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ABSTRAK

Maulidya, Rizky Dinda. 2020. Gambaran Pengetahuan Remaja Tentang
Dampak Negatif Game Online Bagi Kesehatan Fisik dan Mental.
Karya Tulis llmiah. Program Studi Keperawatan Poltekkes RS dr.
Soepraoen Malang. Pembimbing (I) Tien Aminah, M.Kep dan
Pembimbing (1) Heny Nurmayunita, S.Kep.,Ners, M.MRS.

Game online adalah permainan dimana banyak orang dapat bermain
pada waktu yang sama melalui jaringan komunikasi online serta
menggunakan jaringan internet. Fenomena bermain game online secara
berlebihan sebagian besar terjadi dikalangan remaja. Mereka bermain
game online dengan alasan sebagai hiburan, tanpa mereka sadari waktu
yang mereka perlukan dengan keluarga semakin berkurang sehingga
berdampak juga pada prestasi yang semakin menurun, kesehatan fisik
dan mental mereka. Tujuan dari penelitian ini untuk mengetahui
pengetahuan remaja tentang dampak negatif game online bagi kesehatan
fisik dan mental.

Penelitian ini  menggunakan desain penelitian deskriptif yang
dilakukan di Warnet Yusuf Kecamatan Blimbing Kota Malang pada tanggal
13 - 26 Januari 2020 dengan populasi rata-rata perbulan sejumlah 150
remaja dan sampel sejumlah 75 remaja. Sampling yang digunakan
accidental sampling. Alat ukur kuesioner serta analisa data berupa coding,
scoring, tabulating, persentase.

Hasil penelitian menunjukkan hampir setengahnya memiliki
pengetahuan kurang sebanyak 32 responden (43%), baik sebanyak 22
responden (29%), dan cukup sebanyak 21 responden (28%). Hasil
tersebut dimungkinkan karena faktor yang mempengaruhi pengetahuan
yaitu usia, pendidikan, dan sumber informasi.

Melihat hasil penelitian ini, diharapkan remaja lebih aktif mengikuti
kegiatan penyuluhan agar dapat meningkatkan pengetahuan tentang
dampak negatif game online bagi kesehatan fisik dan mental.

Kata Kunci: Pengetahuan Remaja, Game Online, Kesehatan Fisik dan
Mental
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ABSTRACT

Maulidya, Rizky Dinda. 2020. Descriptions of Teenagers' Knowledge of
the Negative Impacts of Online Games for Physical and Mental
Health. Scientific Papers. Nursing Study Program Poltekkes Hospital
Dr. Soepraoen Malang. Advisor (1) Tien Aminah, M.Kep, and Advisor
(1) Heny Nurmayunita, S.Kep., Ners, M.MRS.

Online games are games where many people can play at the same
time through online communication networks and use the internet network.
The phenomenon of playing online games excessively occurs mostly
among teenagers. They play online games for reasons of entertainment,
without realizing that the time they need with their family is decreasing so
that it also impacts on their declining achievements, their physical and
mental health. The purpose of this study was to determine adolescent
knowledge about the negative effects of online games on physical and
mental health.

This study used a descriptive research design conducted at Warnet
Yusuf, Blimbing District, Malang on 13 - 26 January 2020 with an average
monthly population of 150 adolescents and a sample of 75 adolescents.
The sampling used was accidental sampling. A questionnaire measuring
tools and data analysis in the form of coding, scoring, tabulating,
percentage.

The results showed almost half had less knowledge as many as 32
respondents (43%), both as many as 22 respondents (29%), and quite as
many as 21 respondents (28%). These results are possible because of
factors that influence knowledge, namely age, education, and information
sources.

Seeing the results of this study, it is expected that adolescents are
more active in participating in counseling activities to increase knowledge
about the negative effects of online games on physical and mental health.

Keywords: Youth Knowledge, Online Games, Physical and Mental
Health
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