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Abstract

The ongoing COVID-19 pandemic has had a severe impact on the quality of education in Indonesia. This causes many students
to become addicted to online games which will have an impact on children's knowledge, skills, and attitudes. This study aims
to describe addiction's effect on the quality of student education during the COVID-19 pandemic in Indonesia. This research
is a literature study with a qualitative approach. The results show that during the COVID-19 outbreak, game data usage is
reported to have increased worldwide, and download volume games have reached highs record in Asia, including Indonesia.
This is caused by games used to cope with the psychological stress caused by the outbreak. Traditional games that were once
popular have been replaced by new games such as online video games. Stakeholders should be aware of how addiction
increases to online games, especially during a pandemic, and can contribute to the risk of disruption to the quality of student
learning, especially if the pandemic continues. The government must formulate alternative ways to avoid online game
addiction during the COVID-19 pandemic for people, especially teenagers, which can interfere with the quality of their
education.
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1. INTRODUCTION

The ongoing COVID-19 pandemic has caused severe problems in human life (Selvaraj
et al., 2021; Shirish et al., 2021; Yuzulia, 2021).The implementation of distance learning
impacts the psychosocial aspects of society. Research shows that the Covid 19 pandemic has
had several impacts on students' mental conditions, including time spent on online classes and
self-study, medium used for learning, sleeping habits, daily fitness routine, and the subsequent
effects on weight, social life, and mental health (Abumalloh et al., 2021; Chaturvedi et al.,
2021; Selvaraj et al., 2021). Alarming information about the COVID-19 outbreak in the media
is likely to have profound psychosocial effects on society, a situation similar to that which
occurred during the 2003 severe acute respiratory syndrome outbreak (Abumalloh et al., 2021;
Ko et al., 2010; Susilo et al., 2020).

School closures and event cancellations have limited social interaction among teens
during this pandemic (Aji, 2020; Mansyur, 2020; Yulia, 2020). Without following the routine
of school and other activities, teens can become isolated playing video games in their rooms
(Grewenig et al., 2021; Saha et al., 2021). In addition, teenagers tend to play video games
because their other hobbies become impractical. Parents may also be so busy with COVID-19
prevention, work, and chores around the house that they do not pay attention to excessive play
in their teens. Teens can also stay up late playing video games because they do not have to go
to school the next day. Therefore, the risk of online game addiction may increase during this
pandemic due to increased opportunities to play at any time and decreased access to alternative
social activities (Rohayani, 2020).
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The rise of the game online game has attracted the attention of researchers in recent
years. On the one hand, it must be recognized that technological developments online game
has opened new possibilities in human life, especially in the world of entertainment (Gandolfi
etal., 2021; Hwang et al., 2012). The online game has even become one of the major industries
that bring in large economic benefits (Chan et al., 2021; Gong & Hassink, 2019). However, on
the other hand, online games also have an unfavorable impact, especially for school-age
children. Many studies that discuss the influence of online games on the psychological
development of children have been carried out with mixed results. These various kinds of
research seek to analyze or find out the impact of the online game on individual and social life.

Game addiction behavior among children and adolescents actually shows a serious
problem (Abbasi et al., 2021; Chan et al., 2021). Addicted games This arises because teenagers
and children experience difficulties in their lives. They find it difficult to interact with their
friends, with their social environment, which in the end tries to treat this difficult feeling by
playing games. Played online games In other words, it is an escape or entertainment for various
problems faced in their lives (Kowert & Oldmeadow, 2013; Kusumawati et al., 2017). In one
sense, the role of online games as an escape may not be a serious problem if this behavior does
not cause adolescents to ignore other things (Wiguna et al., 2020; You et al., 2017). Online
addiction games affect social adjustment skills among adolescents and children (Ryu et al.,
2021; Tan & Chen, 2021). Teens addicted to the online game will focus more on things that
are individual and tend to ignore social adjustment skills.

