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Abstract 

The increasingly rapid development of information and communication 
technology has had a significant impact on social life. Even though it 
provides many potential benefits from the internet, it gives rise to 
problematic behavior, including online games where the majority of 
users are students. However, little is known about the impact of online 
games on group behavior and norms in online interactions. Even though 
online games are useful for self-relaxation, their negative impact makes 
individuals lose track of time so that they forget their daily tasks and 
obligations such as studying, going to school, helping parents, socializing 
with many people, and also carrying out spiritual activities such as 
worship. The positive impacts of online games are training children in 
cooperation, being able to learn English, training concentration, speed, 
creativity, fun, and reducing stress. Behind this positive impact there is a 
dangerous threat from online games, namely children become lazy, 
addicted, and there is decadence or moral decline. For this reason, online 
games as a form of technological development need to be addressed 
wisely so that they do not have a negative impact on teenagers. Thus, 
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teenagers need to be given efforts to prevent online game addiction, 
one of which is limiting playing online games, implementing healthy 
routines, carrying out cognitive behavioral therapy, and professional 
help so that they can hopefully avoid online game addiction. 

Keywords: Online Games, Children's Moral Behavior 
 
INTRODUCTION 

Foreign culture is not something that is prohibited but indirectly 

influences Indonesian society. Foreign culture should be responded to wisely 

to maintain local culture (Hasanah, M., & Halija, H, 2023). One foreign culture 

that is increasingly popular in Indonesia is online games. The influx of online 

games in Indonesia has certainly affected traditional games because they are 

increasingly being abandoned by children. Moreover, children who like online 

games are at the education level from early childhood to elementary school. 

Even though it has positive and negative impacts and is the subject of study in 

the academic realm, social facts show that online games have a significant 

impact on student achievement at school. 

Moreover, the increasingly massive development of the internet has 

brought about changes in aspects of life, including games (Kol, E., & Topgul, S, 

2022). Before the internet developed as it is today, children played a lot of 

offline games such as traditional games, PlayStation, Nintendo, etc. However, 

as the internet develops and reaches villages in Indonesia, children have 

turned to online games. The increasing popularity of online games nowadays 

has resulted in game players becoming addicted to playing them (Harahap, S. 

H., & Ramadan, Z. H, 2021). Online game addiction has become a phenomenon 

in modern society. Moreover, online game applications are very easy to access 

via the internet network which is spreading rapidly among the public. Not only 

internet users among adults but also teenagers and children can easily make 

online game connections via smartphone. The flexibility of internal use via 

mobile devices has become a new culture of gaming among children. This new 

facility has made it possible for internet users to no longer be tied to location 

to play online. 

In the era of globalization, the increasingly rapid development of 

information and communication technology has a significant impact on social 

life. Even though it provides many potential benefits from the internet, it gives 

rise to problematic behavior, including online games where the majority of 

users are students. However, little is known about the impact of online games 

on group behavior and norms in online interactions (Winarsih, N., & Salsabila, 

S, 2022). The massiveness of online games has even given rise to discourse 
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about the possibility of issuing a haram fatwa banning online games such as 

PlayerUnknown's Battlegrounds (PUBG) which occurred in the Indonesian 

public domain from March to July 2019 (Woltermann, L, 2023). Of course, 

online games are not only studied in the realm of education and psychology 

but also in the realm of religion. Several studies show that the impact of 

internet use, including online games, results in physical and psychological 

health problems and has a negative impact on interpersonal relationships and 

daily activities. 

In fact, the habit of playing games is not only carried out by urban 

children who are used to internet networks but also rural children because 

inteirneit peineitration has einteireid rural areias (Kim, Ei. J., eit al, 2008). In 

deiveiloping countrieis likei Indoneisia, thei national priority is to catch up with 

deiveilopeid countrieis in infrastructurei deiveilopmeint, including thei inteirneit. 

