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GAMBARAN KECENDERUNGAN INTENET GAMING DISORDER PADA 
REMAJA DI DUSUN PULOLAMPES KABUPATEN BREBES 

Arie Krisdiantoro1 Supriyadi2 

ABSTRAK 

Latar Belakang : Game online membuat orang lupa waktu, dan jika dilihat dalam 
kehidupan sehari-hari sering melihat banyak remaja yang sedang asyik bermain game 
online akan mengabaikan sekelilingnya dan hanya berfokus pada layar ponselnya 
selama berjam- jam. 
Tujuan : Penelitian ini bertujuan untuk mengetahui gambaran kecenderungan 
internet gaming disorder pada remaja di Desa Pulogading.  
Metode : Penelitian ini menggunakan deskriptif kuantitatif dengan pendekatan cross  
sectional. Sampel pada penelitian ini sebanyak 56 remaja menggunakan teknik 
purposive sampling. 
Hasil : Hasil penelitian menunjukan  kecenderungan internet gaming disorder pada 
remaja memperlihatkan data sebagian besar responden mengalami kecenderungan 
internet gaming disorder kategori sedang sebanyak 38 remaja (67,9%), kategori berat 
sebanyak 10 remaja (17,9%), kategori ringan sebanyak 6 remaja (10,7) dan kategori 
tidak terindikasi IGD sebanyak 2 remaja (3,6%). 
Kesimpulan : Kecenderungan internet gaming disorder pada remaja desa pulogading 
dalam kategori sedang. 
  

Kata Kunci : Remaja, Kecenderungan, Internet gaming disorder 
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DESCRIPTION OF THE TRENDS OF INTENET GAMING DISORDER ON 
ADOLESCENTS IN PULOLAMPES, PULOGADING VILLAGE, BREBES 

REGENCY 
Arie Krisdiantoro1Supriyadi2 

ABSTRACT  
Background : Online games make people lose track of time, and seen in everyday 
life, it is often seen that many teenagers who are busy playing online games will 
ignore their surroundings and only focus on their cellphone screens for hours. 

Methods: This research uses descriptive quantitative with a cross sectional approach. 
The sample in this study was 56 adolescents using purposive sampling technique.  

Results : The results showed that the trend of internet gaming disorder in adolescents 
showed that most of the respondents experienced a tendency for internet gaming 
disorder in the moderate category as many as 38 adolescents (67.9%), in the heavy 
category as many as 10 adolescents (17.9%), in the mild category as many as 6 
adolescents (10.7) and 2 adolescents (3.6%).  

Conclusion: The tendency of internet gaming disorder in Pulogading village 
adolescents is in the moderate category.  
 
Keywords: Teenagers, Tendency, Internet gaming disorder 
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