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MOTTO 
هُمْ سُبُ لَنَا  نَا لنََ هْدِيَ ن َّ  وَالَّذِينَ جَاهَدُوا فِي ْ

“Dan orang-orang yang bersungguh-sungguh di jalan kami, pasti 

kami 

 tunjukkan kepada mereka jalan-jalan kami” 

(Qs. Al-Ankabut: 69) 

 

“Tetap kuat dan percaya bahwa setiap kesulitan 

 pasti ada jalan keluarnya” 

(Bunga Citra Lestari) 

 

“Aku membahayakan nyawa ibu untuk lahir ke dunia, jadi tidak 

mungkin aku tidak ada artinya, dan aku membuat ayahku berkerja 

setiap hari 

hingga lelah, jadi aku pastikan lelahnya tidak sia-sia” 

(penulis) 
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ABSTRAK 

 

Siti Khairiyatul Auliya, Nim: 2223210150, Judul Skripsi 

“Fenomena Penggunaan Game Digital Terhadap Sikap 

Religius Anak SDN 199 di Bengkulu Utara” Program Studi 

Pendidikan Agama Islam, Fakultas Tarbiah dan Tadris, 

Universitas Islam Negeri Fatmawati Sukarno Bengkulu, 

Pembimbing 1. Dr Wira Hadikusuma, M. Si, Pembimbing 2. Dr. 

Adam Nasution, M. Pd 

Penelitian ini dilatarbelakangi oleh maraknya penggunaan game 

digital di kalangan anak sekolah dasar yang berpotensi 

memengaruhi sikap religius mereka. Kemajuan teknologi telah 

memudahkan anak dalam mengakses berbagai jenis game digital, 

seperti Free Fire dan Roblox, yang menjadi salah satu aktivitas 

favorit mereka. Di sisi lain, penggunaan game digital yang 

berlebihan dikhawatirkan dapat mengurangi perhatian anak 

terhadap pelaksanaan ibadah dan pembiasaan nilai-nilai religius 

dalam kehidupan sehari-hari. Penelitian ini bertujuan untuk 

mendeskripsikan fenomena penggunaan game digital serta 

mendeskripsikan sikap religius anak SDN 199 Bengkulu Utara 

dalam kaitannya dengan penggunaan game digital. Rumusan 

masalah dalam penelitian ini adalah bagaimana fenomena 

penggunaan game digital pada anak SDN 199 Bengkulu Utara 

dan bagaimana sikap religius anak dalam penggunaan game 

digital tersebut. Penelitian ini menggunakan pendekatan kualitatif 

dengan jenis penelitian fenomenologi. Subjek penelitian terdiri 

atas siswa kelas 4 dan 5 yang berjumlah 5 siswa serta 2 

walikelas/guru SDN 199 Bengkulu Utara. Teknik pengumpulan 

data dilakukan melalui observasi, wawancara, dan dokumentasi. 

Analisis data dilakukan melalui tahap reduksi data, penyajian 

data, dan penarikan kesimpulan. Keabsahan data diperoleh 

melalui triangulasi sumber dan triangulasi teknik. Hasil penelitian 

menunjukkan bahwa fenomena penggunaan game digital pada 

siswa SDN 199 Bengkulu Utara ditandai dengan tingginya 

intensitas bermain game, terutama game Free Fire, Mobile 

Legends, dan Roblox. Sebagian besar siswa memainkan game 
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sebagai sarana hiburan, mengisi waktu luang, dan berinteraksi 

dengan teman sebaya. Penggunaan game digital memberikan 

dampak positif berupa meningkatnya kemampuan berpikir 

strategis, kerja sama, dan keterampilan penggunaan teknologi. 

Namun, penggunaan game yang berlebihan juga menimbulkan 

dampak negatif terhadap sikap religius siswa, seperti menunda 

pelaksanaan salat, berkurangnya minat mengaji, kurang fokus 

dalam kegiatan keagamaan, serta menurunnya kedisiplinan dalam 

menjalankan ibadah. Meskipun demikian, terdapat beberapa 

siswa yang mampu mengatur waktu bermain sehingga tetap dapat 

menjalankan kewajiban agama dengan baik. Oleh karena itu, 

peran orang tua dan guru sangat penting dalam memberikan 

pengawasan, pendampingan, serta pembinaan agar anak mampu 

memanfaatkan game digital secara bijaksana tanpa mengabaikan 

nilai-nilai religius. 

 

Kata Kunci: Fenomena, Game Digital, Sikap Religius, Anak 

Sekolah Dasar. 
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ABSTRACT 

Siti Khairiyatul Auliya. Student ID: 2223210150. Thesis Title: 

“The Phenomenon of Digital Game Usage and Its Impact on 

the Religious Attitudes of Students at SDN 199 North 

Bengkulu.” Islamic Religious Education Study Program, 

Faculty of Tarbiyah and Tadris, Fatmawati Sukarno State 

Islamic University of Bengkulu. Supervisor I: Dr. Wira 

Hadikusuma, M.Si. Supervisor II: Dr. Adam Nasution, M.Pd. 

This research was motivated by the increasing use of digital 

games among elementary school children, which has the potential 

to influence their religious attitudes. Technological advancements 

have made it easier for children to access various digital games, 

such as Free Fire and Roblox, which have become some of their 

favorite activities. On the other hand, excessive use of digital 

games is feared to reduce children's attention to worship 

practices and the habituation of religious values in their daily 

lives. This study aimed to describe the phenomenon of digital 

game use and to analyze the religious attitudes of students at 

SDN 199 Bengkulu Utara in relation to the use of digital games. 

The research questions of this study were: How is the 

phenomenon of digital game use among students of SDN 199 

Bengkulu Utara? and How are the students' religious attitudes in 

relation to the use of digital games? This study employed a 

qualitative approach with a phenomenological research design. 

The research subjects consisted of five fourth- and fifth-grade 

students and two homeroom teachers of SDN 199 Bengkulu 

Utara. Data were collected through observation, interviews, and 

documentation. The data were analyzed through the stages of 

data reduction, data display, and conclusion drawing. Data 

validity was ensured through source triangulation and technique 

triangulation. The results of the study showed that the 

phenomenon of digital game use among students of SDN 199 

Bengkulu Utara was characterized by a high intensity of playing 

games, particularly Free Fire, Mobile Legends, and Roblox. Most 

students played digital games as a means of entertainment, 

spending their leisure time, and interacting with their peers. The 

use of digital games had positive impacts, including improving 
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strategic thinking skills, teamwork, and technological literacy. 

However, excessive gaming also had negative impacts on 

students' religious attitudes, such as delaying prayer, decreasing 

interest in reciting the Qur’an, reducing focus on religious 

activities, and lowering discipline in carrying out religious 

obligations. Nevertheless, some students were able to manage 

their gaming time effectively while still fulfilling their religious 

duties properly. Therefore, the role of parents and teachers is 

essential in providing supervision, guidance, and support so that 

children can use digital games wisely without neglecting religious 

values. 

 

Keywords: Phenomenon, Digital Games, Religious Attitudes, 

Elementary School Children. 
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