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Abstract
Received: 5 Juni 2022 The purpose of this study was to determine the effect of using gadgets
Revised: 10 Juni 2022 (online game addiction) and emotional intelligence on students' learning
Accepted: 13 Juni 2022 motivation at SMAN 7 Pandeglang. The method used in this study is a

survey method with a quantitative approach. Data collection techniques
used instruments to measure online game addiction, emotional
intelligence and instruments to measure students' learning motivation.
Based on the results of data analysis and hypothesis testing with path
analysis calculations, the results show that 1) there is an effect of gadget
use (online game addiction) on learning motivation, 2) there is an
influence of emotional intelligence on learning motivation, 3) there is an
influence of online game addiction and emotional intelligence on
learning motivation. student learning motivation at SMAN 7
Pandeglang. The longer the duration of the child in playing gadgets, the
intelligence of the child will decrease. And of course it will affect the
decrease in students' learning motivation
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INTRODUCTION

The development of technology and information has progressed very rapidly.
The Indonesian nation is one of the nations involved in the advancement of
information and technology media (Ameliola & Nugraha, 2013). Sanjaya (2011)
states that the increasing use of gadgets or tools that can be easily connected to the
internet is increasing from time to time even now there are more than 45 million
internet users in Indonesia.use gadgets makes a person seem to be very dependent
on his gadget. Based on the results of research conducted, it was revealed that about
15.4 hours/day Indonesians spend time in front of smart phones, and 92.3% of
children start interacting using smartphones. (Anggraeni 2019).

Children who are attached to gadgets and spend more time in front of gadgets
less social activities with their peers. In addition, the presence of gadgets has also
replaced social roles so that children tend to be more comfortable with their gadgets.
Children's emotional intelligence will develop optimally when they have sensitivity
to their own emotions and those of others. Problems arise when the time
management pattern of using gadgets (addiction to online games) has an impact on
low emotional intelligence and reduces students' learning interest/motivation which
allows a decrease in achievement. Motivation is a driving force for someone to
excel.

Online games are types of games that use a computer network or the internet
as a medium.Musikah According (2009), games can make people smarter, eye
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sharpness faster, improve brain performance in receiving stories, improve reading
skills, improve foreign language skills, expel stress, restore body condition,
increase speed in typing, but if online games are carried out for a long duration of
course it will have a negative impact according to Khairul (2011) online games can
reduce positive activities that should be carried out by children at their
developmental age.

Children who are dependent on game activities will affect their learning
motivation thereby reducing learning time and time to socialize with peers. If this
continues for a long time, the child will withdraw from social interaction, be
insensitive to the environment, and can even form a social personality, the child
does not have the ability to adapt to his social environment.

Students who are addicted to online games can cause changes in thought
patterns and behavior in these individuals. This is in line with what was stated by
Santrock (2007) who said that in the development of students, especially teenagers
between 11 and 15 years old, there were changes in their thinking. At this age,
adolescents can carry out formal operational thinking that is more abstract,
idealistic, and logical than concrete operational thinking. Adolescents are driven to
understand their world because of their actions and biological adjustments. More
clearly they relate one idea to another. They not only organize observations and
experiences but also adapt their way of thinking to include new ideas because
additional information leads to deeper understanding.

In this social transition, adolescents experience changes in individual
relationships with other humans, namely in emotions, in personality, and in the role
of the social context in development, such as denying parents, aggressive attacks
on peers, the development of assertiveness, adolescent happiness in certain events
and Gender roles in society reflect the role of emotional social processes in their
development that affect emotional intelligence in adolescents.

Looking at the problems above, as well as capturing phenomena in the field,
especially in the public high school environment in Pandeglang, the number of
students in groups playing online games where the researchers also saw many
students playing online games for long periods of time even late at night so they
played gadgets with a long duration. excessive has an influence on emotional
intelligence and learning motivation of children. Taking into account the problems
stated above, this becomes the basis for revealing the influence of Gadget Use
(Online Game Addiction) and Emotional Intelligence on Student Learning
Motivation at SMA Negeri 7 Pandeglang.

