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Abstract 
The phenomenon of online games is increasingly 
widespread among children, giving rise to various impacts 
in everyday life. This study aims to analyze the emotional 
stability of children addicted to playing the collaborative 
online game Free Fire and its impact on social 
relationships. This type of online game offers competitive 
and collaborative elements, allowing children to engage in 
virtual social interactions. This research uses a qualitative 
method with a phenomenological approach. Data were 
collected through participatory observation, in-depth 
interviews with five children aged 11-12 years, and 
documentation studies. The results revealed that most 
children play games intensively, more than 10 times a week, 
and tend to spend money on in-game purchases. Playing 
Free Fire affects children's emotional stability, leading to 
behaviors such as irritability and frustration when losing, as 
well as consumptive tendencies. But, their social 
relationships remain relatively intact, as the game provides 
a platform for interest-based social interaction. However, 
for some children, excessive focus on gaming can interfere 
with interactions with those around them. This study 
highlights the importance of time management and 
parental supervision to balance digital entertainment with 
children's emotional and social development. The findings 
contribute to the study of online gaming addiction, 
specifically focusing on gaming. 

INTRODUCTION 
 Child development is concerned with all aspects of an individual's 

personality, namely in forming an integrated personal unit. In general, aspects 
that develop rapidly in children are language, social and emotional development 
(Marni et al., 2023). Emotional stability is one of the main foundations in shaping 
children's personality and social attitudes. Children who have good emotional 
stability tend to be better able to cope with stress, interact with peers, and 
respond positively to the environment (Wahyuni et al., 2021; Zakiyah et al., 
2024).
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Individuals who have good emotional stability are individuals who are able 
to understand what is being felt and express it appropriately (Mariana, 2021).The 
emotional development found in elementary school-age children includes basic 
expressions of anger and sadness, self-control, empathy, independence, self-
identity, social relationships in communication (Darmiah, 2019; Debi & Yamin, 
2021; Harahap & Ramadan, 2021; Prasetyo et al., 2023; Wyananda et al., 2022). 
Emotional stability in early childhood is characterized when children express 
themselves clearly and effectively. If children's emotional development only goes 
as it should without supervision, guidance and is left unmanaged appropriately, 
it will have a negative impact on children (Nurhasanah et al., 2023). 

At this stage of development, emotional stability in children may be 
disturbed due to excessive use of gadgets. Overuse of gadgets in children is 
generally used as a means of play or entertainment, with online gaming activities 
known to be dominated by adolescents and children of elementary school age 
(Amran et al., 2020; Nurliana & Ulya, 2021; Permana & Tobing, 2019; Suplig, 
2017; Suryani & Yazia, 2023). This condition is because at this age children 
become more active, have high curiosity, and the peak of playfulness at the age 
of 8 years (Kiniret & Susilowati, 2021). 

Compared to traditional games, online games are more interestingly 
supported because of the many variations of game types that are presented, 
ranging from warfare, adventure, fighting, puzzles, and so on, with a graphic 
display of the game, attractive image resolution (Aprianto & Dafit, 2022). 
Therefore, because the equipment in the game uses technology with the ease of 
adequate internet access, it makes users easily access various types of games and 
are prone to linger and spend their focus on the game. 

In the emotional development of children who play online games have 
forms of aggressive behavior such as attacking an object, verbally or 
symbolically, and can violate the property rights of others. The habit of playing 
excessive online games on children's social development has characteristics 
such as preferring to stay at home without interacting properly, children's social 
behavior towards peers and family is also not good, children become 
emotional, have difficulty obeying rules at home, find it difficult to berate 
friends, bully friends, and children's eye health is disturbed (Anisa et al., 2018; 
Handriana et al., 2021; Hariani et al., 2020; Kurniawati & Utomo, 2021; Santika, 
2021). Excessive use of gadgets makes the process of social interaction in 
children constrained due to the child's focus shifting from the surrounding 
environment to the gadget, which is the age of 7-12 years old is the process of 
learning to socialize both in the family and school environment (Hermawan, 
2021). 

Some of the indicators felt when playing online games include i) Not 
feeling satisfied. ii) The desire to continue playing. iii) Repeating the game for 
the desired result. iv) Restlessness, anger, and frustration if the score is not as 
expected. v) Feeling uncomfortable when threatened if stopped by force 
(Nasution et al., 2022). children's social interactions tend to be lacking, become 
loners and quiet, and have a low self-concept (Ayu & Saragih, 2016). The 
negative impact that arises from this habit is to bring about changes in 
behavior, becoming more silent at home without interacting properly. 