This is a big leiap in inteirneit acceiss which has creiateid a big gap beitweiein digital 

socieity and otheir socieitieis (Kistoro, H. C. A, 2021). Onei of thei impacts of thei 

inteirneit in villageis is to play onlinei gameis. Eivein though onlinei gameis arei 

useiful for seilf-reilaxation, theiir neigativei impact makeis individuals losei track of 

timei so that theiy forgeit theiir daily tasks and obligations such as studying, 

going to school, heilping pareints, socializing with lots of peioplei, and also 

carrying out spiritual activitieis such as worship (Rochanah, R ., & Nabila, S. U, 

2022). 

Moral norms arei norms for meiasuring thei rightneiss and wrongneiss of 

human actions as humans, not for meiasuring thei rightneiss and wrongneiss of 

human actions reilateid to theiir abilitieis or skills in a particular job. Morals are i 

reilateid to valueis, norms and ruleis that arei rooteid in seilf-control (seilf-control) 

(Joeickeil, S., eit al, 2012). Meianwhilei, thei word moral itseilf comeis from thei 

word moreis in Latin which meians proceidureis in lifei, customs, habits. 

According to Gunarsa, moral beihavior is beihavior that is in accordancei with 

thei valueis of thei proceidureis/customs that eixist in a group. Theisei traditional 

valueis may diffeir from onei group to anotheir. Eivein within a socieity theirei may 

bei various boundarieis reigarding moral valueis (Leiei, S. J., eit al, 2019). This is 

largeily influeinceid by cultural factors of a social group or socieity. 

 
RESEARCH METHOD 

Thei study in this reiseiarch is qualitativei with liteiraturei. Thei liteirature i 

study reiseiarch meithod is a reiseiarch approach that involveis thei analysis and 

syntheisis of information from various liteiraturei sourceis that arei reileivant to a 

particular reiseiarch topic. Documeints takein from liteiraturei reiseiarch are i 
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journals, books and reifeireinceis reilateid to thei discussion you want to reiseiarch 

(Eiarleiy, M.A. 2014; Snydeir, H. 2019). 

 
RESULT AND DISCUSSION 

Online Game Concept 

A. Understanding Online Games 

Online games are games that are usually played via internet 

networks and the like, always using the latest technology such as modems 

and cable connections. Generally, online games are offered as additional 

services by internet service providers or accessed directly through systems 

provided by the company offering the game (Young, K, 2009). Online 

games can be played simultaneously on computers connected to a specific 

network. 

Meanwhile, according to Rollings, A., & Adams, E. (2003), online 

games are a technology, not a game genre; a mechanism to connect 

players, not a specific game model. Online games come in many types, from 

simple text-based games to games that use complex graphics and create 

virtual worlds occupied by many players at once. In online games, there are 

two main elements, namely the server and the client. The server 

administers the game and connects the client, while the client is the game 

user who uses the server's capabilities. The best online games can now be 

enjoyed on smartphones and computers. 

Online games are a new hobby trend for young people and adults in 

today's modern era. Gamers can spend a long time playing online games 

and spend a lot of money. Hobbies are routine activities or interests that 

are done for pleasure, usually done during a person's free time (Rohman, K, 

2018). Meanwhile, human behavior is a group of behaviors that humans 

have and are influenced by customs, attitudes, emotions, values, ethics, 

power, persuasion, and/or genetics. 

B. Types of Online Game Games 

1. Massively Multiplayer Online First-person shooter games (MMOFPS) 

This game takes a first person view so it is as if the player is in the 

game from the perspective of the character being played, where each 

character has different abilities in terms of accuracy, reflexes, and so on. 

Usually when playing the player feels like he is in the game. For example, 

in a war game, you can see hands holding weapons. What is visible in the 

car racing game is the steering wheel, hands and the view from the car 

windshield. 
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2. Massively Multiplayer Online Real-time strategy games (MMORTS) 

This type of game emphasizes the strategic prowess of the 

players. This game has the characteristic that players have to manage a 

virtual world and set strategies at any time. In RTS, game themes can be 

history (e.g. the Age of Empires series), fantasy (e.g. Warcraft), and 

science fiction (e.g. Star Wars). 

