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that the level of online game use among SD 2 Kendari
students reached 53%. Meanwhile, students' learning
motivation is in the medium category, with a
percentage of 57%. Meanwhile, the results of
hypothesis testing show a significant negative
influence between the level of online game use and
learning motivation, with a probability value of 0.00
<0.05 and T-count (-4.263) > T-table (2.010), with a
contribution of online games to learning motivation of
27.1%. Therefore, this research shows that the level of
online game use almost has the same value for learning
motivation. Thus, the importance of increasing
elementary school students' learning motivation is
integral. The use of online games is basically able to
motivate, but it still needs to be controlled and
accommodate more study hours. Research provides an
important understanding that the use of online games
must be controlled more consistently so that students
study more hours and use online games less.
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INTRODUCTION

In an increasingly advanced digital era, online games have become an inseparable
part of the lives of children and teenagers. The influence of online games is not only
visible from the entertainment aspect but is also starting to spread to the world of
education. This phenomenon raises an important question: whether online games can
be used as a tool to motivate students' learning or whether they are detrimental to the
younger generation as the spearhead of the nation's progress and civilization (Grimes,
2021). Several empirical studies reveal that online games have the potential to develop
critical thinking, problem solving, and collaboration skills between students Chen &
Chuang, (2021), Duncan, (2020), and (Mao etal., 2022). However, there is still a lot that
needs to be learned about what happens to the younger generation due to the use of
online games and whether they can be effectively integrated into the educational
curriculum to increase student motivation and learning outcomes (Jdaska & Aaltonen,
2022). This certainly invites critical debate from education observers. Therefore, this
crucial issue is increasingly showing interest in being discussed or explored in the form
of research studies.

In the educational context, learning motivation is one of the key factors that
influences students' academic success (Filgona et al., 2020). Strong motivation can
increase student involvement in the learning process and encourage them to achieve
higher achievements (Asvio, 2022). Therefore, exploring the potential of online games
as a learning tool is a relevant and important step. This fact is increasingly receiving
serious attention, along with various empirical facts revealed through extensive
research Anak Yunus & Hua, (2021), Alam, (2022), and (Xu et al., 2023). The results of
this study can essentially be interpreted as meaning that there are views that must be
considered regarding the impact of using online games. Most would certainly consider
that the use of online games as a medium to increase children's learning motivation
still needs to be considered. The era of disruption accompanied by digitalization makes
it very important to explore whether this phenomenon still has the same impact as the
previous era (Rapaccini et al., 2020).

Many studies have discussed how educational games can improve students’
motivation and learning outcomes in various subjects, such as mathematics, science,
and language Bai et al., (2020), Zeng et al., (2020), and (Shi et al., 2022). The results of
this research suggest that game-based learning or online games will increase self-
efficacy or motivate students to study harder. Therefore, there is an important
correlation: online games do not always have to be seen as something negative, but
parents must be able to balance students' habits in using their free time (Clark &
Dumas, 2020)CC. X. Chen et al,, (2022) also confirm that student performance will
experience a massive increase when learning is integrated with competition-based and
digital-based learning. This phenomenon is an important adaptation for educators to
adjust to the challenges of the times, which lead to human life being spent more in the
digital world. One theory that can explain human life patterns that can accommodate
their behavior to do something is a description of motivation theory, such as self-
determination theory (SDT) and flow theory, which are often used to explain how and
why games can motivate students (Xia et al., 2022).
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As part of the digital generation, today's students grow up in an environment full
of visual and interactive stimulation (Haleem et al., 2022). They are more interested in
dynamic and interactive media compared to static, traditional learning methods.
Online games, with the interactive elements, challenges, and rewards they offer, seem
to suit their preferences and learning needs (Bakhanova et al, 2020). However,
although many studies show that educational games can increase student engagement
in the short term, there are still doubts regarding their long-term effectiveness and
how the skills gained from these games can be applied in conventional learning
contexts (Bouchrika et al., 2021). Additionally, there are concerns that reliance on
online games may distract students from core subject matter and reduce time spent on
traditional learning (Checa et al., 2023). Therefore, it is important to explore whether
online games can serve as an effective bridge between entertainment and education or
whether they are simply additional tools without a significant impact on students’
learning motivation.

