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ABSTRACT

Murtadho, Muzammil Abdullohil (2021). The Relationship of Video game Playing
Activities on Physical Fitness of Students at Nahdlatul Ulama University Sunan
Giri Bojonegoro. Essay. Physical Education Study Program, Health and
Recreation, Faculty of Teacher Training and Education, Nahdlatul Ulama
University Sunan Giri. The main supervisor is Mr. Rohmad Apriyanto, M.Pd and
the second supervisor is Mr. Hilmy Aliviad M.Pd.

Keywords: Video game, physical fitness.

The activity of playing video games has both positive and negative effects. Video
games are used as entertainment media to fill spare time which is useful as a stress
reliever. While the negative influence that will cause concern is addiction to the
video game itself. The percentage of online games has increased in line with the
issuance of the Circular Letter of the Minister of Education and Culture No.
36962/MPK.A/HK/2020 concerning Online Learning and Working from Home in
the context of Preventing the Spread of Corona Virus Disease (COVID-19) which
has increased the consumption of digital entertainment, Especially playing video
games. Excessive use of video games can interfere with daily life such as isolating
oneself, avoiding contact with other people, physical fitness or other activities and
only focusing on completing the game in the video game..

Researchers want to know the relationship between video game playing activities
and physical fitness at student in PJKR Angkatan 2020 A Universitas Nahdlatul
Ulama Sunan Giri Bojonegoro.

This study uses a quantitative approach. The sample of this research is the students
of the University of Nahdlatul Ulama Bojonegoro, the PJKR class of 2020 study
program, totaling 12 people. Sources of data from questionnaires, field studies and
literature studies and data analysis used is the product moment correlation test.
The results showed that there was a significant relationship between playing video
games and the level of physical fitness. The product moment correlation test showed
that the significant value was 0.035 < 0.05. Then the Pearson correlation value
above shows a negative value of -.207 which means that the relationship between
video games and learning motivation is reversed or the higher the activity of
playing video games, the lower the physical fitness of class A students at Nahdlatul
Ulama University Bojonegoro PJKR class of 2020 study program.
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ABSTRAK

Murtadho, Muzammil Abdullohil (2021). Hubungan Aktivitas Bermain Vidio
Game Terhadap Kebugaran Jasmani Mahasiswa di Universitas Nahdlatul Ulama
Sunan Giri Bojonegoro. Skripsi. Prodi Pendidikan Jasmani Kesehatan Dan Rekreasi
Fakultas Keguruan Dan Ilmu Pendidikan Universitas Nahdlatul Ulama Sunan Giri.
Pembimbing utama Bpk Rohmad Apriyanto, M.Pd dan pembimbing kedua Bpk
Hilmy Aliriad.M.Pd.

Kata kunci : Vidio Game, kebugaran jasmani.

Aktivitas bermain vidio game mempunyai dampak pengaruh positif dan pengaruh
negatif. Permainan vidio game digunakan sebagai media hiburan pengisi waktu
luang yang bermanfaat sebagai penghilang stress. Sedangkan pengaruh negatif
yang akan menjadi prihatin adalah kecanduan terhadap vidio game itu sendiri.
Persentase game online meningkat seiring dengan ditetapkannya Surat Edaran
Menteri Pendidikan dan Kebudayaan No.36962/MPK.A/HK/2020 tentang
Pembelajaran secara Daring dan Bekerja dari Rumah dalam rangka Pencegahan
Penyebaran Corona Virus Disease (COVID-19) telah meningkatkan konsumsi
hiburan digital, khususnya bermain vidio game. Penggunaan vidio game secara
berlebihan dapat menggangu kehidupan sehari-hari seperti mengasingkan diri,
menghindari berhubungan dengan orang lain, kebugaran jasmani atau kegiatan
lainnya dan hanya berfokus pada penyelesaian permainan dalam vidio game
tersebut.

Peneliti ingin mengetahui hubungan aktivitas bermain vidio game terhadap
kebugaran jasmani pada mahasiswa PJKR Angkatan 2020 A di Universitas
Nahdlatul Ulama Sunan Giri Bojonegoro.

Penelitian ini menggunakan pendekatan kuantitatif. Sampel penelitian ini adalah
mahasiswa Universitas Nahdlatul Ulama Bojonegoro program studi PJKR angkatan
2020 berjumlah 12 orang. Sumber data dari angket, studi lapangan dan studi
kepustakaan dan analisis data yang digunakan adalah uji korelasi product moment.

Hasil penelitian menunjukkan bahwa terdapat hubungan signifikan antara bermain
video game dengan tingkat kebugaran jasmani dengan uji korelasi produk moment
menunjukkan bahwa nilai signifikan sebesar 0,035 < 0,05. Kemudian nilai pearson
korelation diatas menjnjukan nilai negatif -,207 yang berarti hubungan antara vidio
game dengan motivasi belajar berbalik atau semakin tinggi aktivitas bermain vidio
game maka semakin rendah kebugaran jasmani mahasiswa kelas A Universitas
Nahdlatul Ulama Bojonegoro program studi PJKR angkatan 2020.
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