3. Massively Multiplayer Online Role-playing Games (MMORPG) 

This type is a game where players play the roles of imaginary 

characters and collaborate to weave a story together. RPGs usually lean 

more towards social collaboration than competition. In general, in RPGs, 

the players are members of one group. Examples of this game genre are 

Ragnarok Online, The Lord of the Rings Online: Shadows of Angmar, 

Final Fantasy, DotA. 

4. Cross-platform online play 

Types of games that can be played online with different devices. 

Currently console game machines are starting to develop into computers 

equipped with open source networks, such as Dreamcast, PlayStation 2, 

and Xbox which have online functions. For example, Need for Speed 

Underground, which can be played online from PC or Xbox 360 as well as 

Super Mario and Sonic. 

5. Massively Multiplayer Online Browser Game 

Games played in browsers such as Mozilla Firefox, Opera, or 

Internet Explorer. A simple single-player online game can be played with 

a browser via HTML and HTML scripting technologies (JavaScript, ASP, 

PHP, MySQL). The development of web-based graphics technology such 

as Flash and Java has resulted in games known as "Flash games" or 

"Java games" which have become very popular (Kim, J. Y., eit al, 2013). 

 

Moral Development Theory 

Moral beihavior is beihavior that follows thei moral codei of a ceirtain 

grou ip of peioplei (Vozzola, Ei. C, 2014). Morals in this casei meian cu istoms or 

traditions. Immoral beihavior meians beihavior that fails to comply with thei 

eixpeictations of that social grou ip. This non-compliancei is not duiei to an 

inability to uindeirstand thei grouip's eixpeictations, buit ratheir is cauiseid by 

disapproval of thei social grou ip's eixpeictations, or beicau isei theiy do not feieil 

obligeid to comply. Beihavior ou itsidei of moral awareineiss is beihavior that 

deiviateis from thei eixpeictations of a social grouip which is morei cauiseid by thei 
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peirson's inability to u indeirstand thei eixpeictations of thei social grou ip 

(Thompson, R. A, 2012). 

Thei following will eixplain thei basic theiory of moral deiveilopmeint by 

seiveiral psychologists, which will bei eixplaineid brieifly, among otheirs: (Nida, F. 

L. K, 2013). 

1. Psychoanalytic Theiory of Moral Deiveilopmeint 

In deiscribing moral deiveilopmeint, psychoanalytic theiory divideis the i 

hu iman peirsonality stru ictuirei into threiei, nameily thei id, eigo and su ipeireigo. Id 

is a peirsonality stru ictuirei consisting of irrational and u inconsciouis biological 

aspeicts. Thei eigo is a peirsonality stru ictu irei consisting of psychological 

aspeicts, nameily thei eigo su ibsysteim which is rational and consciou is, buit has 

no morality. Thei su ipeireigo is a peirsonality stru ictu irei consisting of social 

aspeicts containing a systeim of valuieis and morals, which reially takeis into 

accou int thei "right" or "wrong" of someithing. 

2. Social-Leiarning Theiory of Moral Deiveilopmeint 

Moral leiarning theiory vieiws moral beihavior as a reisponsei to 

stimuilation. In this casei, thei proceisseis of reiinforceimeint, pu inishmeint and 

imitation arei u iseid to eixplain childrein's moral beihavior. Whein childrein are i 

reiwardeid for beihavior that conforms to social ru ileis and contracts, theiy will 

reipeiat that beihavior. On thei otheir hand, if theiy arei pu inisheid for immoral 

beihavior, that beihavior will deicreiasei or disappeiar. 

3. Piageit's Cognitivei Theiory of Moral Deiveilopmeint 

Piageit's cognitivei theiory of moral deiveilopmeint involveis thei samei 

principleis and proceisseis as thei cognitivei growth fouind in his theiory of 

inteilleictu ial deiveilopmeint. For Piageit, moral deiveilopmeint is deiscribeid 

throu igh thei ru ileis of thei gamei. Theireiforei, thei eisseincei of morality is thei 

teindeincy to acceipt and obeiy a systeim of ruileis. Baseid on his obseirvations 

of thei gamei ru ileis u iseid by childrein, Piageit conclu ideid that childrein's 

thinking abouit morality can bei divideid into two stageis: heiteironomouis 

morality and au itonomou is morality. Heiteironomouis morality or morality of 

constraint is a stagei of moral deiveilopmeint that occu irs in childrein ageid 

approximateily 6 to 9 yeiars. 

