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ABSTRAK

Harmoko, Erig. 2019. "Hubungan durasi waktu bermain game online dengan
kejadian insomnia pada remaja di SMP Wahid Hasyim Malang”. Karya Tulis
llImiah. Program Studi Keperawatan Poltekkes RS dr. Soepraoen Malang.
Pembimbing | : Kumoro Asto Lenggono, M. Kep. Pembimbing Il : Letkol M Hadi
Mulyono, S. Kep. Ners.,M.Kes.

Remaja sekarang banyak yang bermain game online sampai larut malam dan
menimbulkan dampak insomnia, Insomnia adalah kesulitan memulai dan
mempertahankan tidur (Rizqgiea, et al., 2012). Orang yang mengalami insomnia memiliki
kualitas dan kuantitas tidur yang kurang. Masalah remaja sekarang adalah kurangnya
pemenuhan kebutuhan tidur, namun kenyataannya remaja lebih memilih tidur larut
malam dan harus bangun pagi karena kewajiban sebagai pelajar. Tujuan penelitian ini
adalah untuk mengetahui hubungan durasi waktu bermain game online dengan
kejadian insomnia pada remaja di SMP Wahid Hasyim Malang.

Desain penelitian yang digunakan adalah korelasi dengan menggunakan
pendekatan cross sectional. Populasi pada penelitian ini adalah siswa kelas 8 di SMP
Wahid Hasyim Malang yang bermain game online. Teknik sampling menggunakan
nonprobability sampling dengan metode purposive sampling. Jumlah responden 32
orang. Variabel penelitian ini adalah durasi waktu bermain game online pada remaja
dan kejadian insomnia. Uji statistik menggunakan Sommers’d Gama.

Dalam penelitian ini sebagian besar responden dalam katagori lama yaitu 17
siswa(56%), dan sebagian kecil adalah katagori cukup yaitu sebanyak 3 siswa (10%).

Kemudian sebagian besar responden mengalami insomnia berat
yaitu sebanyak 13 siswa (41%) sedangkan sebagian kecil yang ringan yaitu sebanyak 9
siswa (28%).

Hasil uji korelasi Sommers’d Gama diperoleh nilai signifikan 0,000 p value 0,858.
karena nilai p value (0,00) < (0.05) maka dapat disimpulkan bahwa ada hubungan
durasi waktu bermain game online dengan kejadian insomnia pada remaja di SMP
Wahid hasyim Malang.

Berdasarkan penelitian ini, diharapkan responden dapat mengurangi durasi
waktu bermain game online sehingga kejadian insomnia dapat dikurangi.

Kata Kunci : Durasi waktu, game online, kejadian insomnia



ABSTRACT

Harmoko, Erig. 2019. " The relationship of the duration of playing online games
with the incidence of insomnia in adolescents at Wahid Hasyim
Middle School Malang ". Scientific papers. Nursing Study Program
Poltekkes RS Dr. Soepraoen Malang. Advisor I: Kumoro Asto Lenggono,
M. Kep. Advisor II: Lieutenant Colonel M Hadi Mulyono, S. Kep. Ners.,
M.Kes.

Many teens now play online games late into the night and cause insomnia,
insomnia is the difficulty of starting and maintaining sleep (Rizgiea, et al., 2012). People
who experience insomnia have poor quality and quantity of sleep. The problem of
adolescents now is the lack of fulfilment of sleep needs, but in reality teenagers prefer
to go to bed late and have to get up early because of their obligations as students. The
purpose of this study was to determine the relationship of the duration of time playing
online games with the incidence of insomnia in adolescents at Wahid Hasyim Middle
School in Malang.

The research design used was correlation using a cross sectional approach. The
population in this study were 8th grade students at Malang Wahid Hasyim Middle
School who played online games. The sampling technique uses nonprobability sampling
with a purposive sampling method. The number of respondents is 32 people. The
variable of this study is the duration of playing online games in adolescents and the
incidence of insomnia. Test statistics using Sommers’d Gama.

In this study most of the respondents in the old category were 17 students (56%),
and a small number were adequate categories, namely as many as 3 students (10%).
Then the majority of respondents experienced severe insomnia as many as 13 students
(41%) while a small portion were mild ie as many as 9 students (28%).

The Sommers’d Gama correlation test results obtained a significant value of
0,000 p value 0.858. because the value of p value (0,00) <(0.05), it can be concluded
that there is a relationship between the duration of time playing online games with the
incidence of insomnia in adolescents at Wahid Hashim Middle School in Malang.

Based on this research, it is expected that respondents can reduce the duration
of playing online games so that the incidence of insomnia can be reduced.

Keywords: Duration of time, online game, incidence of insomnia



