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Abstract
The rapid development of digital technology has significantly
influenced the lifestyle and behavior of young people, including in
moral aspects. Online gaming, as one of the most popular forms
of digital entertainment, is often associated with both positive and
negative behavioral changes among adolescents. This study aims

Asticle Information: to examine how online gaming habits influence changes in

Received January 15, 2023 adolescents’ morals and to identify possible solutions to these
Revised F ebruarylS, o0p3  moral issues. This study employs a qualitative method with a
Accepted March 9, 2023 phenomenological approach, using data obtained from in-depth

interviews with twenty informants, including parents, school
teachers, and community leaders. The informants were selected

Keywords: Negative impact, ~ through purposive sampling. The interview data were analyzed

adolescent babits, online games, using the Miles and Huberman analysis model. Overall, the

character findings reveal five negative impacts of online gaming habits on
adolescents’ moral development: i) laziness, ii) disobedience to
parents, iii) selfishness, iv) temperamental behavior, and v)
dishonesty. The results of this study can serve as preliminary data
for future research examining similar issues in different contexts
and topics.

INTRODUCTION

In this day and age, it is undeniable that technological development is
becoming increasingly rapid and sophisticated (Nurjayanti & Sanmas, 2022; Rozalia,
2017). Technology has evolved into an essential aspect of modern life, as evidenced
by the emergence of various innovations equipped with supporting features such as
music applications, social media, and online games (Lestari et al., 2015; Rozalia, 2017,
Wadi & Selfina, 2016). These applications also rely heavily on a stable internet
connection, allowing gadget users to engage with them comfortably and enjoyably.

According to a survey conducted by the Central Statistics Agency, the number
of internet users in 2014 exceeded 19.8 million, and this number continues to
increase monthly in line with technological advancement. The majority of users are
teenagers aged 12 to 24 years (Arifah & Maknun, 2024; Syifa et al., 2019). Computers
and smartphones are among the most significant technological innovations, offering
advanced features such as messaging applications (e.g., WhatsApp and Telegram) and
social media platforms (e.g., Instagram, YouTube, and TikTok). One of the most
popular features among teenagers today is online gaming (George & Odgers, 2015;
Hagedorn & Young, 2011).
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The growing popularity of online gaming among students and young people
has also attracted scholarly attention. Figure 1 illustrates the bibliometric mapping of
research trends related to online gaming, internet use, and digital interaction from
2014 to 2022 using VOSviewer analysis.
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Fig 1. Keyword co-occurrence map on online game research

The visualization reveals a strong interconnection between keywords such as
online games, computer games, internet, social networking, and students, indicating
that studies on online gaming are closely associated with issues of technology use,
digital interaction, and learning environments. This mapping supports the growing
recognition of online games as both an educational and behavioral phenomenon
among students. Online games are digital applications designed primarily for
entertainment on computers and mobile devices. Initially intended to relieve
boredom and stress, online games have now become one of the most dominant
interests among young people (Fasya & FPriska Amelia, 2022; Widiasih, 2010).
According to Halim et al (2017); Hofferth (2010), online games are computer-based
games that can be played by many people via the internet, with the goal of achieving
specific missions or victories in a virtual environment. These games can be played by
individuals from different locations or even different countries as long as they are
connected to the internet (Surbakti, 2017).

Some of the most popular online games include Mobile Legends, Free Fire,
and PUBG Mobile. The gaming culture has become a trend among the younger
generation, including teenagers and even elementary school students, both in rural
and urban areas (Isnaini et al., 2021). Adiningtiyas (2017) found that adolescents are
particularly vulnerable to the influence of online gaming, as these games often have
addictive properties. Excessive gaming can affect children’s and adolescents’ daily
lives and moral behavior (Listianingsih & Supriyadi, 2024; Manumpil et al., 2019;
Widiasih, 2016).

Online games possess addictive characteristics that can negatively influence an
individual’s moral behavior. Teenagers often imitate the actions displayed in games,
especially those containing scenes of violence (Nurjayanti & Sanmas, 2022; Sari,
2019). This addiction is reflected in their tendency to spend long hours playing
without regard for time. As a result, many experience reduced social interaction,
neglect of parental responsibilities, and reluctance to assist with household tasks or
engage with neighbors (Chusna, 2017).

