Similarly, students’ IPS academic performance also 

significantly declined with increased gaming intensity. These 

findings indicate that the Mobile Legends online game has a 

strong impact on students’ affective and cognitive aspects in the 

context of IPS learning. Therefore, it is necessary for schools, 

teachers, and parents to guide and supervise students’ use of 

technology and gaming activities to ensure they do not interfere 

with learning and academic achievement. This research is 

expected to serve as a reference for educational policymakers in 

addressing the negative effects of technology on learning. 

 

Keywords: Online game, Mobile Legends, learning motivation, 

academic achievement, Social Studies (IPS) 
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