Other research shows the influence of children who are addicted to 
gaming by providing both positive and negative views. Meanwhile, in one of 
the elementary schools in Bangkleyan district, Indonesia. Research results were 
found that did not show the condition of addiction to playing online games on 
children who had been given cellphones with internet access from an early age. 
The majority of users are female while still being able to balance the 
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achievement of grades >65, and prefer to play with their friends rather than 
playing online games alone at home.  In addition, children are relatively easy to 
educate than the period before and after. Generally, children can be categorized 
as calm until they enter puberty. At this age, children's emotions are reflected 
in their expressions such as fear, embarrassment, worry, anxiety, anger, 
jealousy, joy, and so on. 

Based on these problems, addiction to playing online games in elementary 
school children is something that must be considered because children can be 
affected by it, based on the user's gender on children's social activities in the 
collaborative game type Free Fire. Topics related to online games have been 
widely carried out, especially in looking at the influence, impact on children's 
social emotions, it is also known that there are changes in the behavior of 
elementary school-age children due to online games. The topic of the impact of 
online game addiction is also developing in adolescence. Next, the impact of 
playing online games on physical health aspects that show physical fatigue and 
interfere with eye health. However, based on the aspects reviewed and the type 
of game used, no specific topic has been found on the Free Fire game with battle 
royal mode, which is a collaborative and competitive game. Therefore, the 
emotional stability of children who are addicted to these games on the social 
relationships of elementary school-age children is a differentiator from previous 
research that has not been found so far. In addition, this research seeks to 
explain social integration with digital isolation by analyzing children who are 
addicted to playing online games between social interactions in the real world 
and online through the emotional stability of children.  

The novelty in this research concerns the type of game used, namely the 
type of game with collaborative and competitive elements between individuals 
that allows children to remain involved with social interaction. The game chosen 
in this study is Free Fire which allows children to play in the form of cooperation 
in certain groups. In addition, this type of game has certain elements of 
achievement such as rank, weapons, territory and others so that the game cannot 
be done only once or twice. Therefore, to identify the emotional stability of 
elementary school-age children who are addicted to playing Free Fire type games 
on their influence in social relationships is a gap in the research. Where it is 
known that children with low emotional stability find it difficult to recognize 
what they really feel, the method of release in a destructive way, often leaves 
wounds for those around them and ends in an uncomfortable state for 
themselves. 

In the relationship between technological advances and globalization on 
social relations, this is a challenge in the world of education itself. An analysis 
is needed in identifying children's emotional stability so that they are better able 
to overcome social challenges, especially in the educational environment due 
to addiction to playing online games. This research was conducted on children 
from Kampung Sebrang, Bandar Simalungun Regency, which is the target and 
objective of this research regarding the emotional stability of children who are 
addicted to playing collaborative games such as free dire on the social 
relationships of elementary school-age children. In addition, how are efforts 
and strategies to improve children's emotional stability and social development 
when symptoms of online game addiction are already present in children. 

 
METHODS 

The research method used is descriptive qualitative research. This type 
of research uses a phenomenological approach, which is an approach that 
focuses on finding facts about a social phenomenon and trying to understand 
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human behavior based on participants' perspectives (Agusti et al., 2018; 
Engkizar et al., 2021; Kaputra et al., 2021; Pasya & Wirtati, 2025; Putri et al., 
2020; Sugiono, 2017). This method was chosen so that researchers can explore 
the emotional stability of children who are addicted to playing games in the 
Free Fire collaborative game on social relationships. This method provides 
flexibility in answering problem formulations that may be missed in a 
quantitative approach. The data collection techniques used were observation, 
interviews and documentation studies. To provide a clear picture of the flow 
of research conducted, the following is a flowchart of research steps. 

 
Fig 1. Steps of qualitative research methods 

The research began by collecting preliminary data by conducting 
participatory observations, namely by involving themselves with children when 
playing online games. Furthermore, in order for researchers to obtain the data 
needed to answer the problem formulation, researchers also conducted in-
depth interviews with five children who became samples in this study. 
Questions are tailored to the needs in identifying addiction to playing online 
games, emotional stability and children's social relationships. The data 
obtained were then analyzed and interpreted by grouping them into several 
categories.  Data validity was reviewed by triangulating the data. The data in 
this study is based on the results of interviews that have been conducted with 
several informants. Questions were grouped based on the main themes and 
grouped on similar answers.  The main themes of the interviews were 
frequency of play, emotions when losing, top-ups, emotional impact, and social 
interaction. Other data was obtained from observation and documentation 
studies. 