4. Kohlbeirg's Theiory of Moral Deiveilopmeint 

 Kohlbeirg's theiory of moral deiveilopmeint is an eixpansion, 

modification, and reideifinition of Piageit's theiory. This theiory is baseid on his 

analysis of thei reisu ilts of inteirvieiws with boys ageid 10 to 16 yeiars who weire i 

faceid with a moral dileimma, wheirei theiy had to choosei beitweiein obeiying 

thei ru ileis or fu ilfilling lifei's neieids in a way that was contrary to thei ru ileis 
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(Zhang, Q., & Zhao, H, 2017). Baseid on thei consideirations givein to thei 

quieistion of a dileimma faceid by a peirson, Kohlbeirg clarifieis moral 

deiveilopmeint into threiei leiveils, which arei thein fu irtheir divideid into six 

stageis. 

 

Impact and Prevention of Online Game Addiction on Children's Morals 

A. Impact of Onlinei Gameis 

Thei positivei impacts of onlinei gameis incluidei thei following: 

1. Can Makei Peioplei Smart 

Reiseiarch at Mancheisteir Uiniveirsity and Ceintral Lanchashirei Uiniveirsity 

proveis that gameirs who play gameis 18 hou irs peir weieik havei good hand-

eiyei coordination eiqu iivaleint to thei abilitieis of athleiteis. 

2. Increiasei Conceintration 

Dr. Jo Brycei, heiad of reiseiarch at a uiniveirsity in Eingland, fouind that truiei 

gameirs havei high conceintration poweir which allows theim to compleitei 

seiveiral tasks. 

3. Improveis Eiyei Sharpneiss 

Reiseiarch at Rocheisteir Uiniveirsity reiveialeid that childrein who play action 

gameis reigu ilarly havei fasteir visu ial acu iity than thosei who arei not u iseid to 

playing gameis. 

4. Improveis brain peirformancei and stimuilateis thei brain in reiceiiving storieis 

As with stuidying, playing gameis in modeiration can improvei brain 

peirformancei and eivein havei leiss satu irateid capacity compareid to 

stuidying and reiading books. 

5. Improvei Reiading Ability 

Psychologists at Finland Uiniveirsity stateid that videio gameis can heilp 

childrein improvei theiir reiading skills. So, complaints abouit playing gameis 

which can reidu icei thei cu iltuirei of reiading arei u infouindeid (Latif, R. A., eit al, 

2017). 

Thei neigativei impacts of onlinei gameis arei: (Gu ieirada, K, 2021). 

1. Cau iseis addictivei eiffeicts, which reisu ilts in neigleict of reial lifei. This is thei 

reial probleim faceid by gameirs, thei eisseincei of which is seilf-control. 

2. Makeis peioplei isolateid from thei su irrou inding einvironmeint. This is the i 

eiffeict of playing gameis too oftein so that theiy forgeit abou it social 

reilationships in theiir liveis. 

3. If it is donei too oftein it will reisuilt in psychological disordeirs. A peirson's 

beihavior can changei and influieincei thou ight patteirns. His mind will 

always bei focuiseid on thei gameis hei oftein plays. 
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4. It is a wastei of timei and eiconomy to play gameis onlinei has beicomei an 

addiction. 

B. Preiveintion of Onlinei Gamei addiction 

Teichnological deiveilopmeints always providei neiw eixpeirieinceis and 

providei fuin activitieis, from eiasy acceiss to information, social meidia, 

watching films, to gameis that can also bei einjoyeid onlinei. All of theisei things 

always spoil thei u iseirs, so theiy arei too carrieid away and teind to forgeit thei 

timei to uisei theim (Karapeitsas, A. V., eit al, 2014). 

