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I. INTROUCTION  

The development of digital technology has brought significant changes to people's lives, 
including the activities of elementary school children. One form of entertainment that is becoming 
increasingly popular among children is digital games or online games [1][2]. Online games have 
become very appealing to children because they offer challenges, enjoyment, and interaction with 
other players thru the internet. As internet access in Indonesia increases, the use of online games is 
also becoming more widespread. Children not only play games for entertainment, but also spend most 
of their free time playing games  [3][4][5]. This condition raises various concerns regarding its impact 
on children's psychological development, particularly in terms of their ability to manage emotions. 
Emotion regulation is the individual's ability to control and express emotions appropriately according 
to the situation faced [6]. In elementary school children, this ability is still in the developmental stage, 
so it is greatly influenced by their environment and experiences. If children play online games too 
often, especially those that are competitive or contain elements of conflict, it can affect their 
emotional condition [7][8]. 

Several studies show that excessive use of online games can impact children's behavior, such 
as increased aggressiveness, decreased concentration in learning, and difficulty controlling emotions 
when experiencing defeat in the game. However, on the other hand, online games can also provide 
benefits such as improving strategic thinking skills and motor coordination if used wisely. Based on 
these issues, this study aims to determine the level of intensity of online gaming among elementary 
school students and to observe the tendency of its relationship with students' emotional regulation 
abilities in the current digital era.  

II. METHODS  

ABSTRACT  
The rapid development of digital technology has significantly influenced 
children's daily activities, including the increasing intensity of playing online 
games among elementary school students. This study aims to analyze the intensity 
of online gaming and its relationship with emotional regulation among elementary 
school students. This research employed a quantitative approach using a survey 
method. The sample consisted of 17 elementary school students selected through 
purposive sampling. The research instrument used a Likert-scale questionnaire 
consisting of 10 items for each variable. Data analysis was conducted 
descriptively by calculating the mean scores and percentages. The results show 
that the average score of online gaming intensity among students is 26.6 or 66.5% 
of the maximum score, which falls into the high category. Meanwhile, the 
students’ emotional regulation ability is in the moderate category with an average 
score of 25.3 or 63.3%. These findings indicate a tendency that higher intensity of 
online gaming is associated with lower emotional regulation ability among 
students. Therefore, parental and teacher supervision is necessary to regulate 
children's gaming activities in order to support their emotional development. 
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This research uses a quantitative approach with a descriptive survey method. [9]. The 
quantitative approach is used to understand the level of intensity of online gaming and students' 
emotional regulation abilities based on numerical data collected from respondents. The research 
subjects consisted of 17 elementary school students selected using purposive sampling. The sample 
selection was conducted by considering students who have experience playing online games. 

Table 1. Characteristics of Research Respondents 

No Characteristic Explanation 

1 Number of respondents 17 students 

2 Education levels Elementary School 

3 Tekhnik Sampling Muestreo intencional 

4 Respondent Criteria Students who have experience playing online games 

The research instrument uses a Likert scale questionnaire with four response options: strongly 
agree, agree, disagree, and strongly disagree. The questionnaire includes two research variables: the 
intensity of playing online games and emotion regulation. Each variable is measured using 10 
statement items. The data analysis technique was conducted descriptively by calculating the average 
score of respondents and the percentage of the maximum score that can be achieved. The calculation 
results are then categorized to determine the level of gaming intensity and the students' emotional 
regulation abilities. 

Table 2. Research Instruments 
Variable Indicator Item number Amount 

Intensity of Playing 
Online Games 

Frequency of playing 
games 1, 2, 3 3 

Duration of playing 
games 4,5,6 3 

Involvement in the game 7, 8 2 
The habit of playing 
online games 9, 10 2 

Number of Items 10 
Emotion Regulation The ability to control 

emotions 1, 2, 3 3 

The ability to manage 
anger 

4, 5 2 

Emotional response 
regulation 6, 7, 8 3 

Emotional adjustment to 
the situation 9, 10 2 

Jumlah Item 10 
 
 Data collection was carried out thru the distribution of questionnaires to respondents who met 
the research criteria [10]. The data obtained were then analyzed using descriptive statistical 
techniques by calculating the average score, percentage, and score categorization to determine the 
level of intensity of online gaming and the students' emotional regulation abilities. The results of the 
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analysis were subsequently interpreted to explain the tendency of the relationship between the two 
research variables. 

III. RESULTS AND DISCUSSION  
3.1.  Intensity of Playing Online Games Among Students 

  Based on the results of the questionnaire data processing given to 17 respondents, the average 
score for online gaming intensity was 26.6 out of a maximum score of 40. When converted into a 
percentage, this value is equivalent to 66.5% of the maximum score. This result shows that the 
level of intensity of online gaming among students falls into the high category. The high 
intensity of online gaming indicates that digital games have become a part of children's daily 
activities in the digital era [11] The ease of access to technological devices such as smartphones 
and the availability of internet networks allow students to play various types of games online 
anytime. This has caused online games to become one of the most frequently used forms of 
entertainment by children during their free time [12]. In addition, online games are usually 
designed with various interesting features such as leveling systems, rewards, and interaction with 
other players [13]. These features make players feel challenged to keep playing, resulting in 
longer time spent in the game. Result data: •Average score = 26.6 Percentage = 66.5% Category 
= High 