 Data collection techniques used observation, interview and 
documentation techniques. Observation is carried out to measure certain 
aspects. Researchers conducted participatory observations in identifying Free 
Fire online gaming activities that were experienced or seen when children 
performed these online gaming activities. Furthermore, interviews and 
documentation studies were conducted with children to explore information 
and gain in-depth understanding that is detailed and broad according to the 
research objectives. thus, this approach allows for the development of a more 
in-depth theory about the analysis of children's social emotional stability in the 
Free Fire collaborative game. Furthermore, the selection of research subjects 
using purposive techniques, children are selected based on male gender who 
play Free Fire online games with an age range of 11-12 years in one of the 
elementary schools. 

Data analysis in this study was obtained from the results of the interview 
data processing that had been carried out. At the data analysis stage, data 
processing was carried out by categorizing it using the Mile and Huberman 
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technique, namely by reducing, presenting, and concluding flexibly the data as 
a whole, free from the limitations of a series of events. After categorizing the 
data, then the data is reduced to reach a conclusion. 
 
RESULT AND DISCUSSION 

Most children play for hours at a time, with daily play patterns in some 
children. Frustration, anger, and excessive emotion when losing indicates 
emotional management challenges in children. Some children spend even at 
discounts, indicating consumptive behavior. Games become a means of social 
interaction in both positive and toxic ways. This condition affects children who 
feel lonely without playing. Furthermore, playing for too long causes fatigue 
or dizziness, but there are children who feel physically unaffected. From the 
results of the research conducted, the inability to control playing time indicates 
the potential for game addiction, but some children show that they are still able 
to limit time. Further data from the interviews that have been conducted can 
be seen as follows 

Table 1. Interview data results 
Category Informant 

1 
Informant 

2 
Informant 

3 
Informant 

4 
Informant 

5 

Frequency of 
play (per week) 

13 times 3-4 times 13 times 16 times Every day 

Top-up 
(withdrawal of 
money) 

Yes Seldom Yes Yes Yes 

Angry/frustrated 
when you lose 

Very often Seldom Often Very 
frustrating 

Often 

Reaction when 
losing 

Very angry A little 
annoyed 

A little 
emotional 

Very angry Angry and 
emotional 

Anxious/worried 
because of 
playing skills 

Ever No Often Often Ever 
 

It’s stressful if 
you don’t play 

A Little A Little No A Little Sometimes 

Difficulty 
controlling 
playing time 

Yes Sometimes No Not too Not too 

Influence on 
emotions 

Very 
affecting 

Very 
affecting 

Very 
affecting 

Very 
affecting 

Very 
affecting 

Relationships 
with people 
around you 

It’s still 
important 
though to 

keep 
playing 

Still 
important 

Still 
important 

Still 
important 

Still 
important 

 
Based on the interviews conducted with the five informants, it was 

found that most of them experienced various emotions when playing the 
online game Free Fire. One informant revealed that he often feels angry and 
frustrated when playing the game, especially when he loses or his team falls 
behind the opposing team. This was conveyed by the informant as follows: 

My reaction if I lose a game, I get very angry (informant 1) 

 This shows that defeat in the Free Fire online game greatly affects his 
emotions. Meanwhile, another informant admitted that he also sometimes felt 
angry when playing online games, especially when he lost the game. However, 
his emotional reactions tend to be under control. This statement was conveyed 
by the informant as follows: 
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My reaction if I lose is normal, just a little upset (informant 2) 
The difference in emotional reactions between informant 1 and 

informant 2 indicates a different level of emotional intensity between 
informants. Another informant also said that he often feels angry, especially if 
he gets a team that is not compact. However, when asked about stress or not 
when playing games, he admitted that he did not. This was conveyed by the 
informant as follows: 

I don't feel stressed when I can't play Free Fire online games (informant 3) 
This statement shows that the game is more for entertainment than for 

emotional needs. This is not in line with other informants who admitted that 
they often felt frustrated, especially because the enemy was too tough or their 
teammates were not strong. This was conveyed by the informant as follows: 

I get very frustrated because the enemy is too good and my teammates are sometimes a 
burden (informant 4) 

