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ABSTRAK

NANDA RATNA DEWI. “Hubungan Intensitas Bermain Game Online dengan
Tekanan Darah Remaja RW 04 Kampung Terban Kota Yogyakarta Tahun 2025

Latar Belakang: Penggunaan game online pada remaja terus meningkat seiring
perkembangan internet di Indonesia. Intensitas bermain game online yang tinggi
dapat menyebabkan gangguan tidur, stress, peningkatan denyut jantung, dan
perubahan tekanan darah. Tekanan darah yang tidak terkontrol pada remaja
berisiko menimbulkan gangguan kardiovaskular. Studi pendahuluan di RW 04
Kampung Terban Kota Yogyakarta menunjukkan sebagian besar remaja bermain
game online hingga larut malam dan mengeluhkan pusing, mudah lelah, serta
jantung berdebar saat bermain.

Tujuan: Mengetahui hubungan intensitas bermain gﬁnﬁne dengan tekanan
darah pada remaja RW 04 Kampung Terban Kota Ya arta Tahun 2025.

Metode: Penelitian kuantitatif korelasional den pendekatan cross sectional.
Sampel berjumlah 40 remaja akhir mengguna %ﬁaknik total sampling. Instrumen
penelitian berupa kuesioner intensitas berrfiain game online dan pengukuran
tekanan darah. Analisis data menggunakarvj-i.Rank Spearman.

Hasil: Mayoritas responden berusia @wun (30%) dan laki-laki (55%). Jenis
game online terbanyak adalah Rgal-7ime Strategy (RTS) sebesar 57,5%.
Sebagian besar responden memiligégénsitas bermain kategori tinggi (40%) dan
tekanan darah normal (67,5%).,{ il uji Rank Spearman menunjukkan nilai p-

value 0,205 (p > 0,05). Q/

Kesimpulan: Tidak terdap t%ungan yang signifikan antara intensitas bermain
game online dengan tek éﬁ darah pada remaja RW 04 Kampung Terban Kota
Yogyakarta Tahun 202581jngginya intensitas bermain game online tidak selalu
diikuti dengan pening tekanan darah.

Saran: Penelitiar%anjutnya disarankan menambahkan variabel lain yang
mempengaruhi tekahan darah remaja, seperti aktivitas fisik, pola makan, dan
tingkat stress.

Kata kunci: Game online, tekanan darah, remaja.

xix + 140 halaman + 13 tabel + 2 skema + 15 lampiran.

Kepustakaan: 66, 2017 - 2025



ABSTRACT

NANDA RATNA DEWI. “The Relationship Between Online Game Playing Intensity
and Blood Pressure in Adolescents in RW 04, Kampung Terban, Yogyakarta City
in 2025”

Background: Online game use among adolescents continues to increase along
with the development of the internet in Indonesia. High levels of game online
playing can cause sleep disturbances, stress, increased heart rate, and changes
in blood pressure. Uncontrolled blood pressure in adolescents carries a risk of
cardiovascular disorders. A preliminary study in RW 04, Kampung Terban,
Yogyakarta City, showed that most adolescents played online games until late at
night and complained of dizziness, fatique, and heart pz@\ations while playing.

Objective: To determine the relationship between grline game playing intensity
and blood pressure in adolescents in RW 04, Kam Terban, Yogyakarta City in
2025.

Methods: This was a quantitative correlaﬁéqgfstudy with a cross-sectional
approach. The sample was 40 late adolescents using a total sampling technique.
The research instruments were an online e playing intensity questionnaire and
blood pressure measurements. Data analyzed using the Spearman Rank

test. Q/

Results: The majority of respon s were 21 years old (30%) and male (55%).
The most common type of onli me was Real-Time Strategy (RTS), at 57,5%.
Most respondents had a high ing intensity (40%) and normal blood pressure
(67,5%). The Spearman Ranké¢gst showed a p-value of 0,204 (p > 0,05).

Conclusion: There is ng significant relationship between online gaming intensity
and blood pressure a adolescents in RW 04, Kampung Terban, Yogyakarta
City in 2025. High o@e aming intensity is not always accompanied by increased
blood pressure. %

Recommendation: Future research is recommended to include other variables
that influence adolescents blood pressure, such as physical activity, diet, and
stress levels.

Keywords: Online game, blood pressure, adolescents.

xix + 140 pages + 13 tables + 2 schemes + 15 appendices.

Literature: 66, 2017 - 2025
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