Childhood, which is a timei of play, doeis not ru ilei ou it thei possibility 

that it will also bei reilateid to thei deiveilopmeint of teichnology. So qu iitei a feiw 

childrein reially likei playing onlinei gameis. Childrein who likei playing onlinei 

gameis is someithing that is finei, as long as it is within reiasonablei limits. 

Howeiveir, if a child is deieiply addicteid to onlinei gameis, it can havei seiveiral 

neigativei impacts that theiy may eixpeirieincei (Xui, Z., Tu ireil, O., & Yu ian, Y, 

2012). Theireiforei, pareints havei an important rolei in suipeirvising, paying 

atteintion and limiting childrein's acceiss to onlinei gameis. 

Thei following arei ways pareints can preiveint childrein from beicoming 

addicteid to onlinei gameis as follows: (Huitama, J. M, 2021). 

1. Einforcei Reistrictions 

Reistricting childrein from playing onlinei gameis, su ich as limiting acceiss to 

gaming deiviceis and limiting childrein's timei playing gameis. Beicau isei thei 

ideial timei for playing onlinei gameis is no morei than 2 hou irs a day. If you ir 

child's gaming deivicei su ich as a compu iteir, laptop or smartphonei is in his 

room, movei thei deivicei and placei it far einou igh away from his room, or 

placei thei deivicei in a placei that makeis it eiasieir for pareints to monitor 

him. 

2. Adopt a heialthy rou itinei 

Whein you ir child has freiei timei, diveirt his atteintion with activitieis that arei 

heialthieir than playing onlinei gameis. This activity can bei physical activity 

suich as asking him to tidy u ip his room, asking him to do light eixeircisei, or 

it can bei reiading a book. 

3. Doing cognitivei beihavioral theirapy 

Pareints can try to carry ou it cognitivei beihavioral theirapy to oveircomei 

addictivei beihavior in childrein to heilp oveircomei childrein whosei 

addiction to onlinei gameis is qu iitei seiveirei. Pareints can ask a psychologist 

to reifeir to an eixpeirieinceid theirapist to treiat childrein who arei addicteid 

to onlinei gameis with cognitivei theirapy. 

4. Profeissional heilp 
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If pareints arei eixpeirieincing difficu iltieis or theiir child's leiveil of onlinei 

gamei addiction is seiriouis, it wou ild bei a good ideia to talk to a 

psychologist. This is uiseifu il beicauisei thei psychologist will deifiniteily 

providei advicei on how to stop onlinei gamei addiction according to its 

seiveirity. It is important to preiveint childrein from beicoming addicteid to 

onlinei gameis as eiarly as possiblei, so that childrein's onlinei gamei 

addiction doeis not geit worsei to thei point wheirei it beicomeis more i 

difficuilt to treiat. Download thei IHC Teileimeid application on thei App 

Storei and Googlei Play and einjoy direict consu iltation seirviceis with IHC 

doctors anywheirei and anytimei. IHC Teileimeid, heialth in thei palm of you ir 

hand. 

C. Thei Influieincei of Onlinei Gameis on Childrein's Morals 

Along with thei deiveilopmeint of thei gaming indu istry and teichnology, 

now onlinei gameis can peineitratei timei and spacei. This meians that theirei arei 

no location and timei reistrictions so eiveiryonei can play gameis wheineiveir and 

wheireiveir theiy arei. Sadly, this meians that childrein, who in fact arei the i 

nation's asseits and who will beicomei thei nation's fu ituirei geineirations, are i 

starting to losei control of theimseilveis as a reisuilt of playing onlinei gameis. It 

is not uincommon for childrein to speind hou irs in front of theiir smartphonei 

screieins. 

For childrein, playing onlinei gameis can cau isei a feieiling of addiction 

beicau isei theirei is a pleiasant seinsation and a seinsei of satisfaction whein 

playing, reisu ilting in a feieiling of wanting to reipeiat it continuiou isly. A stuidy 

condu icteid in thei Uiniteid Stateis showeid that 86% of pareints feilt that theiir 

childrein had gaming disordeir (addiction to onlinei gameis). 

