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Abstract

This study discussesthe influence of online gamesonthe mental developmentofchildren in
TanjungsariVillage, Kec. KajenDistrict. Pekalongan,with theaimofthisstudyto find outhow
games are played oninternet sites in the form of online games, to find out the mental
developmentof children in Perum Kopri, Tanjungsari Village, Kec. Kajen, this research
method uses a quantitative approachto research types with field research, data collection
methodsusing observation, interviews, questionnairesand documentation. The resultsofthis
study showthatthere is a very strong and significantinfluence ofonline gameson the mental
development ofchildren at Perum Kopri, Tanjungsari Village, Kec. Kajen District.
Pekalongan.

Keywords: Online Games, Soul Development

Introduction

In its development, computer sophistication also developed in the virtual word
which is often called the internet. With the internet, time and place limitsare no longeran
obstacle,the presence of the internetnot only brings information aboutknowledge, but
also entertainment. Whatiscurrently trendingisonline games. Various games are created
and then playedby those who downloadthem. Eventhe PN playersdon'tknow each other,
they only knoweach otherinthe online world (Wardoyo,2009) . Today'sgamesare not
like previous games, if in the past games could onlybe played by a maximum of two
people,nowwith advancesin technology, especially internetnetworks, online games can
be played by more than 100 people atthe same time.

Thepurposeofthisresearchistodeterminegame play oninternetsitesin thefom
of online games, to determine the mental developmentof children in Tanjungsari Kajen
Village, and to determine the influence of online gameson internetsites on childrens
mental development.

The benefitsofthis research are to provide information to readersabout online
gamesthatparentsshould payattentionto fortheirchildren, provide an explanation of the
influence of online games on children's mental developmentandadd to the intellectual
treasuresaboutthe influence of online games on children's mental development.
Research methodology

Thisresearch isatype of research with a quantitative approach where the results of
the research are expressed in the formofa description usingstatistical figures. This ty pe
of research uses field research where the research uses real life scenes. With the aim of
solvingpractical problemsin everyday life through research activities carried out in the
field (Arikunto, 2015) (Abdullah, 2015) .
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This research has two variables, namely the influenceof online games on the

Internetand the mental developmentof childrenin Tanjungsari village, district. Kajen
District. Pekalongan. With a total populationof213 children aged 8 -13 years, 10% of the
213, namely 20 children, were used as samples.

Discussion

1.1.

Geme Online
Online gamesare games thatrequire an internetconnection to be able to play them
(wardoyo, 2009) (Halim, 2009)
Positive and Negative Impactof Online Games

Theresults of research and surveysfrom variouscountriesregardingonline
gameshave a positive impact. Many parentsin Indonesiadon'tknowthis. As has
been researched by several research institutions in several countries, the positive
impacts of onlinegames have been found, amongothers (Samuel Henry, 2010)
(Lutfiwati, 2018) (Novrialdy, 2019) :
1) Playingonline games provides lessons in followingdirections and rules
2) Playing online games makes children familiar with computer technology
3) Some online games provide practice forproblem solvingand logic
4) Online games provide trainingin the use of motor nerves and spatial skills
5) Online games are a means of intimacy and interaction between parents and

children when playingtogether

6) Online games are entertainingand fun

Severalexpertshavefoundseveralthingsthatare influenced when playing
online games (Samuel Henry,2010) (Novrialdy,2019):
1) Motor Development
2) Physical Development
3) Developmentof Neurology
4) Cognitive Development
5) Moral Development
6) Language Development
7) Role Development

Child and adolescenteducation expert, Kak Seto Mulyadialso believes as
quotedby M. Iwan Januarand EF Turmudzi,thatonlinegames have a p ositive effect
onthe players, especially children."The positive aspectof this game is that it can
make children thinkabstractly in the sense of "Imaginingsomethingsy mbolic, such
as hitting or parrying, then pressingthe A button, I think there are benefits for
stimulatingthe growth of the leftbrain” (Januar, 2006) .