Through consideration of the literature facts and empirical studies above, the
author is interested in exploring further the impact of using online games on learning
motivation in elementary school students, specifically in Kendari. Most research
focuses on the short-term results of using online games for learning. There is a need
for longitudinal studies that evaluate the long-term effects of online game use on
student motivation and learning outcomes. Therefore, this study will investigate
students' subjective experiences in using online games for learning, including the
challenges they face, so that the results of this research are able to empirically reveal
patterns of online game use, whether they are still able to motivate students or actually
reduce their study hours, resulting in ineffective student education. Ultimately, this
research not only seeks to answer questions about the effectiveness of online games in
motivating learning but also wants to provide practical guidance for educators in
implementing games as an effective learning tool. Thus, it is hoped that this research
can contribute significantly to improving the quality of education in the digital era.

LITERATURE REVIEW

Motivation to Learn

Learning motivation is a complex and important psychological phenomenon in
the educational context. Learning motivation can be explained as an individual's
internal tendency to initiate, maintain, and complete learning activities effectively,
which is influenced by various internal and external factors (Filgona et al., 2020; Ulfah
et al., 2024). These factors include intrinsic drives, such as the desire to learn out of
curiosity or personal achievement, as well as extrinsic drives, such as gifts or praise
from others (Edu et al., 2021; Ulfah et al., 2024). Apart from that, learning motivation
can also be seen in an individual's level of determination or perseverance in facing
learning challenges, as well as the satisfaction or happiness they feel when achieving
their learning goals (Roberson, 2020).

In the educational context, learning motivation is often measured through
several indicators, including the level of participation in class, the level of persistence
in doing assignments, and the level of academic achievement (Mohamed Mohamed
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Bayoumy & Alsayed, 2021). Other indicators include the level of interest in the subject
matter, the level of involvement in class discussions, and the perception of the
importance of education in achieving individual life goals. Thus, learning motivation
not only includes the drive to achieve high academic achievement but also includes
emotional and cognitive aspects of the learning process (Chang & Tsai, 2022).

Online Game

Online gaming, also known as online gaming, has become a significant cultural
phenomenon in modern society (Khanmurzina et al., 2020). Games include games
played over an internet connection, either individually or in the form of online
multiplayer games (Raith et al., 2021). Types of online games include browser-based
online games, client-based online games, and social media games. In recent decades,
online gaming has become one of the most popular forms of entertainment worldwide.
Millions of people from all backgrounds and ages engage in online gaming every day.
Individual motivations for playing online games vary widely, including for
entertainment, social development, intellectual challenge, and as a means of escape
from everyday reality (Cheah et al., 2022).

Research on online gaming has revealed the complex impact of these games on
individuals and society (Muriel & Crawford, 2020). On the one hand, online games can
be an effective learning tool, promoting cognitive skills such as problem solving,
teamwork, and strategy (Bakhsh et al., 2022). However, on the other hand, excessive
use or addiction to online games has been linked to negative impacts, including sleep
disturbances, decreased academic performance, and mental health problems
(Purwaningsih & Nurmala, 2021). Apart from that, ethical issues also arise along with
the development of online games. Therefore, there is a need for appropriate
supervision and regulation to protect players, especially children and teenagers, from
the potential negative impacts of online gaming (Faraz et al., 2022). In the context of
psychology and sociology, online games have also become an interesting research
subject.

Research on player behavior, community dynamics in games, and interactions
between players has provided valuable insights into how online gaming shapes digital
culture and identity in modern society (Richardson et al., 2021). Overall, online gaming
is a complex phenomenon that has a significant impact on individuals and society as a
whole. With a deep understanding of gaming motivations, positive and negative
impacts, and associated ethical issues, research on online gaming can help inform
public policy, clinical practice, and the development of more sustainable and inclusive
technologies (Shultz et al., 2022).

Digital Learning

Digital learning, also known as e-learning, refers to a learning process that uses
digital technology as the main medium to deliver, support, and facilitate learning (Koh
& Kan, 2021). Digital learning includes various digital platforms, applications, and tools
used to provide learning materials, facilitate interaction between students and
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instructors, and support learning evaluation and assessment (Bujang et al., 2020).
Digital learning has become a significant phenomenon in the world of education, driven
by advances in information and communication technology. In various literature,
digital learning is often seen as a tool that can increase accessibility, flexibility, and
effectiveness of learning (Aljawarneh, 2020). Several studies have been conducted to
explore the benefits and challenges of digital learning in various educational contexts.
Such as Tejedor et al,, (2021) students and teachers perceive solutions in two different
contexts: educational solutions mainly deal with communication from university
departments and teachers to students, whereas digitalization of subjects focuses on
learning in new ways and even redefining domains. Basically, digital learning usage
patterns cannot be separated from the COVID-19 phenomenon, which forces every
individual to adapt behavior patterns that connect remotely (Latifah & Supena, 2021).
Meanwhile, Taglietti et al, (2021) revealed that 2020 marked an era of massive
digitalization, with a short time forcing academic activities to be moved from campuses
to online classrooms, with the main approach being to rethink the learning process,
which is made possible by technology.