However, it is important to recognize that significant increases in play may not always
be beneficial and may pose risks for vulnerable individuals, including minors and those who
are exposed to and at risk of developing a gaming disorder (Akbari et al., 2021; Liao et al.,
2021). The purported negative effects of excessive play, including harm to mental health, sleep
patterns, or physical health, maybe difficult to distinguish due to the adoption of
work/homeschool practices (Shoshani et al., 2021; Shoshani & Krauskopf, 2021). Prolonged
periods of isolation, technology-based activities, and limited face-to-face interactions have the
danger of reinforcing unhealthy lifestyle patterns, intensifying technology-related disruptions,
and making it difficult to readjust once the COVID-19 crisis has passed.

Various kinds of research on the impact of addiction online game for the behavior of
children and adolescents is one indication that the phenomenon of playing games among
adolescents and children, or especially in school-age children, it is indeed a serious concern
(Adzi¢ et al., 2021; Chow et al., 2020). During the COVID-19 pandemic, things got even
worse. The emergence of the COVID-19 pandemic, which has an impact on the increasing
pattern of interaction of school-age children with cell phones, has caused the intensity of
children playing games to be higher (Al-zahrani et al., 2021; Oliveiraetal., 2021). Online video
game developers create various instruments, rules, and game modes. This gives the impression
to students that they do not need to imagine when exercising. Online video games often require
players to spend a lot of time sitting in front of a computer screen. As a result of this exercise,
students’ physical health and social skills can decline because they never pay attention to their
physical and social environment. This condition will eventually have a fatal impact on their
physical and mental development (Fauzi, 2019; Hwang et al., 2012; Novrialdy, 2019).

Closely related to this non-phenomenal phenomenon, it is urgent to study the causes
and effects of video game consumption among the students. This is due to the anxiety of many
parties about online video games having an impact on decreasing student creativity, fitness,
and other forms of social skills. This research is, therefore, an urgent matter or urgent to do
because distance learning patterns are still ongoing during the COVID-19 pandemic. This
research is expected to provide recommendations for the distance learning process during the
pandemic.
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2. METHODS

Research on online game addiction and its effect on students’ personal achievement
during the COVID-19 pandemic is a literature study that uses a qualitative approach. The data
in this study were obtained from literature studies or literature studies that discuss the existence
of online games during the COVID-19 pandemic. Qualitative analysis is a natural inquiry
method that comprehensively interprets social phenomena in their natural context. It reflects
the "why" of social events rather than the "what," and it is based on the direct human experience
as meaning-making actors in their daily lives. Instead of logical and mathematical methods,
qualitative experts analyze human phenomena using various structures of inquiry such as
biographies, case studies, historical analysis, discourse analysis, ethnography, fundamental
theory, and phenomenology experts (Moleong, 2018).

Qualitative analysis is a practice that places observers in their environment. It consists
of a series of interpretive and material activities that make the universe recognizable. These
activities have an impact on the environment. They reflect the world through field notes,
interviews, self-recorded images, videos, and memos. Qualitative studies at this stage require
an interpretive and naturalistic approach to the environment. This suggests that qualitative
scholars investigate events in their natural context, trying to understand or explain them in
terms of the meanings people give them (Denzin & Lincoln, 2018).

3. RESULTS AND DISCUSSION

Results

In the era of globalization, science and technology are developing rapidly. Along with
the development of science and technology, there are also types of products based on advanced
technology. Of course, these technological products exist to meet human needs in the fields of
science, health, agriculture, economy, entertainment, and many more. Not only in urban areas
but also in rural areas. The rapid development of technology has changed the form of youth
games. Through the help of technology, teenagers can carry out game activities without having
to meet face-to-face with their opponents. This form of game is better known as online game.
Online games are computer games played through some form of internet connection or other
telecommunication media. Online games are liked by many people from children and teenagers
to adults (\Vollmer et al., 2014).