Apart from the positive impact of online gaming, it also has negative
impacts. It cannotbedeniedthatit hasbecome partof our cultureand daily life.
Slowly, online gamingculture is becominga lifestyle that is widely known and
familiar to the younger generation. Online games are influenced by trends and
technology thatcontinueto develop. The very detailed graphicsare almostlike the
real world, makingmany gamers, especially youngpeople, increasingly addicted
online games. Notonly isthe game realistic, the gameplay orgame flowalso makes
players addicted like the many games foundon Playstore or Facebook (Samuel
Henry, 2010) (Syahran, 2015) (Sidabutaretal., 2019).
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Various perceptionsgenerally held byparents regardingthe negative impacs
ofonline games are the view that many online games contain the followingthing
(SamuelHanry, 2010):

1) Hasthe opportunityto becomeasourceof models foraggressive and violent
perpetrators.

2) Directingthe view towards bad behavior from certain people orindividuals.

3) Causesaddiction

4) Itis awaste of time becausetheskillsthe child acquiresdo notconform to the
recognized standard education model

This contentcontentis suspected to be the cause of negative impacts, such as

aggressiveness, excessive imagination and unstable emotions that often explode

withoutthe child beingable to control them.

Gender intimidation, this is a negative impact of online games if femak
charactersare made as antagonistic characters, often violenceand harsh words are
combined into one weapon, namely verbal weaponsin disputes that are created
using the model of competition, battle competenceand adventure. If a female
characteris made the protagonist, the characterisoften made weak and mustneed
the help of amale friend. Oftenthe online gaming environmentisbased on p lots of
violence, aggression,andevengenderintimidation. If played,itwill trigger deviant
behaviorbecause every action in an online game requires an action taken by the
player. To win online games oftenrequiresa certain plotasa basicrule, and ths
makesit difficultforchildrento distinguish between correctand unreal behavior n
the real world. Repetitionin playingonline games to achievethe goal of winning
and certain valuesis considered to sharpen thoughtpatternsand actually forms
deviantbehavior, whether consciously ornot (Samuel Hanry, 2010).

Accordingto Tjahjono Darminto Gondhowiardjo, he explains that with a
normaleye,the image of an objectfrom a distantplace will fall into the focus point
without the eye needingto work. Our eyes will work when lookingat close
distances, the image of objectswillfallbehindthe retina oroptic nerve. If you look
atonline games, there are several differentelementsthere, first, the distance. Wit
such a close distance, itmeansthe eyeshave to work hard. Second, if we compare
the work of our eyes between playing online games and reading books or
newspapers. When we read normally in black and white, oureyeswon'thave as
many problemsaswith color. There are also no problemswith contrast, sharpness
and so on.However,in online games there are always background colors, contras
and brightness problems. In this case, children usually don't really care about
contrastissuesand so on. Third, aboutspeed. Movementon the online game screen
is requlated by the speed ofthe computeror machine. The fasterthemachine moves,
thefasterthechild'seyeshaveto catchup. Hiseyesneverhadachanceto rest. From
aclose distance, the child'seyescontinue to work, glancingrightand leftas well as
his fingers, actively pressingbuttons (M.lwan Januar, 2006).

Whetheryou wantto acceptit or not, whetheryoulike itor not, playing
online gamesis definitely a waste of time. No matter how much time is spentn
frontof the monitor watchingonlinegames fromlevelto level, no matter how much
time is spentit still doesn'tfeellikeit. When compared to the time children spend
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1.2.

socializing, studying, helpingtheirparentsathome, studyingthe Koran, etc. Barely
comparable. Many peopleare strongatplayingonline gamesforhours, evendays,
there are also those who come home from schooland immediately hangoutin front
of their favorite online games . Even though many works can be producedat any
time. Apart from that, addiction to online games can also encourage gamers o
commita numberofotherantisocialacts. Nota fewteenagers skip schooljust
play games. Likewise, they dare to embezzle tuition moneyto play at the game
center. There are also thosewho drop out, right? from school because he was ofen
absent, even though he was wearing a uniformfrom home, carryinga bag, and
askingforpocketmoney (January, 2006) .
Child Mental Development

Developmentcan be interpreted as progressive and continuous changg,
meaningthatthere are continuouschangesthatoccurwithinan individual from b ith
to death. Another meaning of developmentis the changes experienced by an
individualororganism towardsits level of maturity or maturity which takesp lace
systematically, progressively and continuously, both physically and physically
(Syamsu Yusuf, 2000).