 

3.2.  Emotion Regulation of Elementary School Students 
  

  The research results on the emotion regulation variable show that the average student score is 
25.3 out of a maximum score of 40, or about 63.3% of the maximum score. This score falls into the 
adequate category, indicating that most students still have relatively good abilities in managing their 
emotions. According to the emotion regulation theory developed by James J. Gross, emotion 
regulation is the process by which individuals monitor, evaluate, and control the emotions they feel 
to align with the situations they face. In elementary school children, this ability is still in the 
developmental stage, so they are still learning to control the emotional reactions that arise in various 
conditions. In the context of digital games, students often encounter various situations that trigger 
emotions, such as joy when winning and disappointment or anger when losing. These emotional 
experiences can affect a child's ability to manage their feelings if not balanced with good self-
control.  Result data:  Average score = 25.3  Percentage = 63.3% •Category = Sufficient 

         Student Emotion Regulation 
▼ 

Average Score 25.3 
▼ 

Persentase 63,3%  
▼ 

Category Sufficient 
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3.3. The Relationship Between the Intensity of Playing Online Games and Emotion Regulation 

Based on the data trends obtained in this study, students with higher intensity of online 
gaming tend to show lower emotional regulation abilities compared to students who play games with 
lower intensity. This indicates that excessive gaming activity can affect children's emotional 
conditions.[14]. This finding can be explained thru the social learning theory proposed by Albert 
Bandura. In this theory, it is explained that individual behavior can be learned thru the processes of 
observation, imitation, and experiences obtained from the surrounding environment.[14]. In the 
context of online games, children can imitate various behaviors they see in the game, including how 
to respond to conflicts, competition, or pressure that occurs during the game. Additionally, online 
games often present competitive situations that trigger various emotional responses. If children are too 
often involved in such situations without adequate supervision, it can affect their ability to control 
their emotions [15]. Nevertheless, online games do not always have a negative impact. To some 
extent, digital games can also provide benefits such as enhancing strategic thinking skills, training 
motor coordination, and developing problem-solving abilities [11]. Therefore, the role of parents and 
teachers is very important in supervising children's gaming activities so that the use of technology can 
provide more positive benefits for their development. The research results show that the intensity of 
online gaming among elementary school students falls into the high category. This condition shows 
that digital games have become a quite dominant part of children's daily activities in the current 
digital era. The ease of access to technological devices such as smartphones and the availability of 
internet networks allow students to play games anytime and anywhere. 

The high intensity of playing online games can also be influenced by the characteristics of the 
games themselves, which are designed with various attractive features, such as game level systems, 
challenges, and interactions with other players. [16]. This makes children feel interested in continuing 
to play, so the time spent playing games becomes longer. On the other hand, the research results 
indicate that students' emotional regulation abilities fall into the adequate category. This shows that 
some students are still able to manage their emotions, although in certain situations they still have 
difficulty controlling their emotions, especially when facing conditions that cause stress or frustration 
[17]. According to the emotion regulation theory proposed by James J. Gross, emotion regulation is 
the process by which individuals monitor, evaluate, and control the emotions they feel in order to 
adapt to the situations they face [18]. In elementary school children, this ability is still in the 
developmental stage, so they are still learning to control their emotional reactions. If linked to 
research findings, high intensity of playing online games can affect students' emotional experiences 
[3]. In online games, children often face competitive situations that elicit various emotional reactions 
such as excitement when winning and disappointment or anger when losing. If these conditions occur 
continuously, they can affect the way children manage their emotions [18]. The findings of this 
research can also be explained thru the social learning theory proposed by Albert Bandura. This 
theory explains that individual behavior can be learned thru the process of observation and interaction 
with the environment [19]. In the context of online games, children can imitate various behaviors they 
see in the game, including how to respond to conflicts, competition, and pressure that arise during the 
game. However, online games do not always have a negative impact on children's development. To a 
certain extent, digital games can also provide benefits such as enhancing strategic thinking skills, 
training motor coordination, and developing problem-solving abilities [20][21]. Therefore, it is 
important for parents and teachers to provide supervision and guidance in children's gaming activities 
so that the use of technology can have a more positive impact on their development. 
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IV. CONCLUSION  
 Based on the research results that have been conducted, it can be concluded that the intensity 
of playing online games among elementary school students falls into the high category with an 
average score of 26.6 or about 66.5% of the maximum score. This indicates that online games have 
become one of the activities frequently engaged in by students in their daily lives. Meanwhile, the 
students' emotional regulation ability falls into the sufficient category with an average score of 25.3 or 
about 63.3% of the maximum score. The results of this study indicate that some students are still able 
to manage their emotions well, although in certain situations they still show difficulty in controlling 
their emotions. This study also shows a tendency that students with higher intensity of online gaming 
have lower emotional regulation abilities. These findings highlight the importance of the role of 
parents and teachers in supervising children's gaming activities to ensure they do not disrupt their 
emotional development. Therefore, it is necessary to regulate gaming time and provide guidance in 
the use of digital technology so that children can gain positive benefits from digital games without 
disrupting their emotional development. 
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