The phenomenon of online games is very quickly endemic among the public and
students. At the time before the Covid 19 pandemic, many internet cafes (internet cafes)
facilitated playing games in the community, there was even an internet cafe that provided food
stalls so that players no longer needed to go home to just eat to play online games. The research
stated that 60% of respondents indicated they play online games every day, and 33% of
respondents spent more than 3 hours in each session (Lu & Wang, 2008). The Game Addiction
Survey shows that 14% of Elementary School students, 22% of Middle School students, and
18% of High School students in South Korea play online video games for more than 2 hours
each day (You et al., 2017). A survey in Indonesia states that 35% of teenagers who use the
internet play online games and 55% of online game users are male teenagers (Goesvlog, 2013).
Data on active internet users in 2014, it is estimated that online game players in Indonesia are
around 10.7 million people or about 10% of the total users (Kusumawati et al., 2017). This
shows the possibility of an increase in the number of teenagers playing video games in
Indonesia, so it is feared that it can have a negative impact if it is not controlled. When the
Covid-19 pandemic hit Indonesia, the government decided that people should work from
home, including students who study from home.

By learning from home, the school regulates the hours of study. When children study
at school, they usually spend 6-8 hours a day, when children study from home, the study time
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is reduced to 5 hours. This results in a lot of free time for children. When children cannot play
with their friends directly, the child's main choice is to play games. If there is no supervision
from parents, it will gradually lead to addiction or addiction. Online game addiction can be
seen from the use of time for (on average) 20-25 hours a week (Kusumawati et al., 2017).
Online game addiction can cause time distortion, inattention, hyperactivity, violent actions,
negative emotions, and aggressive behavior (\Vollmer et al., 2014; You et al., 2017). Violence
in online video games may have a stronger effect on causing aggression towards teenagers
because online games are very interesting and interactive games, online games have games
that some of them have patterns of violent behavior, teenagers will behave violently repeatedly
because they are playing in the media (Ardi et al., 2017).

Online game addiction can cause time distortion, inattention, hyperactivity, violent
actions, negative emotions, and aggressive behavior (\Vollmer et al., 2014; You et al., 2017).
Violence in online video games may have a stronger effect on causing aggression towards
teenagers because online games are very interesting and interactive games, online games have
games that some of them have patterns of violent behavior, teenagers will behave violently
repeatedly because they are playing in the media. games (Ardi et al., 2017; Kusumawati et al.,
2017). Online game addiction can cause time distortion, inattention, hyperactivity, violent
actions, negative emotions, and aggressive behavior Violence in online video games may have
a stronger effect on causing aggression towards teenagers because online games are very
interesting and interactive games, online games have games that some of them have patterns
of violent behavior, teenagers will behave violently repeatedly because they are playing in the
media games and aggressive behavior (Ardi et al., 2017).

Online games are game applications that consist of several genres that have certain
rules and levels. Playing online games provides a sense of curiosity and psychological
satisfaction so that it makes players more interested in playing them. The influence of the
games that they play continuously, gradually the teenagers will record whatever they play in
their subconscious memory and currently the games that are favored by many teenagers are
games that are killing, fighting and war games that will cause mental and emotional problems.
emotional in adolescents. The aspect of online game addiction is actually almost the same as
other types of addiction, but online game addiction is included in the category of psychological
addiction and not physical addiction. There are 7 aspects or criteria for online game addiction,
namely saliance, tolerance, mood modification, withdrawal, relapse, conflict, and problems.
The influence of online game addiction on the behavior of teenagers who like to play online
games in game centers (Ulfa, 2017).

Online game addiction can cause time distortion, inattention, hyperactivity, violent
actions, negative emotions, and aggressive behavior. Addiction to playing online games will
also have a negative impact, especially psychologically, academically and socially.
Psychologically, the mind is constantly thinking about the game being played so that students
find it difficult to concentrate on lessons and often skip class. Internet addiction to online
games can affect social aspects of daily life, starting from the quality of interacting with the
closest people, self-image to changes in individual behavior. Some research results show that
students prefer to play online games rather than studying or anything else, the higher or more
time spent on online games, the lower students' interest in learning. In this case, the average
time students spend playing online games ranges from two to three hours with the package
system available at the game center. The study time used by students to study at home is
relatively only as necessary when approaching exams or tests. -- the role of teachers and
parents is very influential on controlling these problems, parents are more to regulate children's
habits, children are taught more positive things, to learn or play music.
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Discussion