Amongthe viewsor theoriesregardingchildren's mental developmentare as
follows (M.Sugeng Solehudin, 2009):
1) Empiricism Theory
2) Convergence Theory
3) Psychodynamic Theory
4) Spiritual science theory
5) Interactionism Theory

Phases of children's mental development (Singgih D, 1998)

Ace Development Stages

Infancy 0-2 years
Childhood 2-12 years
Adolescence 12-18years
Adulthood 18-40 years

Factors that influence the developmentof a child's soul, factors tha
influence achild'ssoulare divided into 3 groupsthat are mutually related to each
other. These factorsare (Mubarok, 2014) (M. Sugeng Solehudin, 2009) :

1) Nativism Factor

Experts who follow the flow of nativism argue that individual
developmentis determined solely by factors innate frombirth (inh eritance)
(Sumardi Suryabrata, 2002). Heridity is the process of passingon traits or
characteristics from one generation to another through the medium of seed
plasma. In general this meansthat structuresand notformsof behavior ae
inherited. Heredity hasan importantrole in the developmentand development
of a child's soul. He was born into this world bringing with him various
inheritances that came from both motherand father or grandparents. Thes
inheritancesare important,includingbody shape, facial expressions, skin color,
talents, traits or character and illnesses. .
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2) Empiricism Factor
Expertswho followthe position of empiricism are of the opinion tha
developmentdependssolely on environmental f actors, while fundamentals ply
norole atall. In the currentdevelopmentof technologicaladvances, it seems
thatpartof the family environmentisthe presenceofa game centerwhich has
more or less influence onthe individuals present, especially childrenwho ae
experiencing fundamental changes in their mental health. Online games are
allegedly part of the factorsthatinfluence the developmentof a child'ssouln
the formation of theirpersonality. The level of addiction can be indifferento
the environment (January, 2006) .
3) Convergence Factor
This convergenceideology argues thatin individual development, both
basic or innate and the environmentplay an important role. Talent as a
possibility already exists in each individual, but the talent that is already
available needs to find a suitable environmentso that it can develop.
Phenomenologically, this developmentcan be described asachild 'sexploration
orexploration of hisworld (M. Sugeng Solehudin, 2009)
1.3. Mental Developmentof Children in Tanjungsari Village
Tanjungsarivillage, partof which isagricultural land, has a large population
compared to the population in other villages in the Kajen sub-district, Pekalongn
Regency. The totalnumberof residentsin Tanjungsarivillage is 3656 people and the
numberof childrenoflearningage in Tanjungsarivillage is 571 children. (interview
with Mrs. Jairiah:2010).
Results of a questionnaire about online games in Tanjungsarivillage, sub-
district. Kajen district. Pekalongan, the questionnaire distributed contained 20
questions which obtained the results from the average value table:
_2fX 941

=—=475rounded to 47
N 20

From the results of a questionnaire regardingthe mental development of
children in Tanjungsari village, sub-district. Kajen district. Pekalongan, the
questionnaire distributed contained 20 questions which obtained the results from the
average value table:

_ZfX _878

=43.9rounded to 44
N 20

Analyzingthe responsesof children in Tanjungsarivillage to online games
with a knowninterval value of 3, a frequency distribution table can be created as
follows:

Table 1

Frequency distributionofdata onresponsesof Tanjungsarivillage children to
playingonline games

No Intervals Absolute Frequency Relative
Frequency

1 50-52 748 20%

2 47-49 10 50%
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3 4446 3 15%
4 41-43 3 15%
Amount 20 100

Fromthe calculationresults,theaverage value of respondents’ answers about

: ) 2fX
online games is M :W = %: 47.3 roundedupto47.So you can use the

assessmenttable asfollows:

Table 2
Assessment Category
Intervals Category
50-52 Very good
47-49 Good
44-46 Enough
41-43 Notenough

By lookingatthe table above, it can be concluded thatplaying online games
is in the good category forchildrenin Tanjungsari Kajen village because the most
dominantvalue isthe interval 47-49 with a percentage of 50%.

