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ABSTRAK

ANALISIS HASIL BELAJAR MATEMATIKA BERDASARKAN
KESEHATAN MENTAL SISWA YANG KECANDUAN GAME ONLINE

Fokus penelitian ini adalah untuk mengetahui sebaran kecanduan game
online siswa, kesehatan mental siswa, faktor yang mempengaruhi kesehatan
mental siswa, dan hasil belajar matematika siswa yang mengalami kecanduan
game online . Penelitian ini menggunakan metode kualitatif dengan pendekatan
studi kasus. Subjek penelitian ini yaitu siswa kelas XI yang berjumlah 98 siswa.
Instrument yang digunakan yaitu skala kecanduan game online, skala kesehatan
mental, dan tes belajar matematika. Hasil penelitian mendapatiSebaran Sebaran
kecanduan game online dimana terdapat 13.3% (13) siswa pada kategori rendah,
sebanyak 71.4% (70) siswa dengan kategori sedang dan 15.3% (15) siswa dengan
kategori tinggi. Sebaran Kesehatan mental siswa yang mengalami kecanduan
game online terdapat sebanyak 13.3% (2) siswa berada pada kategori rendah,
sebanyak 46.6% (7) siswa berada padadkategori sedang, dan sebanyak 40% (6)
siswa berada pada kategori tinggi. Sebaran kesehatan mental terdapa sebanyak
13.3% (2) siswa memiliki kesehatan mental pada kategori fisik, sebanyak 13.3%
(2) siswa memiliki kesehatan mental pada kategori psikis, sebanyak 53.3 (8) siswa
memiliki kesehatan mental pada Kkategori sosial, dan sebnyak 53.3% (8)
siswamemiliki kesehatan mental pada kategori @ religious. Faktor yang
mempengaruhi kesehatan mental siswa yaitu keluarga, lingkungan dan teman
sebaya, tekanan akademik, media sosial, dan bullying. Hasil belajar menunjukan
bahwa kecanduan game online tidak berpengaruh terhadap hasil belajar
matematika siswa dengan taraf siginifakan 9%

Kata kunci: Kecanduan Game Online, Kesehatan Mental, Matematika .



ABSTRACT

ANALYSIS OF MATHEMATICS LEARING OUTCOMES BASED ON
THE MENTAL HEALTH OF STUDENTS ADDICTED OF TO ONLINE
GAMES

The focus of this research is to determine the distribution of online game
addiction among students, students’ mental health, factors affecting students'
mental health, and the math learning outcomes of students experiencing online
game addiction. This research employs a qualitative method with a case study
approach. The subjects of this study were 98 students in the eleventh grade. The
instruments used included an online game addiction scale, a mental health scale,
and a math learning test.The results found the distribution of online game
addiction, where 13.3% (13 students) were in the low category, 71.4% (70
students) were in the moderate category, and 15.3% (15 students) were in the high
category. The distribution of mental health among students with online game
addiction showed that 13.3% (2 students) were in the low category, 46.6% (7
students) were in the moderate category, and 40% (6 students) were in the high
category. Regarding mental health distribution, 13.3% (2 students) had mental
health issues in the physical category, 13.3% (2 students) had issues in the
psychological category, 53.3% (8 students) had issues in the social category, and
53.3% (8 students) had issues in the religious category.Factors affecting students'
mental health include family, environment, peer influence, academic pressure,
social media, and bullying. The learning outcomes indicated that online game
addiction did not significantly affect students' math performance, with a
significance level of 9%:

Keywords:Online Gaming Addiction, Mental Health, and Mathematics.
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