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ABSTRAK

PERBEDAAN EFIKASI DIRI AKADEMIK ANTARA MAHASISWA PEMAIN
DAN BUKAN PEMAIN GAME ONLINE MOBILE LEGENDS DI
BANJARBARU

Wahyu Sugiono

Perkembangan game online dari komputer pribadi ke ponsel smartphone
memudahkan para pemain game untuk bermain game online di mana saja dan kapan
saja. Game online yang banyak digunakan di Indonesia adalah game online Mobile
Legends yang menempati posisi pertama sebagai game yang paling banyak
dimainkan. Tujuan penelitian ini adalah untuk menganalisis perbedaan efikasi diri
akademik antara mahasiswa pemain dan bukan pemain game online Mobile
Legends di Banjarbaru. Penelitian ini menggunakan metode kuantitatif dengan total
responden sebanyak 154 mahasiswa di Banjarbaru dengan metode purposive
random sampling. Data penelitian ini diperoleh secara hybrid (online dan offline),
dengan menggunakan College Academic Self-Efficacy Scale (CASES) yang telah
diadaptasi dalam bahasa Indonesia. Penelitian ini menggunakan uji t independen
dengan hasil penelitian tidak ditemukan perbedaan yang signifikan t 0,497
(p>0,05). Nilai signifikasi pada uji hipotesis bernilai lebih besar dari 0,05 sehingga
dapat disimpulkan tidak terdapat perbedaan signifikan efikasi diri akademik antara
mahasiswa pemain dan bukan pemain game online Mobile Legends di Banjarbaru.

Kata kunci : Efikasi Diri Akademik, Mahasiswa, Mobile Legends



ABSTRACT

THE DIFFERENCE IN ACADEMIC SELF-EFFICACY BETWEEN MOBILE
LEGENDS PLAYERS AND NONPLAYERS AMONG STUDENTS IN
BANJARBARU

Wahyu Sugiono

The development of online games from personal computers to smartphone
devices has made it easier for gamers to play online games anywhere and anytime.
One of the most widely used online games in Indonesia is Mobile Legends, which
holds the top position as the most played game. The purpose of this study was to
analyze the difference in academic self-efficacy between students who played the
online game of Mobile Legends and students who did not play the game in
Banjarbaru. The quantitative method was used in the study with 154 students in
Banjarbaru as the respondents, who were selected using the purposive random
sampling method. Data for this study were collected in a hybrid way (online and
offline), using the College Academic Self-Efficacy Scale (CASES) which was
already adapted into Indonesian. The results of the independent t-test showed that
there was no significant difference, t 0.497 (p>0.05). The significance value in the
hypothesis test was greater than 0.05. It can therefore be concluded that there was
no significant difference in academic self-efficacy between students who played the
online game of Mobile Legends and those who did not play the game in Banjarbaru.

Keywords: Academic Self-Efficacy, Students, Mobile Legends
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