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ABSTRAK 

 “DAMPAK GAME ONLINE  TERHADAP PERKEMBANGAN 

KOGNITIF ANAK DI KAJENGAN KIDUL DESA DANAWINANGUN 

KECAMATAN KLANGENAN KABUPATEN CIREBON". HASYIM 

HIDAYAT SINDHU 1908306027. Jurusan Bimbingan Konseling Isalam.  

Fakultas Dakwah Dan Komunikasi Islam. Institut Agama Islam Negeri 

(IAIN)  Syekh Nurjati Cirebon. 

 Pada penelitian ini bertujuan untuk mengetahui dan mendeskripsikan 

dampak game online terhadap perkembangan kognitif anak di Kajengan Kidul 

Desa Danawinangun Kecamatan Klangenan Kabupaten Cirebon. 

 Penelitian ini menggunakan metode kualitatif dengan pendekatan 

deskriptif. Teknik pengumpulan data ada dua yaitu wawancara dan observasi. 

Teknik pengambilan sample yang digunakan yaitu reduksi data, meringkas, 

memilih perihal yang utama dan penting untuk penelitian peneliti dari informan. 

Data yang telah direduksi dapat memberikan gambaran yang jelas dan 

memberikan kemudahan peneliti dalam melalukan pengumpulan data. 

 Berdasarkan hasil penelitian, game online mempunyai dampak terhadap 

perkembangan kognitif anak Di Kajengan Kidul Desa Danawinangun Kecamatan 

Klangenan Kabupaten Cirebon. Dalam penelitian ini dampak negatif lebih banyak 

dari pada dampak positif. Dampak negatif Terhadap pola perilaku, anak-anak 

menjadi berani membantah, melawan dan berkata kotor. Gambaran perkembangan 

kognitif anak di Kajengan Kidul Desa Danawinangun Kecamatan Klangenan 

Kabupaten Cirebon mengalami gangguan terhadap perkembangan kognitifnya. 

Indikator perkembangan kognitif dalam penelitian ini antara lain proses 

mengingat, proses pemecahan masalah, dan proses pengambilan keputusan. 

Berikut dampak negatif dari game online terhadap perkembangan kognitif anak: 

Proses mengingat, intensitas bermain game online menentukan dampak pada 

proses mengingat, anak-anak menjadi pelupa dan hanya ingat selalu tentang game 

online. Pemecahan masalah, anak-anak mengalami kesulitan dalam proses 

pemecahan masalahnya, dalam menyikapi permasalahan anak-anak 

mengedepankan emosinya antara lain sikap nya itu marah-marah, diam kesal, dan 

menangis. Pengambilan keputusan, dalam pengambilan keputusan anak-anak 

terkesan tergesa-gesa atau terburu-buru. Berikut dampak positif nya antara lain: 

melatih berfikir efektif, melatih kepercayaan diri, dan melatih kefokusan. Adapun 

peran orang tua dan lingkungan dari dampak game online terhadap perkembangan 

kognitif anak, sebagai pemberi perhatian, sebagai pemenuh kebutuhan, dan 

sebagai pendidik.  

 

Kata kunci: Game online, perkembangan kognitif anak, gambaran kognitif 

anak. 
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ABSTRACT 

"IMPACT OF ONLINE GAMES ON COGNITIVE DEVELOPMENT OF 

CHILDREN IN KAJENGAN KIDUL DANAWINANGUN VILLAGE, 

KLANGENAN DISTRICT, CIREBON DISTRICT". HASYIM HIDAYAT 

SINDHU 1908306027. Department of Islamic Counseling Guidance. Faculty 

of Da'wah and Islamic Communication. State Islamic Institute (IAIN) Syekh 

Nurjati Cirebon. 

 This study aims to determine and describe the impact of online games on 

children's cognitive development in Kajengan Kidul, Danawinangun Village, 

Klangenan District, Cirebon Regency. 

 This study uses a qualitative method with a descriptive approach. There 

are two data collection techniques, namely interviews and observation. The 

sampling technique used was data reduction, summarizing, choosing the main and 

important things for the researcher's research from the informants. Reduced data 

can provide a clear picture and make it easy for researchers to carry out data 

collection. 

 Based on the results of the study, online games have an impact on 

children's cognitive development in Kajengan Kidul, Danawinangun Village, 

Klangenan District, Cirebon Regency. In this study the negative impact is more 

than the positive impact. Negative impact On patterned behavior, children dare to 

argue, fight and say dirty words.An overview of the cognitive development of 

children in Kajengan Kidul, Danawinangun Village, Klangenan District, Cirebon 

Regency, experienced disturbances in their cognitive development. Indicators of 

cognitive development in this study include remembering processes, problem 

solving processes, and decision making processes. Following are the negative 

impacts of online games on children's cognitive development: The process of 

remembering, the intensity of playing online games determines the impact on the 

process of remembering, children become forgetful and only remember always 

about online games. Problem solvers, children experience difficulties in the 

process of solving problems, in dealing with problems children store their 

emotions, including their attitude of being angry, silent, annoyed, and crying. 

Decision making, in making decisions children seem in a hurry or in a hurry. The 

following positive impacts include: practicing effective thinking, training self-

confidence, and training focus. As for the role of parents and the environment 

from the impact of online games on children's cognitive development, as a giver 

of attention, as a provider of attention to needs, and as an educator. 

 

Keywords: Online games, children's cognitive development, children's 

cognitive description. 
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