This informant also stated that he felt anxious and restless when he had 
to leave the game midway through, mainly because he was worried that his 
ranking would drop and affect his performance. Similarly, another informant 
found it difficult to stop the game at times, especially when he was already into 
the game. In addition, he also felt angry and frustrated when he lost the game: 

When I lose, I sometimes feel frustrated or angry (informant 5) 
This research shows that emotional stability in children who are addicted 

to playing Free Fire online games leads to more challenges in management. 
Caused by experiencing defeat, unstable networks, and feeling anxious when 
their skills in playing online games decrease. Furthermore, towards social 
relationships, children can still establish these relationships because peers 
participate and have similarities and similar playing interests. It is known that 
children often feel angry and frustrated, but there are also those who rarely or 
never feel angry and frustrated. One informant revealed that he often feels 
angry and frustrated when playing games, especially when losing or his team is 
behind the opposing team. This was conveyed by the informant as follows: 

My reaction if I lose a game, I get very angry (informant 5) 
This shows that defeat in the Free Fire online game greatly affects his 

emotions. Meanwhile, another informant admitted that he also sometimes felt 
angry when playing online games, especially when he lost the game. However, 
his emotional reactions tend to be under control. This was conveyed by the 
informant as follows: 

My reaction if I lose is normal, just a little upset (informant 4) 
Another informant also mentioned that he often feels angry, especially 

if he gets a team that is not united. However, when asked about stress or not 
when playing games, he admitted that he did not. This was conveyed by the 
informant as follows. 

I don't feel stressed when I can't play Free Fire online games (informant 3) 
This statement shows that the game is more for entertainment than for 

emotional needs. This is not in line with other informants who admitted that 
they often felt frustrated, especially because the enemy was too tough or their 
teammates were not strong. This was conveyed by the informant as follows: 

I get very frustrated because the enemy is too good and my teammates are sometimes a 
burden (informant 2) 

Another informant also stated that he felt anxious and restless when he 
had to leave the game midway, mainly because he was worried that his ranking 
would drop and affect his performance. Similarly, another informant found it 
difficult to stop the game at times, especially when he was already into the 
game. In addition, he also felt angry and frustrated when he lost the game: 
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When I lose, I sometimes feel frustrated or angry (informant 1) 
The informant said they felt restless, especially when playing online 

games Free Fire parents also gave orders for something.  The condition of the 
children after playing Free Fire online games for a long time varies. When 
playing online games, other informants said the feelings they felt after playing 
online games were dizzy and their eyes sometimes felt sore. after playing online 
games sometimes like tiredness because their energy has been spent playing 
Free Fire online games. Meanwhile, other informants also said the feelings they 
felt after playing online games were just ordinary feelings. Free Fire online 
games also affect the emotional health of children. They feel that online games 
affect their emotional health which makes them sometimes unstable. This is as 
expressed by one of the following informants.  

Yes, it really affects my emotional health, which makes my emotions sometimes 
unstable (informant 3) 

The same thing was also recognized by informants who stated that this 
game also affected their emotional stability. In addition, they also feel that their 
addiction to playing Free Fire online games has affected their relationships 
with people around them. However, the condition of playing the game 
frequently does not affect their relationship with people around them. This is 
as expressed by one of the following informants.  

People around me are still important, although sometimes I also like to play online 
games during gatherings (informant 2) 

The statement from the informant who said that the people around are 
still important even though he continues to play Free Fire online games when 
gathering with people around. It is known that children can still respond to 
people around them but will have a fixed focus on the game they are playing. 
Meanwhile, other informants also said that the people around them were not 
too important to them, because they thought the game was the most important 
so they did not respond to the people around them, making children ignore 
the people around them.  

It is known that first, the frequency of playing: The majority of children 
play games quite often with activities more than 10x a week. Second, top-up 
activities: Almost all samples have spent money to play. Rather than for the 
benefit of learning, children save money to be able to buy sophisticated playing 
tools such as the types of weapons in the game. Third, emotional impact: 
games tend to affect children's emotional stability, such as anger or frustration 
when they lose. Furthermore, when in a state of anger, children often say 
inappropriate words. Fourth, social relationships: while playing online games, 
children still realize the importance of relationships with people around them. 
Therefore, collaborative games like Free Fire can be used by children as a way 
to maintain social interaction with other children. 