The outbreak of the COVID-19 outbreak has disrupted the teaching-learning process
(Satyawan et al., 2021; Srifuengfung et al., 2021). The restrictions on outdoor activities and
the prohibition on crowding made schools closed and the learning and teaching process carried
out online (Muthuprasad et al., 2021; Shirish et al., 2021). Students learn from home by using
the internet as a learning medium by using various meeting applications available on the
internet (Almaiah et al., 2020; Choi et al., 2021). This certainly causes boredom to the students
and makes them look for means to release the boredom. Because they cannot get together and
play outside the house, they look for alternatives and play online games as one of these
alternatives.

However, playing online games continuously without knowing the time and
circumstances can also have an impact on students (Fauzi, 2019; You et al., 2017). Research
shows that video games have a negative impact on the performance of some students (Kowert
& Oldmeadow, 2013; Wiguna et al., 2020). Research shows that some children as young as six
have become addicted. Parents and educators are genuinely concerned. Video game addiction
is thought to contribute to the mental health and social anxiety that even young children face
today (Gong & Hassink, 2019; Kusumawati et al., 2017). There appears to be a relationship
between depression, self-esteem, and the amount of time a person devotes to playing video
games. Studies show that 94 percent of video game addicts are male and only six percent
female. Of the men surveyed, many were dissatisfied with their social life and had lower self-
esteem. Understandably, these two traits can affect student performance in school.

Second, the inability to concentrate is caused by the habit of playing online games,
which constantly stimulates the brain (Ryu et al., 2021; Tan & Chen, 2021). When you play
video games, your brain is constantly stimulated. When you quit playing the game, this
stimulus stops as well. As a result of the lack of stimulation, it becomes difficult for the brain
to concentrate. When a person isn't playing games, they become extremely sedentary. Other
than playing games, it appears that other activities are uninteresting.

Third, hyperactive behavior and emotional and physical manifestations of
aggressiveness are further side effects of online game addiction (Al-zahrani et al., 2021;
Anjasari et al., 2020). Children and teenagers adopt the impressions included in the games they
are playing, resulting in these three undesirable behaviors. It is evident that there are many
undesirable behaviors that should not be emulated by children and teenagers in the games that
are played. This undesirable conduct includes actions that lead to violence, such as beating,
molesting, or even killing opponents in the game (Adiningtiyas, 2017; Chan et al., 2021). The
more often this harmful behavior is observed by children and teenagers, the more likely it is to
be accepted as normal.

Unfortunately, many children who are addicted to video games report that they have
been looking for people to talk to but cannot find anyone. They see video games as a stress
reliever; they feel in their lives by letting them escape through virtual reality (Fauzi, 2019; You
et al., 2017). Video game addiction in children does not occur in complete isolation. The
negative effects of video game addiction are clearly visible to responsive individuals. Both
parents and teachers may notice a decline in performance in school coupled with lower grades
and failing classes. Due to long hours of playing video games, video game addicts show fatigue
and often sleep during learning. They may not complete assignments or may not turn in
assignments on time. Video game addiction causes a loss of interest in learning activities.
Video game addicts may isolate themselves from family members and friends to play video
games.

The third thing that the government can do is prepare a new method that combines all
the opinions of the public and experts about appropriate online games so that correct and
appropriate information is obtained that is useful as a basis for the government in making
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policies. With this, the community has a role and a share in making policies about which online
games are allowed and which are not. It is hoped that the synergy between the government and
the community will be able to make the right policy formula in dealing with the problem of
addiction to online games.

4. CONCLUSION

The high level of use of online games because of social restrictions creates a risk of
addiction to online games. This online game addiction negatively affects students who are still
in elementary and middle school, where their learning achievement decreases due to loss of
interest and fatigue in playing online games. Besides declining learning achievement, online
game addiction also impacts children's physical and mental health.
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