METHOD

First, The research method used in this study is quantitative, which allows for a
systematic and measurable analysis (Syamsul et al., 2023) of the impact of using online
games on SD 2 Kendari students. Data collection was carried out through a
questionnaire specifically designed to measure students' learning motivations who
were affected by interaction with online games. This questionnaire includes various
questions carefully designed to explore students' perceptions and experiences of the
use of online games in learning contexts. The population that was the research subject
was 150 students from grades IV and V, selected using a purposive sampling technique
that ensured an appropriate representation of various grade levels and student
characteristics. Based on this understanding, the population in this study is students in
grades 4 and 5 at SD Negeri 2 Kendari, each in grades 4 and 5, consisting of 4 parallel
classes totaling 150 children.

Second, Then, the collected data will be analyzed statistically to identify patterns
and trends in the impact of online game use on student learning motivation.
Comprehensive statistical analysis will help understand the extent to which the use of
online games can influence student learning motivation at SD 2 Kendari. It is hoped
that the results of this research will provide a deeper understanding of the dynamics
between interaction with online games and student learning motivation, thereby
providing valuable guidance in the development of more effective and sustainable
learning approaches in the future.

FINDINGS

The data contained in this research reflects data that is relevant to the
formulation of the problem. This data was obtained by respondents, who were
students who were sampled in the research. A total of 51 students filled out a
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questionnaire consisting of 24 questions regarding student perceptions of online
games and 26 questions regarding learning motivation. The data from the
questionnaire is then processed and analyzed to produce accurate information
regarding objective situations related to the use of online games and student learning
motivation at SD Negeri 2 Kendari. The results of the research are then described in
detail.

Descriptive Statistics of Online Game Usage

Picture 1. Descriptive statistics of online game usage
Online Game (X)

Instrumen 51

Mean 73.5686
Median 74

Mode 70

Std. Deviation 8.886624
Variance 78.61
Range 42
Minimum 48
Maximum 90

Sum 37252

Based on the table above, it is known that the scores obtained from the
instruments distributed are as follows: average 73.56, median 74, mode 70, standard
deviation 8.866, variance 78.610, range 42, minimum value 48, maximum value 90, and
the number is 3752. Apart from the descriptive data, the data can also be presented in
the form of a frequency distribution using Sturgess' rules, as follows: Range = Largest
Data - Smallest Data = 90 - 48 = 42 Number of Classes =1+ 3.3logn=1+3.3log 51 =
7.63 = 8 Class Length = Span / Number of Classes =42 /7 =6

Online Game Data Normality Test

Figures 2 Alocation data online game

Game Online
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Based on the histogram image, it can be seen that the peak of the curve is in the
middle, which shows that the highest online game scores are in the interval 72-77 with
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a percentage of 25.49%, or as many as 13 students. The fewest rows of curves are in
the 48-53 interval, with a percentage of 1.97%, or 1 student. The frequency
distribution is as follows: Interval 48-53: frequency 1 (1.97%), interval 54-59:
frequency 2 (3.93%), interval 60-65: frequency 5 (9.8%), interval 66-71: frequency 12
(23.53%), interval 72-77: frequency 13 (25.49%), interval 78-83: frequency 12
(23.53%), interval 84-89: frequency 4 (7.84%), and interval 90-95: frequency 2
(3.93%).

Determining the trend of students' online game variables shows that the
maximum value is 90 and the minimum value is 48. The average value is 73.56, with a
standard deviation of 8.866.

Descriptive Statistics of Learning Motivation Data

Figures 3 Learning motivation descriptive

Motivasi Belajar (Y)

Instrumen 51
Mean 71.098
Median 70
Mode 70

Std. Deviation 6.17497
Variance 38.13
Range 34
Minimum 56
Maximum 90

Sum 3626

Based on the table above, it is known that the scores obtained from the
instruments distributed are: the mean is 71.09, the median 70, the mode 70, the
standard deviation is 6.1749, the variance 38.130, the range 34, the minimum value is
56, the maximum value is 72, and the total 3626.

Normality Test of Learning Motivation Data

Picture 4 Histogram Normality
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Based on the histogram image above, it can be seen that the peak of the curve is
at the highest part, which means that the students' learning motivation scores are in
the highest group in the 66-70 interval with a percentage of 39.21% for 20 students,
and there is a row of curves. There are a few intervals (56-60 and 86-90), each with a
percentage of 1.96%, and each has 1 student per interval.

