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ABSTRAK 

Ahmad Firdaus. 2023. Perbandingan Tingkat Kecanduan Game Online Mobile 

Legends Bang Bang Pada Siswa Kelas XI MIPA Dan XI IPS Di SMA 

Negeri 11 Banjarmasin. Pembimbing (I) Dr. Ali Rachman, M.Pd. (II) Dr. 

Sulistiyana, S.Pd, M.Pd. 

Kata Kunci : Kecanduan Game Online 

Sangat tingginya tingkat kecanduan game online pada siswa yang 

berdampak negatif karena dapat menghambat aktivitas sekolah maupun aktivitas 

kehidupan sehari-hari pada diri mereka. Tujuan penelitian ini untuk menganalisis 

Perbandingan Tingkat Kecanduan Game Online Mobile Legends Bang Bang Pada 

Siswa Kelas XI MIPA dan XI IPS di SMA Negeri 11 Banjarmasin. 

Penelitian ini menggunakan pendekatan kuantitatif dengan jenis penelitian 

Komperatif/Perbandingan. Alat pengumpulan data menggunakan angket dengan 

pengukuran skala Likert dan teknik penarikan sampelnya menggunakan teknik 

Sampel Jenuh, sebanyak 121 orang, kelas XI MIPA 61 siswa dan XI IPS 60 siswa 

SMA Negeri 11 Banjarmasin. Teknik analisis data menggunakan statistik 

deskriptif, uji beda indepent t-test sampel bebas. 

Hasil analisis data menggunkan uji beda independent t-test sampel bebas  

0,736 > 0.05 dinyatakan tidak ada perbedaan yang signifikan Perbandingan 

Tingkat Kecanduan Game Online Mobile Legends Bang Bang Pada Siswa Kelas 

XI MIPA dan XI IPS di SMA Negeri 11 Banjarmasin. Analisis data menggunakan 

uji beda independent t-test sampel bebas 0.000 < 0.005 dinyatakan ada perbedaan 

yang signifikan Perbandingan Tingkat Kecanduan Game Online Mobile Legends 

Bang Bang Pada Siswa Laki-Laki Antara Perempuan Kelas XI MIPA dan XI IPS 

di SMA Negeri 11 Banjarmasin.  

Kesimpulan bahwasanya penelitian ini dinyatakan tidak Perbandingan 

Tingkat Kecanduan Game Online Mobile Legends Bang Bang Pada Siswa Kelas 

XI MIPA dan XI IPS adapun dinyatakan ada perbedaan yang signifikan 

Perbandingan Tingkat Kecanduan Game Online Mobile Legends Bang Bang Pada 

Siswa Laki-Laki Antara Perempuan Kelas XI MIPA dan XI IPS. 
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ABSTRACT 

Ahmad Firdaus. 2023. Comparison of Addiction Levels to Online Game Mobile 

Legends Bang Bang in Students of Class XI MIPA and XI IPS at SMA 

Negeri 11 Banjarmasin. Advisor (I) Dr. Ali Rachman, M.Pd. (II) Dr. 

Sulistiyana, S.Pd, M.Pd. 

Keywords: Online Game Addiction 

There is a very high level of online game addiction in students which has a 

negative impact because it can hinder school activities and daily life activities for 

them. The purpose of this study was to analyze the Comparison of Addiction 

Levels to Mobile Legends Bang Bang Online Game in Class XI MIPA and XI 

Social Sciences at SMA Negeri 11 Banjarmasin. 

This research uses a quantitative approach with the type of 

comparative/comparative research. The data collection tool used a questionnaire 

with a Likert scale measurement and the sampling technique used the Saturated 

Sample technique, totaling 121 people, 61 students in class XI MIPA and XI IPS 

60 students from SMA Negeri 11 Banjarmasin. Data analysis techniques using 

descriptive statistics, independent t-test different sample test. 

The results of data analysis using the independent sample t-test of 0.736 > 

0.05 showed that there was no significant difference in the comparison of the level 

of addiction to the online game Mobile Legends Bang Bang among students in 

class XI MIPA and XI IPS at SMA Negeri 11 Banjarmasin. Data analysis using 

the independent sample t-test of 0.000 < 0.005 revealed that there was a 

significant difference in the comparison of the level of addiction to the online 

game Mobile Legends Bang Bang among male students between female students 

in Classes XI MIPA and XI IPS at SMA Negeri 11 Banjarmasin. 

The conclusion is that this research does not compare the level of addiction 

to the online game Mobile Legends Bang Bang among students in class XI MIPA 

and XI IPS Meanwhile, it was stated that there was a significant difference in the 

comparison of the level of addiction to the online game Mobile Legends Bang 

Bang among male students between women in Classes XI MIPA and XI IPS.
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