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ABSTRAK 

Penelitian ini bertujuan untuk: (1) mengetahui bagaimana intensitas 

bermain game online, (2) mengkaji minat membaca Al-Qur’an, (3) menganalisis 

pengaruh intensitas bermain game online terhadap minat membaca Al-Qur’an 

pada siswa kelas VIII SMP Muhammadiyah 3 Yogyakarta. 

Metode yang diterapkan dalam penelitian ini adalah penelitian kuantitatif, 

jenis deskriptif dengan model korelasional. Subjek pada penelitian ini adalah 

siswa kelas VIII SMP Muhammadiyah 3 Yogyakarta yang berjumlah 41 siwa. 

Teknik pengumpulan data pada penelitian ini adalah observasi, angket, 

wawancara, dan dokumentasi. Teknik analisis data adalah analisis statistik 

deskriptif, analisis regresi, dan pengujian hipotesis. 

Hasil penelitian yang diperoleh dari analisis data dan data lapangan 

menunjukkan bahwa: (1) Tingkat intensitas bermain game online siswa kelas VIII 

di SMP Muhammadiyah 3 Yogyakarta sebesar 68,3% dan termasuk dalam 

kategori sedang, (2) Sedangkan tingkat minat membaca Al-Qur’an siswa sebesar 

63,4% termasuk dalam kategori sedang. (3) Antara  intensitas bermain game 

online dengan minat membaca Al-Qur’an terdapat pengaruh yang sangat lemah 

yaitu sebesar 1,2% bahkan bisa dikatakan tidak terdapat pengaruh karena 

persentase yang sangat lemah atau kecil. 
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ABSTRACT 

This study aims to: (1) find out the intensity of playing online games, (2) 

examine the interest in reading the Qur’an, and (3) analyze the effect of the 

intensity of playing online games on the interest in reading the Qur’an in class 

VIII SMP (Junior High School) Muhammadiyah 3 Yogyakarta.  

The method applied in this study is descriptive quantitative research with a 

correlational model. The subjects in this study were class VIII students of SMP 

Muhammadiyah 3 Yogyakarta, as many as to 41 students. Data collection 

techniques in this study were observation, questionnaires, interviews, and 

documentation. The data analysis techniques used were descriptive statistical 

analysis, regression analysis, and hipothetical testing.  

The results of the research obtained from the analysis of data and field data 

show that: (1) The level of intensity of playing online games of class VIII students 

at SMP Muhammadiyah 3 Yogyakarta is 68.3% and is included in the medium 

category, (2) while the students’interest in reading the Qur’an were 63.4% which 

is included in the medium category. (3) Between the intensity of playing online 

games and the interest in reading the Qur’an there is a very weak influence that is 

equal to 1.2% and it can even be said that there is no influence because the 

percentage is very weak or small.  
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