The study was conducted on elementary school-aged children aged 6 
to 12 years. However, the sample was selected from 10-12 years old. The 
characteristics of children at this age generally like to move and play and have 
reactions that tend to be fast, have the ability to focus attention, like the social 
environment, like the stories of the social environment and the brave nature 
but still use logic. Emotion is a complex state of feeling thoughts characterized 
by biological changes that arise from a person's stimuli (Misbahudholam, 
2021). A person's ability to manage emotions is referred to as emotional 
stability. Children with stable emotions tend to be better able to manage stress, 
establish good relationships with peers, and respond positively to the 
surrounding environment. The phase of emotional development in elementary 
school-age children starts from 5-6 years, then develops to a more complex 
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understanding of emotions such as jealousy, pride, sadness and loss. The ability 
of emotional stability in children is obtained by children starting with imitation 
and training or habituation that occurs first in the family environment 
Furthermore, emotions become the dominant factor that influences children's 
behavior in responding and responding to something. 

Playing online games for children, apart from being a means of 
entertainment, turns out to be a means of children's social activities. This is in 
line with research showing that the effects of addiction in playing online games 
on the social attitudes of elementary school children affect children's positive 
social attitudes. Because children play and interact based on similar interests. 
In this development, children learn to interact with peers and develop social 
skills such as sharing, cooperating, and solving conflicts. However, children 
who are addicted to online games show a decrease in motivation, learning 
outcomes and concentration in action. Based on the description above, online 
game addiction also affects the economic aspect, which is reflected when 
children do top-ups or refills. In line with Dawud's research, (2023), children 
need money to buy game vouchers so that they can still play the types of games 
they want while still relying on parents' money. As experienced by informants, 
they often spend their money to top up in online games. Other informants 
only occasionally top up only when there is a promo or there is a discount. In 
addition, providing guidance and care for children can be easier to guide 
because characteristically, emotional changes in children do not last long, and 
tend to be calmer. 
 
CONCLUSION 

This study analyzed the effect of addiction to playing the online game 
Free Fire on the emotional stability and social relationships of elementary 
school-age children. From the results of the study, it was found that children 
who frequently play this game experience challenges in managing emotions, 
such as anger and frustration when losing, or anxiety related to playing skills. 
Despite this, they were still able to establish social relationships, especially with 
peers who shared similar interests. This research shows that while collaborative 
games like Free Fire can be a positive social medium, unmanaged addiction 
negatively affects children's emotions and social relationships. Therefore, 
parental supervision and educational strategies are needed to guide children in 
managing playtime so that it does not adversely affect their emotional 
development and social relationships. 

  
REFERENCES 
Agusti, F. A., Zafirah, A., Engkizar, E., Anwar, F., Arifin, Z., & Syafril, S. 

(2018). The Implantation of Character Values toward Students through 
Congkak Game for Mathematics Instructional Media. Jurnal Penelitian 
Pendidikan, 35(2), 132–142. https://doi.org/10.15294/jpp.v35i2.13947 

Amran, A., Marheni, E., Sin, T. H., & Yenes, R. (2020). Kecanduan Game 
Online Mobile Legends dan Emosi Siswa SMAN3 Batusangkar. Jurnal 
Patriot, 2(4), 1118–1130. https://doi.org/10.24036/patriot.v2i4.733 

Anisa, N., Asrosi, A., & Wicaksono, L. (2018). Pengaruh Kebiasaan Bermain 
Game On Line Terhadap Kreativitas Belajar Kelas VIII SMP 
Muhammadiyah 1 Pontianak. Jurnal Pendidikan Dan Pembelajaran 
Khatulistiwa (JPPK, 7(9). https://doi.org/10.26418/jppk.v7i9.27680 

Aprianto, I., & Dafit, F. (2022). Dampak Game Online Terhadap 
Pembelajaran Siswa Di Sekolah Dasar. Scaffolding: Jurnal Pendidikan Islam 
Dan Multikulturalisme, 4(2), 220–231. 

https://doi.org/10.15294/jpp.v35i2.13947
https://doi.org/10.24036/patriot.v2i4.733
https://doi.org/10.26418/jppk.v7i9.27680


The Phenomenolgy of Online Games among Children: Does it Affect Social 
Relationships 

International Journal of Multidisciplinary of Higher Education (IJMURHICA) 

Vol. 8, No. 1, pp. 116-126, 2025 

 

124 

 

