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ABSTRAK

Pada saat ini, banyak remaja yang gemar bermain video game. Tujuannya sekedar
hanya ingin bersenang-senang menghilangkan stress dan mengisi waktu luang.
Tetapi ada juga yang memainkan video game secara berlebihan hingga membawa
dampak negatif. Bermain video game dianggap banyak orang merupakan aktivitas
yang negatif dan dapat membawa efek negatif. Dalam ICD-11 oleh WHO juga
menetapkan bahwa kecanduan video game adalah gangguan mental. Penelitian ini
bertujuan untuk mengetahui adakah pengaruh bermain video game terhadap
kesehatan mental dan emosional pada remaja yang bermain video game.
Penelitian ini bertempat di SMP Pembangunan Jaya Tangerang Selatan pada
Januari 2019. Penelitian ini menggunakan metode observasional analitik dengan
rancangan studi belah lintang (cross sectional). Subjek penelitian ini adalah siswa
SMP Pembangunan Jaya Tangerang Selatan yang dipilih secara purposive
sampling. Pengambilan data dilakukan menggunakan kuesioner strength and
difficulties questionnaire (SDQ), kuesioner karakteristik responden disertai data
bermain video game. Uji hipotesis korelasi antara durasi dan frekuensi bermain
video game dengan masalah mental emosional dianalisis dengan uji korelasi
spearman. Jumlah sampel terdapat 184 siswa yang bermain video game. Durasi
bermain per minggu dengan nilai minimal 25 menit dan maksimal 56 jam per
minggu dengan minimal 1 kali dan maksimal 7 kali. Hasil dari analisis korelasi
spearman didapatkan pada subskala perilaku prososial (r= -0,06 ; p
=0,419),emosional(r= -0,149 ; p=0,044), masalah perilaku(r= 0,002 ; p=0,976),
hiperaktivitas (r= -0,048 ; p=0,518), masalah hubungan antar sesama (r= -0,33 ;
p=0,656).dapat disimpulkan terdapat nilai signifikan antara bermain video game
terhadap subskala gejala emosional dan tidak terdapat pengaruh antara bermain
video game terhadap subskala perilaku prososial, masalah perilaku, hiperaktivitas
dan masalah hubungan antar sesama.

Kata kunci : durasi, masalah mental dan emosional, SDQ, remaja
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ABSTRACT

At this time, many teenagers are fond of playing video games. The goal is just to
have fun relieving stress and filling your free time. But there are also those who
play video games excessively to have a negative impact. Playing video games is
considered by many to be a negative activity and can have negative effects. The
ICD-11 by WHO also stipulates that video game addiction is a mental disorder.
This study aims to determine whether there is the effect of playing video games on
mental and emotional health in teens who play video games. This research took
place at SMP Pembangunan Jaya Tangerang Selatan on January 2019. This study
used an observational analytic method with cross sectional study design. The
subjects of this study were students of the SMP Pembangunan Jaya Tangerang
Selatan who were selected by purposive sampling. Data retrieval was done using
a strength and difficulty questionnaire (SDQ) questionnaire, the respondent's
characteristic questionnaire was accompanied by data playing video games.
Hypothesis testing correlation between duration and frequency of playing video
games with mental emotional problems was analyzed by spearman correlation
test. The number of samples is 184 students who play video games. Duration of
play per week with a minimum score of 25 minutes and a maximum of 56 hours
per week with a minimum of 1 time and a maximum of 7 times. The results of
spearman correlation analysis were obtained in the prosocial behavior subscale
(r =-0.06; p = 0.419), emotional (r = -0.149; p = 0.044), behavioral problems (r
= 0.002; p = 0.976), hyperactivity (r = -0.048; p = 0.518), relationship problems
between others (r = -0.33; p = 0.656). It can be concluded that there is a
significant value between playing video games on the emotional symptom
subscale and there is no influence between playing video games on the prosocial
behavior subscale behavioral problems, hyperactivity and relationship problems
between others.

Key word : duration, mental and emotional problems, SDQ, teenager
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