Normality Test Results of Online Game Data and Learning Motivation

Figures 5 Normality Test

Kolmogorov-Smirnov Shapiro-Wilk
Statistic Df Sig Statistic Df Sig
Game Online 0.108 51 0.190 0.974 51 0.333
Motivasi Belajar 0.109 51 0.188 0.974 51 0.330

Variable

In the SPSS 23 output results in Table 4.7 above, it can be seen that for all
independent and dependent variables tested, the significance value is greater than
alpha, or a = 0.05. The significance value for the online game variable (X) is 0.190 and
for learning motivation (Y) is 0.188. This shows that the significance value of these two
variables is greater than alpha 0.05. Therefore, HO is accepted, which means that all
independent and dependent variable data used in this research and tested using
Kolmogorov-Smirnov have a normal distribution of data.

Linearity Test
Figures 6 ANOVA Table

Indicators Sum of Square Df Mean F Sig.
Motivation Learn 878.343 18 48852 1.522 0.146
Online Game 515.793 1 515.79 16.069 0.000
Between Group  363.55 17 21.385 0.666 0.811
Linearity 1027.167 32 32.099
Total 1906.51 50

The results of the linearity test of this research data, as presented in Figure 6
above, show that the significance value of deviation from linearity in the online game
variable on learning motivation is 0.811. Thus, the significance value of the variables
studied is greater than a = 0.05. Therefore, it can be concluded that the regression line
for this variable is linear, so it can be used.

Hypothesis testing
Figures 7 Regresi XY
Unstandardized  Standardized
Model -
Beta Std.Error Beta T Sig.
Constant 97.749 6.296 -0.52 15.526 0.000
Online Game -0.362 0.085 -0.52 -4.263 0.000
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The constant value of the unstandardized coefficients in this case is 97.749. This
number is a constant, which means that if there are no online games (X), then the
learning motivation value (Y) is 97.749. The regression coefficient value is -0.362. This
figure means that for every 1% increase in the level of online gaming (X), learning
motivation (Y) will decrease by 0.362. Because the regression coefficient value is
negative (-), it can be said that online games (X) have a negative effect on learning
motivation (Y). So, the regression equation is Y = 97.749 - 0.362X.

Significance Test

Figures 8 Significance Test Results

Model R R-Square Adjusted R Square Std. Error
1 0.52 0.271 0.256 5.327

Based on the results of the calculations above, it can be concluded that there is
an influence between variable X and variable Y of 0.271%. This means that the intensity
of playing online games influences the learning motivation of class IV and V students
at SD Negeri 2 Kendari in 2021 by 27.1%, while the remaining 72.9% is influenced by
other factors not examined in this research.

The Impact Of Students' Use Of Online Games

The research results show that the online game variable is in the high category,
with the number of students being 27, or around 53%. This is in line with the theory
that addiction to online games can cause children to become less motivated to learn
because they are more interested in games than lessons. This research also supports
the findings Sun et al,, (2023) that show that the intensity of playing online games has
a negative and significant relationship with students' learning motivation. This, of
course, must be an evaluation for fifth grade students regarding the intensity of using
online games and their impact on learning motivation.

The negative impact of the intensity of playing online games on students’
learning motivation, especially observed in fifth grade students, emphasizes the need
for more attention to time management and the use of technology in educational
environments. This research provides a deeper understanding of how interaction with
online games can disrupt students' concentration in learning activities and emphasizes
the important role of parents and teachers in supervising and directing their children's
online activities. Appropriate preventive and intervention measures need to be
implemented to reduce the negative impact of online game use on student learning
motivation (Saletti et al., 2021). This includes educating students about healthy time
management, developing awareness of the negative impacts of gaming addiction, and
promoting more educationally beneficial activities outside of the online gaming
environment. Awareness of the risks and benefits of technology, if instilled early, can
help create a more balanced and productive learning environment for students
(Kamalov et al., 2023).
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Student's Motivation To Study

After the descriptive analysis of online games is completed, the next step is to
carry out another descriptive analysis for the learning motivation variable, with the
aim of assessing the level of student learning motivation at SD Negeri 2 Kendari. The
number of respondents involved in measuring learning motivation was 51, where each
variable had a maximum, minimum, mean, variance, and standard deviation value. The
learning motivation variable shows a maximum value of 90 and a minimum value of
56, with a mean of 71.09, a variance of 38.130, and a standard deviation of 6.174.

