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Study of Game Playing Duration and Meal Frequency in Fifth Grade School 

Children at Raudlatul Mubtadiin Private Elementary School, Cirebon 

Regency 

Diva Ayu Wardana1, Priyo Sulistiyono2 

ABSTRACT 

Playing games is one of the activities that is increasingly popular among elementary 

school children. Excessive game playing duration may interfere with other 

important activities, including causing irregular eating frequency in children. 

Irregular eating frequency can affect children’s health and nutritional status. This 

study aimed to describe game playing duration and eating frequency among fifth-

grade students at MIS Raudlatul Mubtadiin, Cirebon Regency. 

This study used a descriptive method with a cross-sectional design and a 

quantitative approach. The study was conducted in January 2026 at MIS Raudlatul 

Mubtadiin, Cirebon Regency. The study population consisted of all 29 fifth-grade 

students, and all were selected as samples using the total sampling technique. Data 

on game playing duration were collected using an online game playing duration 

questionnaire, while eating frequency data were obtained using an eating frequency 

questionnaire. Data were analyzed descriptively using frequency distribution and 

percentages. 

The results showed that most respondents had a good game-playing duration 

(69.0%) and a good eating frequency (58.6%). However, there were still 

respondents with poor game-playing duration (31.0%) and poor eating frequency 

(41.4%). Respondents with poor eating frequency were more commonly found 

among those with poor game-playing duration, accounting for 77.8%. 

In conclusion, there is a tendency that the longer the game playing duration, the 

more irregular the students’ eating frequency becomes. Therefore, better regulation 

of game playing time is needed to prevent disruption of eating habits and students’ 

health. 

 

Keywords: game playing duration, eating frequency, elementary school children, 

online games. 
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Studi Durasi Bermain Game dan Frekuensi Makan Pada Anak Sekolah 

Kelas V di Madrasah Ibtidaiyah Swasta Raudlatul Mubtadiin Kabupaten 

Cirebon 

Diva Ayu Wardana1, Priyo Sulistiyono2 

ABSTRAK 

Bermain game merupakan salah satu aktivitas yang semakin digemari oleh anak 

sekolah dasar. Durasi bermain game yang berlebihan dapat mengganggu aktivitas 

penting lainnya, termasuk frekuensi makan anak menjadi tidak teratur. Frekuensi 

makan yang tidak teratur dapat berdampak pada kesehatan dan status gizi anak. 

Penelitian ini bertujuan untuk mengetahui gambaran durasi bermain game dan 

frekuensi makan pada siswa kelas V di MIS Raudlatul Mubtadiin Kabupaten 

Cirebon. 

Penelitian ini menggunakan metode deskriptif dengan desain cross sectional dan 

pendekatan kuantitatif. Penelitian dilaksanakan pada Januari 2026 di MIS Raudlatul 

Mubtadiin Kabupaten Cirebon. Populasi penelitian adalah seluruh siswa kelas V 

yang berjumlah 29 siswa dan seluruhnya dijadikan sampel menggunakan teknik 

total sampling. Data durasi bermain game diperoleh melalui kuesioner durasi 

bermain game online, sedangkan data frekuensi makan diperoleh menggunakan 

kuesioner frekuensi makan. Analisis data dilakukan secara deskriptif dalam bentuk 

distribusi frekuensi dan persentase. 

Hasil penelitian menunjukkan bahwa sebagian besar responden memiliki durasi 

bermain game kategori cukup baik (69,0%) dan frekuensi makan baik (58,6%). 

Namun, masih terdapat responden dengan durasi bermain game kurang baik 

(31,0%) dan frekuensi makan kurang baik (41,4%). Responden dengan frekuensi 

makan kurang baik lebih banyak ditemukan pada kelompok dengan durasi bermain 

game kurang baik, yaitu sebesar 77,8%. 

Kesimpulan penelitian ini menunjukkan adanya kecenderungan bahwa semakin 

lama durasi bermain game, maka frekuensi makan siswa menjadi semakin tidak 

teratur. Oleh karena itu, diperlukan pengaturan waktu bermain game yang lebih 

baik agar tidak mengganggu kebiasaan makan dan kesehatan siswa. 

 

Kata Kunci : Durasi bermain game, frekuensi makan, anak sekolah dasar, game 

online. 
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