LITERATURE REVIEW
Online Game Addiction

According to Andrew Rollings and Ernest Adams (2003) online games are
referred to as a technology rather than a genre or type of game. In a broad sense,
gaming means entertainment. Game also refers to the notion of intellectual agility
(intellectual playability). Online games are electronic and visual based games.
Emotional Intelligence

Goleman (2009) defines emotional intelligence as the ability to motivate
oneself, survive in the face of pressure, control desires, regulate moods, maintain
stress loads so as not to paralyze thinking skills, and the ability to empathize.
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Emotional intelligence here is more about how individuals can manage and use their
emotions effectively to be able to achieve success in life.

Supardi in Nurdin (2009) defines emotional intelligence as a dimension of
ability in the form of emotional and social skills which then shape character and
characteristics which include abilities such as the ability to control oneself,
empathy, motivation, the spirit of patience, perseverance and social skills. Saam &
Wahyuni (2012) Emotional intelligence is the effective use of emotions to achieve
goals, build productive relationships, and achieve success at work. It can be
concluded that emotional intelligence is the ability of an individual to control his
emotions and those of others, and use them productively to achieve success.
Learning Motivation

Motivation according to Weinberg & Gould (2011) "motivation is the
direction and intensity of effort”. Motivation can be defined as the direction and
intensity of effort, meaning that the direction of effort refers to whether a person is
trying to find or approach a particular situation and the intensity of effort refers to
how much or how much effort a person makes in a particular situation. whether
consciously or not will take an action to try to achieve certain goals (Fauziah, 2017).

Syadianiansah (2016) defines that motivation is an impulse that arises to
achieve goals which are marked by changes in behavior. Motivation is also a desire
that arises from students and encourages them to carry out a learning activity. It can
be concluded that motivation is the driving force that arises from within the
individual who is trying to be realized in a business action so that it raises a will,
interest, and desire in following the learning process.

RESEARCH METHODOLOGY

This study used a survey method with a quantitative approach. The sample in
this study were students of SMA Negeri 7 Pandeglang as many as 103 respondents.
The instrument used is a Likert scale with the use of gadgets (online game
addiction), emotional intelligence instruments, and student learning motivation
instruments.

RESEARCH RESULT

From the results of the analysis, there is a negative influence between the use
of gadgets (addiction to online games) on student learning motivation at SMAN 7
Pandeglang with the acquisition of tcount 2.73 while tiabie for = 00.5 is 1.98 because
teount IS greater than tanie then rejected and Ha accepted. In his research, Reza (2022)
states that the use of gadgets (online game addiction) has a significant effect on
learning motivation. The use of online games with a duration of more than 3 hours
each time its use has a negative impact. Online games have a negative impact on
students' learning motivation. A child who is addicted to online games will affect
his motivation in learning and if his learning motivation is disturbed it will also
affect his learning achievement. (Nasrina fatin, 2020).

From the results of calculations carried out that there is a positive influence
of emotional intelligence on students' learning motivation at SMAN 7 Pandeglang
with the acquisition of teount 3.23 While tianie for = 00.5 is 1.98 because tcount IS greater
than twnie then Ho rejected and Ha accepted. This is evidenced by research conducted
by Li & Leung (2011) in their research stating that a person's self-awareness factor
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to achieve achievement makes a person motivated to do better in learning, and this
shows that a person's emotional intelligence becomes a stimulus to his learning
motivation which in turn In addition to this research, research conducted by Juliana
& Rozali (2017) states that emotional intelligence has a positive effect on students'
learning motivation. in his research that teenagers who have high emotional
intelligence affect the high motivation to learn these students. In addition, Aniyatin
(2017) in his research states that emotional intelligence has a directly proportional
relationship. Students who have high emotional intelligence can also have high
motivation in learning.

There is a significant direct effect between the use of gadgets (addiction to
online games) and emotional intelligence on students' learning motivation with the
acquisition of teount 3.29 while tibie for = 00.5 is 1.98 because tcount is greater than
tranle then Hojs rejected and Ha accepted. If the longer the duration of children in
playing gadgets, the intelligence of children will decrease. (Sari., et al 2021). And
of course it will affect the decrease in students' learning motivation.

CONCLUSION
There is an effect of using gadgets (addiction to online games) and emotional
intelligence on students' learning motivation at SMAN 7 Pandeglang.

SUGGESTIONS

It is expected that respondents will maintain and limit the duration of using
gadgets so as not to experience addiction so that it does not affect emotional
intelligence. And the impact also on the low motivation to learn. The school is
expected to make socialization in the form of posters or health education about the
duration of using gadgets and the negative impact of gadgets on students' emotional
intelligence.
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