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ABSTRAK

The duration of playing online games is the length of time someone plays online games. While
the frequency is playing online games, that is the level of frequent use of online game games in a
day, even per week. The purpose of the study is to find out the relationship between the duration
and frequency of playing online games with emotional and mental problems in adolescents in
junior high school 19 bulukumba. Research method this study is a type of descriptive correlation
research with a crossectional approach. A sample of 49 respondents from all adolescent
populations. While the frequency is playing online games, that is the level of frequent use of
online game games in a day, even per week. Based on the results of this test, the value of p =
0.006 < a = 0.005. Thus, based on the final results, it can be concluded that "there is a duration
relationship with the mental problems of respondents who get the moderate frequency of
mental problems (4.1%). Based on the results of the chi-square statistical test analysis, the value
of p=0.543 > a = 0.005. Thus, based on the final results it can be concluded that "there is not a
strong enough frequency relationship with emotional mental problems in adolescents in the
state junior high school of 19 bulukumba". The conclusion and suggestion in this study are that
there is a relationship between the duration of playing online games with emotional and mental
problems, whereas there is no relationship between the frequency of playing online games with
emotional or mental problems in adolescents in Junior High School 19 Bulukumba.
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INTRODUCTION

Adolescents are residents in the age range of 10-19 years, according to the
Regulation of the Minister of Health of the Republic of Indonesia Number 25 of 2014,
adolescents are residents in the age range of 10-18 years and according to the
Population and Family Planning Agency (BKKBN) the adolescent age range is 10-24
years and unmarried. Adolescence is a transitional period or transition from childhood
to adulthood. At this time so rapidly experiencing growth and development both
physical and mental (WHO, 2014).

Mental health issues are just as important as physical health problems. The number
of symptoms of emotional mental disorders in adolescents is not as large as other
diseases, such as anemia or respiratory disorders, but considering the consequences of
emotional mental disorders in adolescents that are not handled properly can be bad, it

seems to be needed attention by health policy makers regarding child mental health.
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Mental health is determined by the many social, psychological and biological factors and
interactions, as well as the economy and environment. While the concept of mental
health efforts carried out in Indonesia is through activities to realize optimal mental
health degrees for every individual, family and community with promotive, preventive,
curative, and rehabilitative approaches, which are held thoroughly and continuously by
local government or community (WHO, 2011).

The prevelence of mental disorders in the world population according to WHO at
12% in adolescents aged 15-29 years is 3.6%. Causes of depression from the most data
(WHO, 2017). While from the results of health research (RISKESDA) in 2013, 6% of
areas experienced emotional mental disorders with the highest population, one of which
was south Sulawesi (Ministry of Health, Ministry of Health, 2013). Emotional disorders
are ineffective behaviors or a mess in irrelevance, damage, and also indecision. Often
emotions get out of hand especially if you don't get what you want so you can be
aggressive (Aquarisnawati, 2015).

Online games are one example of modern games that are often played by teenagers
today. Online games can spend a long time to play and a lot of money spent by online
game players. Online games are very popular by all circles, not only among teenagers or
adults even in school-age children. Games will never be consumed time, there is always
emerging technology to update the type of game as well as new game updates (Dewi,
2014). Emotional mental problems acquired from playing online games affect emotional
mental problems in real life. The life of a game player has the impact of having a high
emotional level, loneliness, or having difficulty interacting in a real social life than
interacting in cyberspace (khan, 2007; Dio, 2015)

METHODS

Design is a characteristic of a study that distinguishes it from other studies.
Research design is a model that researchers use to conduct a study that provides
direction to the course of research. Research design is determined based on research
goals and hypotheses, if a study aims to know the effectiveness of a nursing intervention
to improve the degree of patient health (Sugiyono, 2017). In accordance with the
problem of descriptive correlation research with a crosectional approach with the aim of
knowing the relationship between variables where independent variables and

dependent variables are identified at one-units of time (Dharma, 2011). In this study
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will analyze the Relationship of Duration and Frequency of Playing Online Games with
Emotional Mental Problems in Adolescent Junior High School 19 Bulukumba.

RESULTS AND DISCUSSIONS
Table 1. Distribution of respondents

Characteristics Frekuency Percentage
Gender

Boy 28 57,1%
Girls 21 42,9%
Age

14 years 16 32, 7%
15 years 33 67,3%
Total 49 100

Based on table 1, it can be known that of the 49 respondents in the state junior high
school 19Bulukumba, there are the highest number of respondents of the gender,
namely male respondents 28 (57.1%) and women 21 (42.9%). Based on table 5.1 at the
age above it is known that the most are category 15 years 33 (67.3%) and 14 years 16
(32.7%).

Table 2. Distribution of the duration of playing online games

Duration Frekuency Percentage
Light 30 61,2%
Medium 16 32,7%
Weight 3 6,1%
Total 49 100

Based on table 2, it can be known that of the 49 students of the duration of playing
online games with a light category of 30 people (61.2%), while the moderate category as
many as 16 people (32.7%) then weigh as many as 3 people (6.1%).