 

https://doi.org/10.37680/Scaffolding.V4i2.1547 
Ayu, L., & Saragih, S. (2016). Interaksi Sosial Dan Konsep Diri Dengan 

Kecanduan Games Online Pada Dewasa Awal. Persona:Jurnal Psikologi 
Indonesia, 5(02), 167–173. https://doi.org/10.30996/Persona.V5i02.734 

Darmiah. (2019). Perkembangan Dan Faktor-Faktor Yang Mempengaruhi 
Emosi Anak Usia Mi. Pronir: Jurnal Pendidikan, 8(2), 6. 
https://doi.org/10.22373/Pjp.V8i2.6230 

Debi, D. F. R., & Yamin, Y. (2021). Hubungan game online “free fire” dengan 
perilaku komunikasi pada siswa kelas vi. Jurnal Educatio FKIP UNMA, 
7(3), 818–824. https://doi.org/10.31949/educatio.v7i3.1256 

Engkizar, E., Munawir, K., Kaputra, S., Arifin, Z., Syafril, S., Anwar, F., & 
Mutathahirin, M. (2021). Building of Family-based Islamic Character for 
Children in Tablighi Jamaat Community. Ta’dib, 24(2), 299–310. 
https://doi.org/10.31958/jt.v24i2.4847 

Gaus, D. (2017). Pendidikan Islam Indonesia Dan Tantangan Globalisasi: 

Perspektif Sosio-Historis. Ibriez : Jurnal Kependidikan Dasar Islam Berbasis 
Sains, 2(1), 13–22. https://doi.org/10.21154/Ibriez.V2i1.21 

Handriana, I. H. I., Wati, E., & Amelia, D. (2021). Hubungan Kebiasaan 
Bermain Game Online dengan Pola Tidur pada Remaja di Desa 
Baturuyuk Kecamatan Dawuan Kabupaten Majalengka tahun 2021. 
Jurnal Kampus Stikes YPIB Majalengka, 9(2), 168–179. 
https://doi.org/10.51997/jk.v9i2.136 

Harahap, S. H., & Ramadan, Z. H. (2021). Dampak game online Free Fire 
terhadap hasil belajar siswa sekolah dasar. Jurnal Basicedu, 5(3), 1304–
1311. https://doi.org/10.31004/basicedu.v5i3.895 

Hariani, F., Arbaini, W., & Putri, D. P. (2020). Tingkat pendidikan orang tua: 
Antar motivasi belajar dan kebiasaan bermain game online. Ta'dibuna: 
Jurnal Pendidikan Agama Islam, 3(1), 71–90. 
https://doi.org/10.30659/jpai.3.1.71-90 

Hermawan, A. (2021). Hubungan Penggunaan Gadget Dengan Kemampuan 
Interaksi Sosial Pada Siswa Di Sekolah Dasar Negeri (Sdn) 1 Way 
Mengaku Liwa Kabupaten Lampung Barat Agus Hermawan1* 1perawat 

Puskesmas Way Mengaku Liwa, Kabupaten Lampung Barat. Mahesa : 
Malahayati Health Student Journal, 1(1), 53–62. 

Kaputra, S., Engkizar, E., Akyuni, Q., Rahawarin, Y., & Safarudin, R. (2021). 
Dampak Pendidikan Orang Tua Terhadap Kebiasaan Religius Anak 
Dalam Keluarga Jama’ah Tabligh. Al-Tadzkiyyah: Jurnal Pendidikan Islam, 
12(2), 249–268. https://doi.org/10.24042/atjpi.v12i2.9979 

Kiniret, R. I. A., & Susilowati, T. (2021). Gambaran Karakteristik Anak Yang 
Mengalami Kecanduan Bermain Game Online. Asjn (Aisyiyah Surakarta 
Journal Of Nursing, 2(2), 42–46. https://doi.org/10.30787/Asjn.V2i2.833 

Kurniawati, I., & Utomo, H. (2021). Pengaruh kebiasaan bermain game online 
terhadap prestasi belajar siswa SD. Elementa: Jurnal Pendidikan Guru 
Sekolah Dasar, 3(1). https://doi.org/10.33654/pgsd.v3i1.1297 

Lita, & Abdurrahman, A. (2018). Islamic Early Childhood Educa-Tion 
Association Of Indonesian Islamic Kindergarten Teachers Education 
Study Program Pendidikan Seni Rupa Dan Implikasinya Terhadap 
Imajinasi Kreatif Dan Sosial Emosional Anak Usia Dini Di Tk 
Mekarraharja. Islamic Early Childhood Educa-Tion, 3(1), 97–110. 
https://doi.org/10.51529/Ijiece.V3i1.74 