Analysisofresponsesregardingchildren's mental developmentin Tanjungsan
village, it can be seen thatthe value ofinterval 2 is created, so a data frequency table
is created as follows:

Table 3
Parents' responsesto online game play on children's mental development
No Intervals Absolute Frequency Relative
Frequency
1 47-48 2 10%
2 45-46 4 20%
3 43-44 10 50%
4 41-42 4 20%
Amount 20 100
Fromthe calculationresults,theaverage value of respondents’ answers about
online games is M =% = %: 43.9 roundedup to 44. So you can use the

assessmenttable asfollows:

Table 4
Assessment Category
Intervals Category
47-48 Very good
45-46 Good
43-44 Enough
41-42 Notenough
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By lookingatthetable above, itcan beconcludedthatthe onlinegames plyed
by children in Tanjungsarivillage, sub-district. Kajen district. Pekalongan category
hasquite an influence onchildren'smental developmentwith a concentration of 44
answers.

The influence ofplayingonline games onthe mentaldevelopmentofchilden
in Tanjungsari village, sub-district. Kajen district. Pekalongan,in provingthe
research hypothesistestand at the same time to provewhetherornotthereis an
influence of onlinegames, in this case what the author pointsoutis the impact of
playing online games on the mental developmentof children in the village of
Tanjungsarisub-district. Kajen. These results will provide us with information about
the presence of the internet with various web sites, especially games intended for
childrenin the formof online games. Of course, to some extentit will have an
influence on the child'smental development, so the authorcarried outan analyss
using the product moment technique with the results of the table calculations as

follows:
ro_ XY
’ w/inz (=y?)
91,41

" [152,15)65.,7)

9141

~ [9996,26

9141
99,98
=0.915
Based onthe resultsobtained,thervalueinterpretation table is then consulted,
namely:
Table 5
Interpretation
The value of r Interpretation
Between 0.910-1,000 Very high
Between .710-.900 Tall
Between .410-.700 Enough
Between .210-.400 Low
Between 0.00-0.20 0 Very low

Based on the work table above, the influence of playing online games on the
mentaldevelopmentof childrenin TanjungsariVillage showsa very high value wih
a correlation coefficientof 0.915.

The final step in statistical data analysis is testing the hypothesis. The
procedure used isto match the r value in the interpretation table atboth the 1% and
5% significance levels. Atasignificanttariffof1% itisknown thatrt=0.561 while
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ro=0.915sothatro>rtor(0.915>0.561). Meanwhile, atthe 5% level, itis known
thatrt = 0.444andro =0.915so thatro > rt or (0.915>0.444). So, with a simpk
interpretation, it can be concluded thatthere is a very strong positive correlation
between onlinegamesandthe mental developmentof childrenin Tanjungsarivillag,
sub-district. Kajen district. Pekalongan.

Based on evidence with product moment correlation, both with roud
interpretationand interpretation of the degrees of freedomtable atthe 1% and 5%
significance levels, itis obtained thatit is very strongly significant. Thus, it can be
stated thatthere isa very strongand significantinfluence ofplaying online games on
the mental development of children in Tanjungsari village, sub-district. Kajen
district. Pekalongan.

Factors that influencethe mental developmentof children in Tanjungsan
village are within the child'sfamily andthe child'splay environment. Asis known,
there are in principle two factors that influence a person's mental developmen,
namely internal factorsor within the child and exogenousfactors from outside the
child. Factors within the child are more due to heredity, in general children imitae
the characteristics and habits of their parents which are passed down to them.
Meanwhile, factorsexternal to the childare the environmentand social interactions
that the child receives. Usually environmental factors more quickly influencea
child's mental development, for example the game center environment.

The mental developmentof children in Tanjungsari village is generally
influencedby a goodenvironmentin the family andin the playgroundin the form of
the influence of interactionswith friendsofthe same age. Currently,almostevery
family in the village of Tanjungsarisub-district. Kajen stillhasa laptop or cellphone
athome. Thismakeschildren in Tanjungsarivillage tend to spend theirtime playing
onlinegamesintheirhomes.Moreover, children whoseparents workas civil servans
spend more time athome playingonline games.

Conclusion

Online gamesare very fun and very entertainingfor children of learning age,
namely children aged between 8-13 years. Of the online games, there are those that have a
positive influence on children of that age, such as baby balls, howto countmarbles,
children'smath games, coloringgames, and there are those thathave a negative influence,
suchasfirstperson 3D vehiclesbased, online gameshaveasignificantinfluence onmental
development. children in Tanjungsari village, sub-district. Kajen district. Pekalongan is
provenby calculatingthe analysis of children'sresponsesto playing online games and
analysisof children's responses to children's mental development
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