Table 3. Distribution of Frequency of Playing Online Games

Playing Onine Games Frekuency Percentage
Rarely 6 12,2%
Often 43 87,8%
Total 49 100

Based on table 3, it can be known that of the 49 students frequency of playing online

games with rarely as many as 6 people (12.2%) then often as many as 43 people
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(87.8%).

Table 4. distribution of emotional mental problems

Mental problems Frequency Percentage
No problem 27 55,1%
problem 22 44,9%
Total 49 100

Table 4, found that of the 49 students with mental problems with the non-
problematic category as many as 27 people (55.1%), while the problematic category 22
people (44.9%).

Tabel 5. Relationship With Emotional Mental Problems in Adolescents

Mental Problems Total Pvalue
Duration  Ng problem Problematic
N % N % N %
Light 12 24,5 18 36,7 30 61,2
Keep 14 28,6 2 4,1 16 32,7
0,006

Heavy 1 2,0 2 4,1 3 6,1

Total 27 55,1 22 44,9 49 100,0

Based on table5, shows that respondents who get a heavy duration of mental
problems that are not problematic by (2.0), respondents who get moderate duration of
mental problems are not problematic by (28.6%) and respondents who get a mild
duration that is not problematic (24.5%). While respondents who get severe duration of
mental problems are problematic (4.1%), respondents who get moderate duration who
have mental problems problems (4.1%) and respondents who get mild duration of
mental problems problems (36.7%). Based on the results of the chi square statistical
test analysis, the value of p = 0.006 < a = 0.05. Based on the results of this test, the
value of p = 0.006 < o = 0.05. Thus, based on the final results it can be concluded that
"there is a duration relationship with emotional mental problems in adolescents in the

state junior high school of 19 bulukumba".
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Tabel 6. The Frequency of Playing Online Games With Emotional Mental Problems in

Adolescents
Mental Problems Total P Value
Frequency No problem Problematic
N % N % N %
Infrequently 4 8,2 2 4,1 6 12,2 0,543
Often 23 46,9 20 40,8 43 87,8
Total 27 55,1 22 44,9 49 1000

Based on table 6, shows that respondents who get frequency often who have mental
problems are not problematic (46.9%) and respondents who get rare frequencies who
have mental problems are not problematic (8.2%) while respondents who get frequency
often who have mental problems problems problems (40.8%) and respondents who get
rare frequency who are mental problems problematic (4.1%). Based on the results of
the chi square statistical test analysis, the value of p = 0.543 > o = 0.05. Based on the
results of this test, the value of p = 0.543 > a = 0.05. Thus, based on the final results it
can be concluded that "there is no frequency relationship with emotional mental
problems in adolescents in the state of 19 bulukumba".

DISCUSSION

Based on the results of the study conducted showed that respondents had a
duration with a mild category of (61.2%), duration in the moderate category of (32.7%),
and duration in the weight category of (6.1%). Based on the results of the study
conducted showed that respondents have a frequency with a rare category of (12.2%),
and frequency in the frequent category (87.8%).

Based on the data it is clearly seen that there are some teenagers in the category of
duration of playing online games with light results and in the category of frequency of
playing online games with heavy results. Online games are currently in high demand in
Indonesian society and have been very widespread in all age categories, especially
teenagers. Online game games can make players become addicted and when it has
reached the stage of addiction to online games will greatly affect health. Playing online
games can trigger the emergence of stress levels. Based on the results of research
conducted showed that mental problems with the category are not as much as (55.1%),
while the category is problematic (44.9%).

A person who prioritizes playing games over doing positive activities is said to be

behavioral disorder or behavioral disorder. Gaming addiction is defined as a pattern of
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playing behavior, both online and offline games (digital games or video games) with

some signs, as follows, unable to control the desire to play games, prioritize playing

games over interest in other activities or activities, and a person continues to play games
despite the obvious negative consequences.

Gaming addiction when these behavioral patterns are very strong and have an
impact on personal, family, social, education, work, and other important areas, and is
clearly visible for at least 12 months. The inclusion of gaming addiction increases health
professionals' attention to the risk of health disorders over these behavioral patterns, so
it is necessary to develop relevant precautions and treatments.

CONCLUSION

Thus, based on the final results it can be concluded that "There is no frequency
relationship with emotional mental problems in adolescents in the state junior high
school of 19 bulukumba. Suggestion, To The next researcher who wants to continue this
study with the same topic as this study is expected to further expand the population so
that the number of samples is expected to be greater because the more number of
samples that will be made respondents then this study will be better. The number of
samples should be even greater because the larger the sample the more representative
the results will be obtained. In literature should prioritize or multiply literature,
especially literature that has doi so that research results can be more scientifically
accounted for.
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