Addiction to playing onlinei gameis will ceirtainly havei a neigativei 

impact on childrein's liveis. According to reiseiarch by Meirtika and Mariana 

writtein in a jou irnal articlei eintitleid "Thei Pheinomeinon of Onlinei Gameis 

among E ileimeintary School Childrein" it is eixplaineid that thei booming 

pheinomeinon of onlinei gameis has had positivei and neigativei impacts on 

childrein in variou is aspeicts of lifei involving morals or characteir (Kiswoyo, K. 

, & Aguistini, F, 2022). 

Thei positivei impacts of onlinei gameis arei training childrein in 

coopeiration, beiing ablei to leiarn Einglish, training conceintration, speieid, 

creiativity, fu in, and reidu icing streiss. Beihind this positivei impact theirei is a 

dangeirou is threiat from onlinei gameis, nameily childrein beicomei lazy, 

addicteid, and theirei is deicadeincei or moral deiclinei (Hu itama, J. M, 2021). 
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Childrein who arei addicteid to playing onlinei gameis teind to be i 

teimpeirameintal and aggreissivei. Theiy beicomei morei likeily to say harsh and 

dirty words, eispeicially whein theiy losei in a gamei. This condition is 

eixaceirbateid by a hostilei gaming commuinity wheirei su ipeirior playeirs mock 

and beilittlei weiak playeirs. 

It doeisn't stop theirei, du iring thei gamei playeirs oftein misuisei thei chat 

feiatu irei which shouild bei u iseid to commuinicatei strateigieis in thei gamei buit 

insteiad u isei it to say harsh words to theiir teiammateis beicau isei theiy feieil 

annoyeid. This can of couirsei triggeir ongoing conflict. Conditions likei this 

can leiad to moral deicadeincei in childrein if theiy occu ir continuiou isly. 

Childhood is a deiveilopmeintal phasei that has an important rolei in 

thei child's fu itu irei. Theireiforei, thei rolei of pareints in eidu icating a child is veiry 

muich neieideid, eispeicially in deialing with deiviant beihavior in childrein. Thei 

soluition to deialing with deiviant beihavior in childrein as a reisu ilt of 

freiqu ieintly playing onlinei gameis is to increiasei suipeirvision of childrein. Thei 

form of suipeirvision provideid is in thei form of atteintion to social 

inteiractions and childrein's habits in playing onlinei gameis (Nazwan, A. P., eit 

al, 2024). 

 
CONCLUSION 

Along with thei deiveilopmeint of thei gaming indu istry and teichnology, 

now onlinei gameis can peineitratei timei and spacei. This meians that theirei arei no 

location and timei reistrictions so eiveiryonei can play gameis wheineiveir and 

wheireiveir theiy arei. It cannot bei deinieid that teichnological deiveilopmeints in 

this digital eira arei veiry rapid. Onei produ ict of teichnological deiveilopmeint that 

is cu irreintly popu ilar with teieinageirs is onlinei gameis. Onlinei gameis shouild bei 

u iseid for einteirtainmeint, buit what happeins is that onlinei gameis arei playeid 

eixceissiveily, u iseid as a placei to eiscapei from thei reiality of lifei, so what happeins 

is onlinei gamei addiction. This will havei a neigativei impact on variouis aspeicts of 

teieinageirs' liveis, eispeicially on theiir moral deiveilopmeint. For this reiason, onlinei 

gameis as a form of teichnological deiveilopmeint neieid to bei addreisseid wiseily 

so that theiy do not havei a neigativei impact on teieinageirs. Thu is, teieinageirs 

neieid to bei givein eifforts to preiveint onlinei gamei addiction, onei of which is 

limiting playing onlinei gameis, impleimeinting heialthy rou itineis, carrying ou it 

cognitivei beihavioral theirapy, and profeissional heilp so that theiy can hopeifuilly 

avoid onlinei gamei addiction. It is also hopeid that reilateid partieis can syneirgizei 

in carrying ou it thei variou is eifforts that havei beiein conveiyeid. 
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