As highlighted in previous studies, online game addiction can lead to
behavioral and moral degradation among adolescents. Those who are addicted to
gaming tend to imitate violent behavior found in games, and some even engage in
physical altercations (Desiningrum et al.,, 2023; Hidayah, 2025; Nurhaini, 2018).
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Severe addiction may drive individuals to commit extreme actions such as stealing
money to buy game items, arguing or fighting with parents, and even committing acts
of violence against family members (Dewanti et al., 2016; Pebriana, 2017). Some
gamers neglect basic needs such as bathing, eating, or fulfilling responsibilities
(Haerani et al., 2023; Khafsoh, 2017).

Referring to the above explanation, it is evident that morality is a key indicator
of one’s faith. Good moral conduct enables young people to live according to Islamic
teachings. Morality serves as both psychosocial and social control for individuals and
society, forming the foundation of a stable human personality. Without moral values,
human life would lose its ethical compass. Therefore, the role of parents is crucial in
guiding adolescents, especially those struggling with online gaming addiction. Parents
must demonstrate patience and consistency in monitoring their children (Larasati &
Radjikan, 2023; Minyati, 2016; Wiguna et al., 2020).

Based on these phenomena, it is clear that online gaming has become not only
a form of entertainment but also a social issue that influences adolescents’ moral
behavior. Hence, it is important to review previous studies that have discussed the
relationship between online game addiction and moral development among youth as
the foundation for this research.

Several studies Janani & Nur (2023); Mulyadi (2019); Pertiwi et al (2018); Dewi
(2019) have shown that online game addiction negatively affects children’s morals,
leading to issues such as time wastage, financial irresponsibility, neglect of worship,
poor concentration in learning, emotional instability, laziness, and imitation of
violent scenes (Hofferth, 2010; Putri & Samatan, 2022; Ratnaya, 2011; Yushardi et al.,
2022). Excessive gaming can also lead to aggressive behavior, including violence
toward parents (Adiningtiyas, 2017; Ginanjar, 2013; Magta & Ni Putu, 2022; Palupi et
al., 2022; Sejati, 2013). Such behavior contradicts Islamic teachings, which emphasize
politeness, humility, and respect toward parents values that are now increasingly
fading (Asyraini, 2021; Mega et al., 2017; Sulaiman, 2017). Furthermore, several cases
of youth violence have emerged due to trivial issues such as losing virtual items or
being mocked by peers (Fadila et al., 2022; Zahid, 2017). Violent-themed online
games contribute to aggressive behavior, especially among male adolescents who are
more likely to prefer such games (Fasya & Friska Amelia, 2022; Martin et al., 2014;
Novarinda, 2017).

Halawa & Christopher (2017) argue that poor moral behavior among
adolescents often results from a lack of parental attention, weak supervision, stress,
and improper parenting styles. Parents who are preoccupied with work tend to
provide insufficient supervision, causing children to seek entertainment and comfort
through online games (Wulandari & Kristiawan, 2017). Without parental guidance,
adolescents are unable to control their gaming habits, which can further deteriorate
their moral behavior toward parents, peers, and others in daily life (Pravitasari, 2019;
Rakhmawati, 2015).

Parenting patterns and communication between parents and children also
affect children’s behavior (Nugroho, 2016; Pebriana, 2017; Purnami Dewi, 2019).
Common parenting styles include permissive, authoritarian, and neglectful
approaches. Authoritarian parenting accompanied by low parental sensitivity tends to
pressure children, resulting in negative behavioral outcomes (Adawiah, 2017; Fitriani
et al., 2023; Yaffe, 2023).

Research on parental assessments of adolescent moral behavior among online
game players Aji (2022); Cosa et al (2023); Virlia & Setiadji (2017) generally concludes
that continuous gaming disrupts students’ academic performance, reduces social
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interaction, and diminishes motivation to explore their abilities (Mufidah, 2022;
Safriani & Kurniawan, 2018; Sutarwan, 2019). Dewi (2022) further note that
excessive gaming without parental supervision negatively impacts children’s
communication skills and social interactions.

