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ABSTRAK

Diana Dyah Kusuma Wati. 1951700001. Hubungan Perilaku, Frekuensi
dan Lama Bermain Game online Dengan Kelelahan Mata Pada Siswa SMP
Negeri 2 Nguter. Skripsi. Fakultas Kesehatan Masyarakat dan Ilmu
Kesehatan Universitas Veteran Bangun Nusantara Sukoharjo.

Game online saat 1ini berkembang sangat pesat. Fenomena
menghabiskan waktu berjam-jam untuk bermain game online diyakini
mempengaruhi kelelahan mata pada siswa. Studi pendahuluan yang dilakukan
di SMP Negeri 2 Nguter memperoleh hasil sebanyak 63% siswa mengalami
gejala kelelahan mata. Penyebab kelelahan mata karena bermain game online >
2 jam/hari dan frekuensi bermain > 4 kali/minggu. Tujuan penelitian ini untuk
mengetahui hubungan perilaku, frekuensi dan lama bermain game online
dengan kelelahan mata pada siswa SMP/Negeri 2 Nguter.

Jenis penelitian kuantitatif.déngan desain studi cross sectional. Teknik
pengambilan sampel dengansimple randem sampting. Variabel bebas penelitian
ini perilaku, frekuensiw@an lama bermain game. online. Variabel terikat
penelitian ini kelelahan miatas'Instrument yang.-dipunakan kuesioner untuk
menilai perilaku, frekuensiidan lama'bermai game onlie dengan kelelahan mata.
Sampel penelitian-siswa.SMP. Negeri 2. Nguter tahun 2023 sebanyak 86 siswa.
Metode analiSa“statistik’ menggunakan' Chi* Square dengan tingkat signifikansi
p<0,05.

Hasil analisisTbiavariat menunjukkan-ada hubungafi antara perilaku (p-
value=0,000 dan OR=6,657) dengan kelelahan fmata. Ada'hubungan frekuensi
bermain (p-value=0,034 ‘dan OR=2,829) dengan kelelahan'mata, Ada hubungan
lama bermain (p-value=0,000 dan OR=7,227) dengan kelelahan mata.

Kesimpulan ‘dari penelitian ini adalah. ada hubungan yang signifikan
antara perilaku, frekuensidan lama beérmain game online dengan kelelahan mata.
Remaja disarankan,'dapat“mengontrol “perilaku, frekuensi;dan lama bermain
game online untuk meéncegah Kelelahan matayang dapat/meningkatkan resiko
penyakit mata dan menganggu aktivitas lainnya.

Kata kunci : Perilaku, Frekuensi, Lama Bermain, Game online, kelelahan
mata
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ABSTRACT

Diana Dyah Kusuma Wati. 1951700001. Relationship Between Behavior,
Frequency And Duration Of Playing Online Games With Eye Fatigue In
Students At SMP Negeri 2 Nguter. Scripts. Faculty Of Public Health and
Health Sciences, University Of Veterans Bangun Nusantara Sukoharjo.

Online games are currently growing very rapidly. The phenomenon of
spending hours playing online games is believed to influence eye fatigue in
students. A preliminary study conducted at SMP Negeri 2 Nguter obtained
results that 63% of students experienced symptoms of eye fatigue. The cause of
eye fatigue was due to playing online games > 2 hours/day and playing
frequency 4 times/week. The aim offthis research was to determine the
relationship between behavior, frequency and.duration of playing. Online games
with eye fatigue in students.at"SMP Negeri 2 Nguter.

Type of quantitative research with a-.crosswsectional study design.
Sampling techniquerusing-simple random sampling-. Thesindependent variabel
in this research is’behavior, freguency and duration.of playing online games.
The dependent variabel; in this research is eye fatigue:-The mstcument used is a
questionnaire -to assess. hehavior, frequency rand duration of-playing online
games with eye fatigue. The research sampel of 86 students of SMP Negeri 2
Nguter in 2023./ The statistical analysis ‘method wused" chilsquare with a
significance level of p<0,05.

The results 'of the bivariate analysis showed that there was a relationship
between behavior, (p=0,000 and OR=6,657) with .eye“fatigue. There was a
relationship between-playing frequency:(p=0,034 ana: OR=2,829) with eye
fatigue. There is a relationship;between‘playing time (p=0,000 and OR=7,227)
with eye fatigue.

The conclusion of-thisiresearch is thatithere-is a-significant relationship
between the frequengy and duration of playing online/games with eye fatigue.
Adolescents are advised“to=control their behavier;“frequency and duration of
playing online games to prevent eye fatigue which can increase the risk of eye
disease and interfere with other activities.

Keyword : Behavior, Frequency, Duration, Online Gemes, Eye Fatigue
Bibliography : 48 (2013-2023)
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