Mariana. (2021). Kestabilan Emosi Pada Anak Usia Dini Dalam Pengaruh 
Perkembangan Sosial Agama. Journal Of Psychology And Child Development, 
1(1), 12–13. https://doi.org/10.37680/Absorbent 

https://doi.org/10.37680/Scaffolding.V4i2.1547
https://doi.org/10.30996/Persona.V5i02.734
https://doi.org/10.22373/Pjp.V8i2.6230
https://doi.org/10.31949/educatio.v7i3.1256
https://doi.org/10.31958/jt.v24i2.4847
https://doi.org/10.21154/Ibriez.V2i1.21
https://doi.org/10.51997/jk.v9i2.136
https://doi.org/10.31004/basicedu.v5i3.895
https://doi.org/10.30659/jpai.3.1.71-90
https://doi.org/10.24042/atjpi.v12i2.9979
https://doi.org/10.30787/Asjn.V2i2.833
https://doi.org/10.33654/pgsd.v3i1.1297
https://doi.org/10.51529/Ijiece.V3i1.74
https://doi.org/10.37680/Absorbent


Nasution, A. P., Surya, M. A. 

International Journal of Multidisciplinary of Higher Education (IJMURHICA) 

Vol. 8, No. 1, pp. 116-126, 2025 

 

 

125 

 

  
 

Marni, Y., Neviyarni, & Murni, I. (2023). Perkembangan Bahasa, Emosi Dan 

Sosial Anak. Didaktik : Jurnal Ilmiah Pgsd Fkip Universitas Mandiri, 9(2), 
119–121. 

Meutia, P., Fahreza, F., & Rahman, A. A. (2020). Analisis dampak negatif 
kecanduan game online terhadap minat belajar siswa di kelas tinggi SD 
Negeri Ujong Tanjong. Jurnal Genta Mulia, 11(1), 22–32. 
https://doi.org/10.61290/gm.v11i1.219 

Misbahudholam, M. (2021). Memahami Karakteristik Peserta Didik. Tarebooks 
(Taretan Sedaya International) “Gerbang Literasi Indonesia. 

Nasution, A. R., Meldina, T., Erwanto, E., & Sari, D. Y. (2022). Efek Game 
Online Dalam Mempengaruhi Sikap Sosial Anak Sekolah Dasar. Ar-

Riayah : Jurnal Pendidikan Dasar, 6(2), 247. 
https://doi.org/10.29240/Jpd.V6i2.5697 

Nurhasanah, S., Adiwinata, A. H., & Nadhirah, N. A. (2023). Perkembangan 
Emosi Anak Disebabkan Kekerasan Verbal Yang Dilakukan Orang Tua. 
An-Nisa, 16(1), 26–38. https://doi.org/10.30863/An.V16i1.3845 

Nurliana, N., & Ulya, M. (2021). Pendidikan Anak Perspektif Psikologi. Al-
Liqo: Jurnal Pendidikan Islam, 6(1), 56–67. 
https://doi.org/10.46963/alliqo.v6i1.313 

Pasya, M. F. R., & Wirtati, I. (2025). Individual Counseling: Solutions for 
Traumatized Children of Sexual Violence. International Journal of 
Multidisciplinary Research of Higher Education (IJMURHICA, 8(1), 37–47. 
https://doi.org/10.24036/ijmurhica.v8i1.295 

Permana, I. M. D., & Tobing, D. H. (2019). Peran Intensitas Bermain Game 
Online Dan Pola Asuh Permisif Orangtua Terhadap Tingkat Agresivitas 
Pada Remaja Awal Di Kota Denpasar. Jurnal Psikologi Udayana, 6(01), 
139. https://doi.org/10.24843/Jpu.2019.V06.I01.P14 

Prasetyo, A., Rondli, W. S., & Ermawati, D. (2023). Dampak Permainan Game 
Online Terhadap Prestasi Belajar Siswa Sekolah Dasar. Jurnal Educatio 
Fkip Unma, 9(1), 333–340. 
https://doi.org/10.31949/educatio.v9i1.4733 

