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The objective of this study is to find out the influence of online gaming on academic 

achievement. To find out how learning motivation affects academic accomplishment. 

To learn about the impact of learning motivations as a variable of moderation on the 

relationship between playing online games and academic performance. 

The research aims to verify the influence of variables using statistical methods, in 

other words, this research according to the type of data used is quantitative. The 

selection and use of quantitative research designs in this study are to analyze factors 

in a variety of online games that influence learning motivation as a moderation 

variable. The results of the descriptive analysis obtained that the online game 

variable (Variable X) consists of statements related to indicators of involvement in 

online game games, betting on time playing online games, online game addiction, 

and the negative impact of playing online games did not affect lowered academic 

performance of respondents/students at State High School 6 Bengkulu in 

strengthening with the value of the influence of the online gaming variable on 

academic achievement of 16.3%. The result of the R2 test was a score of 0.163, so it 

can be concluded that the magnitude of the influence of the online game variable on 

academic achievement with learning motivation as the moderation variable is 0.163 

or 16.3%, the rest of the academic performance is influenced by other factors outside 

the study. 
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1. INTRODUCTION 

 

Technological developments are currently growing more 

rapidly and producing technological products that provide 

benefits and convenience for humans, starting from the 

benefits of science, education, and entertainment. One 

technology product that provides entertainment benefits is 

games. This is different from the past when game 

entertainment was still very simple. As time and technology 

develop in the industrial era 4.0, human creativity is 

increasingly developing, resulting in discoveries in the world 

of entertainment such as creating more and more, fun and 

unique games that are often played by the public or what are 

known as online games, for example: worms zone io, street 

racing, shadow fighter, Mobile Legend, PUBG, Free Fire and 

many more. 

 

2. METHODS 
 

Arikunto (2006) suggests that research that investigates 

cause and effect between more than two variables based on 

observing the existing effects and trying to find the causal 

variable is called influence research. The research aims at 

verification, namely testing the influence between variables 

with the help of statistical methods, or in other words, 

according to the type of data used, this research is 

quantitative. The design of this research is explanatory 

quantitative. 

The selection and use of an explanatory quantitative 

research design in this research is to analyze the factors in 

playing online games that influence learning motivation as a 

moderating variable. 

 

3.  RESULTS AND DISCUSSION 
 

Thei R² teist reisuilts obtaiineid ai vailuiei of 0.163, so it cain be i 

concluideid thait thei maignituidei of thei influieincei of thei online i 

gaimei vairiaiblei on aicaideimic aichieiveimeint with leiairning 

motivaition ais ai modeiraiting vairiaiblei is 0.163 or 16.3%, thei 

reimaiining aicaideimic aichieiveimeint is influieinceid by otheir 

faictors ouitsidei thei reiseiairch. 
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From thei reisuilts of thei modeiraiteid reigreission ainailysis 

(MRAI) teist, it cain bei concluideid thait leiairning motivaition is 

provein to bei uinaiblei to modeiraitei thei influieincei of online i 

gaimeis on aicaideimic aichieiveimeint. This cain bei seiein in the i 

increiaisei in thei aidjuisteid R squiairei vailuiei from thei X-Y simple i 

lineiair reigreission modeil from 1.05% to 0.027% in thei 

modeiraiteid reigreission ainailysis, with ain increiaisei of 1.023% 

aind ai significaincei of 0.917. This meiains thait thei leiairning 

motivaition vairiaiblei (Z) modeiraiteis/weiaikeins thei reilaitionship 

beitweiein thei onlinei gaimei vairiaiblei (X) aind thei aicaideimic 

aichieiveimeint vairiaiblei (Y). 

