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ABSTRAK  

HUBUNGAN INTENSITAS BERMAIN GAME ONLINE DENGAN 

TEKANAN DARAH PADA REMAJA DI WARNET QP JL LAWU 

PONOROGO 

 

Oleh : Ahmad Suryono 

 

Game online saat ini menjadi hiburan yang menarik bagi jutaan orang baik 

anak, remaja, hingga dewasa. Namun bermain game online secara terus menerus 

dapat mengganggu kesehatan seperti gangguan sirkulasi, pusing, migrain atau 

vertigo. Tujuan penelitian ini untuk mengetahui efek dari intensitas bermain game 

online terhadap tekanan darah pada remaja.  

Penelitian ini menggunakan jenis rancangan korelasi dengan metode cross 

sectional. Populasi sejumlah 130 remaja, dan sampel 56 responden yang 

didapatkan melalui teknik purpossive sampling. Pengumpulan data intensitas 

bermain game menggunakan kuesioner dan tekanan darah diukur menggunakan 

spygmomanometer dan stetoskop. Data dianalisa menggunakan uji statistik 

spearman-rank software IBM SPSS Statistic version 16.0.  

Hasil penelitian terhadap 56 responden didapatkan 26 responden (46,4%) 

bermain game online dengan intensitas sedang, 25 responden (44,6%) intensitas 

berat, dan 5 responden (8,9%) intensitas ringan. Sedangkan pengukuran tekanan 

darah didapatkan 51 responden (91,1%) dengan tekanan darah normal, dan 5 

responden (8,9%) mengalami peningkatan tekanan darah. Dari hasil analisa uji 

statistik spearman-rank menunjukkan nilai signifikan p value = 0,097 (ɑ > 0,05). 

Dapat diartikan tidak ada hubungan antara intensitas bermain game online dengan 

tekanan darah pada remaja di warnet QP JL Lawu Ponorogo.  

Dari penelitian ini dapat disimpulkan bermain game online secara intens 

tidak berpengaruh terhadap tekanan darah. Namun bagi orang tua tetap diperlukan 

pengawasan terhadap anaknya yang bermain game online, terutama yang bermain 

dengan intensitas berat agar tidak terkena dampak negative permainan ini seperti 

kerusakan pada saraf mata dan otak, serta penurunan kesehatan jantung karena 

kurangnya waktu tidur.  

  

 

Kata kunci : game online, tekanan darah, remaja  
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ABSTRACT 

CORRELATION BETWEEN INTENSITY OF PLAYING ONLINE GAME 

AND TEENAGERS’ BLOOD PRESSURE 

(A STUDY IN QP INTERNET CAFÉ IN PONOROGO, INDONESIA) 

 

By : Ahmad Suryono 

 

Online games become a fascinating entertainment for many people, 

including children, teenagers and adults. However, playing such games for a long 

time may affect one’s health and cause several health problems such as 

circulatory system disease, headache, migraine and vertigo. Therefore, the 

purpose of this present study is to analyze the effect of intensity of playing online 

games towards teenagers’ blood pressure. 

This study is categorized as correlation study and it employs cross sectional 

method. The total populations are 130 teenagers and 56 respondents are chosen 

by using purposive sampling technique. To collect the data intensity in playing 

games, a form of questionnaire was administered while the data of their blood 

pressure are collected through a measurement using sphygmomanometer and 

stethoscope. Once all the data is collected, it is analyzed by using statistic test of 

spearman-rank software IBM SPSS Statistic version 16.0. 

According to the data analysis of 56 respondents, it is known that 26 

respondents (46.4%) have moderate intensity, 25 respondents (44.6%) have high 

intensity and 5 respondents (8,9%) have low intensity of playing online games. 

Meanwhile, blood pressure, it reveals that 51 respondents (91.1%) have normal 

blood pressure while the other 5 respondents (8.9%) are considered have high 

blood pressure. In addition to that, the statistical result taken from spearman-rank 

statistical test showed that the significant value of p value = 0.097 (ɑ > 0.05). 

Thus, it indicates that there is no significant correlation between one’s intensity of 

playing online games and their blood pressure. 

From these results, it can be concluded that intensively play online games 

may not affect one’s blood pressure. However, for parents to keep their eyes on 

their children when playing online games, particularly those who are inclined to 

have high intensity of playing such games. Such action is urged in order to 

prevent the negative effects of playing online games such as optic nerve damage, 

brain nerve damage and risk of heart disease as teenagers tend neglect their 

sleeping time for playing games.  

  

 

Keywords: Online Games, Blood Pressure, Teenagers 
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