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ABSTRACT 

Hafizh Prasetyo Wibowo. 181230149. 2025. The Correlation Between 

Students’ Habit of Playing Online Games and English Learning 

Achievement (A Correlative Study of XI Grade Students At SMAN 13 

Kabupaten Tangerang) 

This study aims to examine the correlation between students’ habit of 

playing online games and their English learning achievement among the 

eleventh-grade students at SMAN 13 Kabupaten Tangerang. The background 

of this research is based on the growing popularity of online games among 

teenagers and the potential influence of such activities on academic 

performance, particularly in English learning. This research employs a 

quantitative method with a correlational approach. Data were collected 

through questionnaires regarding students’ gaming habits and documentation 

of their English subject scores. The sample consisted of randomly selected 

eleventh-grade students. The results indicate a significant correlation 

between the habit of playing online games and English learning 

achievement. The findings suggest that playing online games, especially 

those involving English content, can have a positive impact on vocabulary 

acquisition and language comprehension. However, the correlation is 

moderate, indicating that online gaming is not the sole factor affecting 

academic performance. This study recommends that teachers and parents 

consider the potential of online games as an innovative learning medium 

when used wisely. 

Keywords: Online gaming habit, academic achievement, English learning, 

correlation, high school students. 
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