 

Taibeil 4.9 :Haisil UIji Koeifisiein Deiteirminaisi (R²) 

 
Model Summary 

Modeil R 
R 

Squiairei 
AIdjuisteid R 

Squiairei 

Std. EIrror 
of thei 

E Istimaitei 

1 .163a
i .027 .000 10.580 

ai. Preidictors: (Constaint), MOTIVAISI BE ILAIJAIR, 
GAIME I ONLINEI 

Information :  

R: uinit of theirmail reisistaincei uiseid to compairei thei 

insuilaition propeirtieis of vairiouis maiteiriails. 

R Squieir: ai staitisticail meiaisuirei thait shows how muich 

vairiaition in ai deipeindeint vairiaiblei cain bei eixplaiineid by the i 

indeipeindeint vairiaiblei 

AIdjuisteid R Squiairei: thei R2 vailuiei is aidjuisteid so thait thei 

imaigei is closeir to thei quiaility of thei modeil eixploraition in thei 

popuilaition. 

Std. EIrror Of Thei E Istimaitei: Thei staindaird eirror of thei 

eistima itei is ai meiaisuirei of thei meiain deiviaition of thei eirror, thei 

diffeireincei beitweiein thei ^ ui -vailuieis preidicteid by thei mu iltiplei 

reigreission modeil aind thei ui -vailuieis in thei saimplei. 

Baiseid on thei R² taiblei, it is obtaiineid thait it is 0.163 or 

16.3%, so it cain bei concluideid thait thei maignituidei of thei 

influieincei of thei online i gaimei vairiaibleis aind leiairning 

motivaition on aicaideimic aichieiveime int is 0.163 or 16.3%, thei 

reimaiining aicaideimic aichieiveimeint is influieinceid by otheir 

faictors ouitsidei thei reiseiairch. 

 

4. CONCLUSION 

 

Based on the research results and results of data analysis 

that has been carried out regarding the influence of online 

games on academic activity with learning motivation 

moderating variables, the following conclusions can be 

drawn: 

1. From thei reisu ilts of thei deiscriptivei ainailysis, it wais fouind 

thait thei online i gaimei vairiaiblei (Vairiaiblei Thei aicaideimic 

aichieiveimeint of reispondeints/stuideints ait SMAI Neigeiri 6 

Beingkuilui City wais streingtheineid by thei vailuiei of thei influieince i 

of onlinei gaimei vairiaibleis on aicaideimic aichieiveimeint of 16.3%. 

2. Thei R² teist reisuilts obtaiineid ai vailuiei of 0.163, so it cain 

bei concluideid thait thei maignituidei of thei influieincei of thei online i 

gaimei vairiaiblei on aicaideimic aichieiveimeint with leiairning 

motivaition ais ai modeiraiting vairiaiblei is 0.163 or 16.3%, thei 

reimaiining aicaideimic aichieiveimeint is influieinceid by otheir 

faictors ouitsidei thei reiseiairch. 

3. Pairtiailly, by looking at their research results of online 

games on academic achievement, a significant value of 0.324 

> 0.05 was obtained with ai cailcuilaiteid t result of 0.994 < t table 

2.960. It cain bei concluideid thait onlinei gaime is do not haivei a i 

significaint eiffeict on aicaideimic aichieiveimeint. 

4. From thei reisuilts of thei modeiraiteid reigreission ainailysis 

(MRAI) teist, it cain bei concluideid thait leiairning motivaition is 

provein to bei uinaiblei to modeiraitei thei influieincei of online i 

gaimeis on aicaideimic aichieiveimeint. This cain bei seiein in the i 

increiaisei in thei aidjuisteid R squiairei vailuiei from thei X-Y simple i 

lineiair reigreission modeil from 1.05% to 0.027% in thei 

modeiraiteid reigreission ainailysis, with ain increiaisei of 1.023% 

aind ai significaincei of 0.917. This meiains thait thei leiairning 

motivaition vairiaiblei (Z) modeiraiteis/weiaikeins thei reilaitionship 

beitweiein thei onlinei gaimei vairiaiblei (X) aind thei aicaideimic 

aichieiveimeint vairiaiblei (Y). 
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