In this analysis, data from 51 respondents was used, where each variable
related to learning motivation had various descriptive statistics, including maximum,
minimum, mean (average), variance, and standard deviation values. The maximum
value shows the highest value achieved by the respondent in measuring learning
motivation, while the minimum value is the lowest value. The mean is the average value
of all the measured data, while the variance and standard deviation provide
information about how far the data is spread from the average. Thus, this descriptive
analysis provides a deeper understanding of how students' learning motivation at the
school varies and is spread across the range of grades given. According to Winkel
(2004), motivation is an active impulse at certain times, which encourages a person to
carry out activities to achieve certain goals. In the context of learning, motivation can
be interpreted as an internal force that encourages students to be involved in learning
activities, ensures the continuity of the learning process, and provides direction to
learning activities so that the desired goals can be achieved.

This fact shows that learning motivation is a dynamic process that arises
naturally in response to internal and external stimuli to carry out activities to achieve
learning goals (Dornyei, 2000). The interaction between the individual and the
environment creates a series of efforts to regulate certain conditions that support
continuity and provide direction to the learning process (Kondratenko et al., 2021).
Internal and external drives in students encourage them to engage in learning activities
that enhance skills and experience. The impact can be seen in the number of students
who do not reach the set standard scores due to the influence of online games, which
are popular and often played by many children.

The Impact Of Using Online Games On Student Learning Motivation

Based on the results of research data analysis with students at SD Negeri 2
Kendari, The results of the Pearson Product Moment Correlation Test analysis in Table
4.8 prove that there is an influence between online game variables and learning
motivation. It is explained that the significance value is 0.000<0.05, so if the two
variables, namely variable X and variable Y, have a relationship or correlation with a
degree of relationship of -0.520, then the direction of the relationship is negative. So it
can be said that the higher the negative influence variable X (online games) will be
followed by the lower variable Y (learning motivation). Analysis of research data shows
that there is an influence between the variable use of online games and student
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learning motivation at SD Negeri 2 Kendari. This is confirmed by the results of the
Pearson Product Moment Correlation Test, which show a significance value of 0.000,
which is smaller than the alpha value that is generally used (0.05). This shows that the
relationship between the two variables, namely variable X (online game use) and
variable Y (learning motivation), has statistical significance.

In addition, the Pearson correlation coefficient obtained was -0.520, indicating
anegative relationship between the online game variable and learning motivation. This
means that the higher the use of online games (variable X), the lower the level of
student learning motivation (variable Y). This illustrates that students who are more
frequently involved in using online games tend to have lower learning motivation.

This analysis provides important insight for educators and parents about the
importance of managing children's online time and activities, as well as paying
attention to the impact on their learning motivation (Drever et al., 2015). Efforts to
reduce excessive use of online games and replace them with activities that are more
educationally useful can help increase student learning motivation (Papastergiou,
2009).

CONCLUSION

Based on research conducted at SD 2 Kendari, the main finding is that the
majority of students use online games, with a usage rate reaching 53%. On the other
hand, student learning motivation is in the medium category with a percentage of 57%.
However, further analysis showed a significant negative influence between the level of
online game use and learning motivation. The low probability value (0.00 < 0.05) and
the significant difference between T-count and T-table (-4.263 > 2.010) indicate that
the use of online games significantly contributes to decreased learning motivation.
More specifically, the contribution of online games to learning motivation was
recorded at 27.1%.

Research on Can Online Games Motivate Student Learning" has important
implications in the educational context. Although online games have great potential as
a tool that can motivate students to learn, the findings of this research highlight that
the use of online games does not always produce a positive impact on learning
motivation. This This shows the need for a deeper understanding of how the use of
online games can influence students' learning motivation. Teachers and curriculum
developers need to design more effective learning strategies that take into account the
thoughtful integration of online games. In addition, appropriate management of
students' use of online games is also important because too much exposure can
interfere with their learning motivation and academic performance. Involving parents
and schools in directing students' online game use can be key to supporting their
learning motivation. Further research is also needed to better understand the factors
that influence the relationship between the use online games and learning motivation,
as well as to identify effective strategies for optimizing the use of online games in
education.
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Therefore, the author provides research suggestions that this study requires a
more comprehensive methodology with a more representative sample selection, a
stronger research design, and more valid and reliable measurement instruments.
Second, the variables studied need to be formulated more specifically, such as the type
of online game used and specific aspects of learning motivation. Data analysis also
needs to be deepened with more complex statistical techniques to evaluate the
relationship between online game use and student learning motivation in more detail.
Third, the research could be expanded by adopting a longitudinal approach that would
allow monitoring of changes in learning motivation and online game use over time. In
addition, broader contexts, such as environmental and psychological factors, also need
to be considered. By improving these aspects, research can provide a deeper
understanding of online game use and students' learning motivation, as well as provide
more effective guidance for educational practitioners in designing relevant and
meaningful learning strategies.
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