METHODS

This study employs a qualitative method with a phenomenological approach.
According to Bartlett & Vavrus (2016); Crowe et al (2016); De Maeseneer (2018);
Engkizar et al (2023), phenomenology is a type of research used when researchers
aim to observe phenomena or events in depth, both individually and within
community groups. Referring to these opinions, and considering the issues and
problems raised in this study, this research design is deemed appropriate to use. The
data were collected from twenty informants consisting of parents, school teachers,
and community leaders. The informants were selected using a purposive sampling
technique. According to Nurdiani (2014), the selection of informants must fulfill four
criteria: (1) being actively involved in the field studied, (2) having competence related
to the problem under investigation, (3) being willing to allocate time to provide
information to researchers, and (4) being honest in providing information according
to actual field conditions.

After completing the interviews with all informants, the recorded data were
transcribed, and themes were identified in accordance with the research objectives
and data requirements. According to Hammarberg et al (20106); Hyers (2018); Masyud
(2016); Sugiyono (2016); Terry et al (2017), thematic analysis is an analytical
technique that enables researchers to analyze interview results clearly and present
findings in a way that is easily understood by readers. The entire process of thematic
analysis was conducted using the Miles and Huberman analysis technique. The use of
this technique aims to visualize research results (themes) through graphs or figures
derived from the thematic analysis of Miles and Huberman’s framework. This
thematic approach facilitates researchers in presenting the findings comprehensively
(Chasanah et al., 2017; Dhakal, 2022; Garcia, 2018; Woolf & Silver, 2017; Zamawe,
2015).

RESULT AND DISCUSSION

Based on the results of interviews conducted with twenty informants, the
overall results of the study found five themes of the negative impact of online games
on adolescent morals. The five themes are: 1) being lazy; ii) disobedience to parents;
ii) selfish; iv) temperamental; v) likes to lie. To make it clearer the five negative
impacts of online games can be seen in Figure 1 below:
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In order to make the results and discussion of this study more engaging to
read, the author presents excerpts from interviews with all informants. The
descriptions of these interviews are presented in slightly different wording but, in
general, convey the same meaning after being analyzed. The first negative impact of
online games on adolescent morals is laziness. According to the informants, the
negative effect of online games is that children become lazy, neglecting their daily
activities and school responsibilities. This was expressed by informants as shown in
the following excerpts:

oo Since my child learned to use a mobile phone, his behavior has changed. He used to help

me clean the house before I went to sell, but now he just stays home playing with bis phone

(Informant 5). ... Students who are addicted to online games never complete assignments on

time; some even claim they forgot to do them (Informant 13).

The second negative impact of online game addiction is disobedience to
parents. Informants stated that children who are addicted to online games often
disobey their parents’ advice and instructions. These children consider their parents a
disturbance to their activities and prefer to spend time playing with friends. This was
described in the following statements:

o When I ask him to do his schoolwork, instead of obeying, he argues that 1 am too

restrictive and sarcastic. Worse, he even dares to talf back to his father (Informant 10). ...

As community members, we are concerned about teenagers in our village. Many of them ask

their parents for money, shouting and arguing, just to buy online game packages (Informant

2).

The third negative impact is selfishness. According to the informants, children
who are addicted to online games tend to ignore their surroundings and always want
to win. This was explained as follows:

oo In class, they often get into conflicts over trivial matters with their seatmates, but since no

one wants to give in, the fights escalate (Informant 15). ... When the older sister borrowed

her younger sister’s phone to do schoolwork, the younger sister refused even though she was

crying. 1 had to intervene before it turned into a fight (Informant 9).

The fourth negative impact of online game addiction is a temperamental
attitude. According to the informants, teenagers who are addicted to online games
easily become angry over small matters and tend to lose control of their emotions.
This was reflected in the following excerpts:

wo My child has difficulty controlling his emotions. When bis younger sibling is playing with a

phone, he grabs it without thinking. When advised, he gets angry and throws things around

(Informant 17). ... It is difficult to advise the youth in our village; they often shout at us

(Informant 14). ... Az school, we are sometimes overwhelmed by these temperamental

students. They play games until four in the morning and then sleep during class. When

awarkened, they respond angrily, saying they are too sleepy (Informant 6).

The fifth negative impact is dishonesty. This is considered a serious problem
because it affects adolescents’ future character and the trust others place in them.
Informants expressed:

. As parents, we are worried abont onr child’s behavior. Sometimes he says be is going to

study at a friend’s house, but when we check, it turns out he went to an internet café to play

games, even using school fees to buy game vouchers (Informant 19). ... Some children skip
school or pretend to be sick just to play games at the internet café. When asked by their

parents, they lie, saying they were at school (Informant 7).