Putri, N. E., Syanwahyudi, S., Utami, A. P., & Sameto, M. B. (2020). Negative 
Impact of Playing Habits Game Online Concerning Adolescent Morals 
and Solutions: A Phenomenological Study. International Journal of 
Multidisciplinary Research of Higher Education (IJMURHICA, 3(3), 91–101. 
https://doi.org/10.24036/ijmurhica.v3i3.188 

Santika, I. G. N. (2021). Grand Desain Kebijakan Strategis Pemerintah Dalam 
Bidang Pendidikan Untuk Menghadapi Revolusi Industri 4.0. Jurnal 
Education and Development, 9(2), 369–377. 
https://doi.org/10.37081/ed.v9i2.2500 

Sari, I. M., & Prajayanti, E. D. (2017). Peningkatan pengetahuan siswa SMP 
tentang dampak negatif game online bagi kesehatan. GEMASSIKA: 
Jurnal Pengabdian Kepada Masyarakat, 1(2), 31–39. 
https://doi.org/10.30787/gemassika.v1i2.216 

Sugiono. (2017). Metode Penelitian Kualitatif Dan Kuantatif. Alfabeta. 
Suplig, M. A. (2017). Pengaruh kecanduan game online siswa SMA kelas X 

terhadap kecerdasan sosial sekolah kristen swasta di Makassar. Jurnal 
Jaffray, 15(2), 177–200. https://doi.org/10.25278/jj71.v15i2.261 

Suryani, U., & Yazia, V. (2023). Hubungan Kecanduan Gadget dengan 
Gangguan Emosi pada Remaja. Jurnal Keperawatan, 15(2), 517–524. 
https://doi.org/10.32583/keperawatan.v15i2.862 

Wahyuni, F., Asfahani, & Krisnawati, N. (2021). Parenting: Menjadi Orang 
Tua Kreatif Bagi Anak Usia Dini Di Masa New Normal Parenting: Being 

https://doi.org/10.61290/gm.v11i1.219
https://doi.org/10.29240/Jpd.V6i2.5697
https://doi.org/10.30863/An.V16i1.3845
https://doi.org/10.46963/alliqo.v6i1.313
https://doi.org/10.24036/ijmurhica.v8i1.295
https://doi.org/10.24843/Jpu.2019.V06.I01.P14
https://doi.org/10.31949/educatio.v9i1.4733
https://doi.org/10.24036/ijmurhica.v3i3.188
https://doi.org/10.37081/ed.v9i2.2500
https://doi.org/10.30787/gemassika.v1i2.216
https://doi.org/10.25278/jj71.v15i2.261
https://doi.org/10.32583/keperawatan.v15i2.862


The Phenomenolgy of Online Games among Children: Does it Affect Social 
Relationships 

International Journal of Multidisciplinary of Higher Education (IJMURHICA) 

Vol. 8, No. 1, pp. 116-126, 2025 

 

126 

 

 

Copyright holder: 
© Nasution, A. P., Surya, M. A. (2025) 

 
First publication right: 

International Journal of Multidisciplinary of Higher Education (IJMURHICA)  
      

This article is licensed under: 

CC-BY-SA 

Creative Parents For Early Childhood In The New Normal Period. 
Journal Of Psychology And Child Development, 1(1), 1–11. 
https://doi.org/10.37680/Absorbent_Mind.V1i1.782 

Waluyo, A., & Deska, R. (2024). Dampak Kecanduan Game Online Pada 
Aspek Kesehatan Fisik The Impact Of Online Game Addiction On 
Physical Health Aspects. Jurnal Keperawatan Bunda Delima, 6(1), 47–58. 
https://doi.org/10.59030/Jkbd.V6ii1 

Wyananda, P. A., Sulaiman, S., & Nurfadhilah, N. (2022). Headmaster’s 
Strategy to Improve the Quality of Teaching and Learning of Islamic 
Education in an Elementary School. International Journal of Islamic Studies 
Higher Education, 1(2), 80–92. https://doi.org/10.24036/insight.v1i2.115 

Zakiyah, S., Hasibuan, N. H., Yasifa, A., Siregar, S. P., & Ningsih, O. W. (2024). 
Perkembangan Anak Pada Masa Sekolah Dasar. Diajar: Jurnal Pendidikan 
Dan Pembelajaran, 3(1), 71–79.  
https://doi.org/10.54259/Diajar.V3i1.2338  

 
 

https://doi.org/10.37680/Absorbent
https://doi.org/10.59030/Jkbd.V6ii1
https://doi.org/10.24036/insight.v1i2.115