Adolescents are more prone to online game addiction than adults. Adolescence
is a period of instability, curiosity, and experimentation (Jordan and Andersen, 2016).
As a result, adolescents addicted to online games tend to lose interest in other

Khalifa: Journal of Islamic Education

Vol. 7, No. 1, pp. 29-43, 2023 33



The Impact of Technology Use on Moral Decadence among Muslim Youth

activities, feel anxious when unable to play, and experience decreased academic
performance, social interaction, and physical health.

Being lazy is a habit influenced by one’s environment and inability to manage
time or discipline oneself (Elvadari, 2023; Januardi, 2017; Shahjahan, 2015).
According to Andriani & Basri (2022), online games can induce laziness in studying,
performing worship, and doing homework. Furthermore, online games negatively
affect children’s emotions and social awareness (Hayati, 2021; Pelawi, 2021;
Ramdhan et al., 2022).

Lestari et al (2015); Wadi & Selfina (2010) state that excessive gaming decreases
brainwave activity in the frontal region, leading to emotional instability,
aggressiveness, difficulty concentrating, and poor social relationships. This behavior
causes adolescents to lose social awareness, preferring to spend hours with gadgets
rather than study or fulfill religious duties (Arifah & Maknun, 2024; Jonathan &
Yudani, 2015; Syifa et al., 2019).

Disobedience to parents arises from neglect of the real world, leading to
rebellious attitudes (Fauziyah, 2017; Pangastuti, 2017; Sari & Widiansyah, 2023). Such
behavior may manifest as arguing, skipping class, or even aggression (Kartini, 2010).
When teenagers are prohibited from playing games, they often respond with anger
and disrespect toward their parents (Akmarina, 2020).

Selfishness, defined as prioritizing personal interests without regard for others
(Corredor et al., 2014; Padilla-Walker et al., 2012), often arises among gamers who
lack empathy and refuse to listen to others (Halim et al., 2017). Online gaming
fosters individualism and serves as an outlet for dissatisfaction when social attention
is lacking (Cynthia et al., 2021; Rini & Huriah, 2020).

A temperamental attitude results from poor emotional regulation and imitation
of aggressive behavior observed in games (Hidayat et al., 2021; Hofferth, 2010;
Mulyadi, 2019). As stated by Pertiwi et al (2018), imitation occurs when individuals
reproduce behaviors they observe in others. Consequently, teenagers may adopt
violent or stubborn attitudes (Arifmiboy, 2018; Erzad, 2018; Sofianto, 2010).

Dishonesty, another moral decline caused by online gaming, arises because
adolescents fear being caught playing. Over time, this behavior becomes habitual
(Clark et al., 2016; Mar’ie & Fahyuni, 2021; Sobry, 2017). Gamers may lie,
manipulate, and even steal money to buy game credits (Aburahmah et al., 2016;
Lemmens & Weergang, 2023; Putri, 2023; Ulan et al., 2021). This behavior damages
trust within families and communities (Endrik & Hanif, 2022; Indahri, 2019; Murphy
et al, 2021).

To prevent these negative effects, parents and teachers must play an active role
in helping adolescents avoid online game addiction. Preventive efforts include
controlling screen time, limiting game duration to no more than three hours a day,
and encouraging family interaction to strengthen social bonds (Chusna, 2017; George
& Odgers, 2015; Hagedorn & Young, 2011; Khafsoh, 2017; Listianingsih &
Supriyadi, 2024; Manumpil et al.,, 2019; Widianto, 2015). Parental supervision is
essential in guiding children’s study habits and entertainment choices, as family
interaction significantly shapes adolescent behavior (Andriyani, 2020; Evans et al.,
2013; Holt, 2016; Kwon et al., 2016; Maria, 2022; Muttabiah et al., 2021; S. Peren et
al., 2024).

CONCLUSION
This research succeeded in revealing five negative impacts of online games on
adolescent morale, as well as the efforts made by parents to deal with these problems.
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Based on the results of this study, the five negative impacts of adolescent habits due
to online games are moral decadence that parents must pay attention to so that they
do not become permanent behaviors in children. Thus, in addition to teachers at
school, of course, parents as the main educators for children have the responsibility
to find solutions to these habits. At least this research can be used as a reference and
basis for future researchers to examine this issue in different issues and contexts.
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