Hubungaﬂ Tingkat Kecanduan Games Online terhadap Kejadian Depresi pada Siswa Sekolah
Menengal

Pertama (SMP) di Kota Palembang

UNIVERSITAS Kartika Putri Septiyani, dr. Fatwa Sari Tetra Dewi, MPH., Ph.D; dr. Bagas Suryo Bintoro, Ph.D

GADJAH MADA Universitas Gadjah Mada, 2024 | Diunduh dari http://etd.repository.ugm.ac.id/

DAFTAR PUSTAKA

Adiningtiyas, S. W. (2017). Peran Guru dalam Mengatasi Kecanduan Game
Online. KOPASTA: Journal of the Counseling Guidance Study Program,
4(1). Available at: https://doi.org/10.33373/kop.v4i1.1121

Ahmadi, S. (1998). Social Effects of Computer Games on Male Students in Third
Year of Guidance School in Isfahan City. Quarterly of Public Culture. 1&17:
87.

Algamus.org. (2021). Mental Health Effects of Gambling. Available at:
https://www.algamus.org/blog/mental-health-gambling

Allen, J. P., Porter, M., McFarland, C., McElhaney, K. B., & Marsh, P. (2007). The
Relation of Attachment Security to Adolescents Paternal and Peer
Relationships, Depression, and Externalizing Behavior. Child Development,
78(4), 1222-1239. Available at:  https://doi.org/10.1111/J.1467-
8624.2007.01062.X.

American Psychiatric Association, DSM-5 Task Force. (2013). Diagnostic and
statistical manual of mental disorders: DSM-5™ (5th ed.). American
Psychiatric Publishing, Inc. Available at:
https://doi.org/10.1176/appi.books.9780890425596

Andalusia, Monica. 2020. Uji Validitas dan Reliabilitas Instrumen Cesd-R
(Center for Epidemiologic Studies Depression - Revised) Versi Bahasa
Indonesia Di Rumah Sakit Umum Pusat Nasional Dr. Cipto
Mangunkusumo. [SpKJ Thesis]. Jakarta: Universitas Indonesia, Fakultas
Kedokteran Universitas Indonesia.

Andi, Taru. 2011. Pemrograman Game dengan Java dan GTGE. Yogyakarta: Andi
Publisher.

Andreassen, C. S., Billieux, J., Griffiths, M. D., Kuss, D. J., Demetrovics, Z.,
Mazzoni, E., & Pallesen, S. (2016). The Relationship between Addictive Use
of Social Media and Video Games and Symptoms of Psychiatric Disorders:
A Large-Scale Cross-Sectional Study. Psychology of Addictive Behaviors,
30(2), 252-262. Available at: https://doi.org/10.1037/ADB0000160.

Anhar. 2010. Panduan Bijak Belajar Internet untuk Anak. Jakarta: Adamsains
Angst, J., Gamma, A., Gastpar, M., Lépine, J. P., Mendlewicz, J., & Tylee, A.

(2002). Gender Differences in Depression: Epidemiological Findings from
The European DEPRES | and Il Studies. European Archives of Psychiatry

69


https://doi.org/10.1111/J.1467-8624.2007.01062.X
https://doi.org/10.1111/J.1467-8624.2007.01062.X
https://doi.org/10.1176/appi.books.9780890425596
https://doi.org/10.1037/ADB0000160

UNIVERSITAS
GADJAH MADA

Menengah
Pertama (SMP) di Kota Palembang
Kartika Putri Septiyani, dr. Fatwa Sari Tetra Dewi, MPH., Ph.D; dr. Bagas Suryo Bintoro, Ph.D

Universitas Gadjah Mada, 2024 | Diunduh dari http://etd.repository.ugm.ac.id/

and  Clinical  Neuroscience, 252(5), 201-209. Available at:
https://doi.org/10.1007/s00406-002-0381-6

Ayllon, S. (2015). Youth Poverty, Employment, and Leaving the Parental Home in
Europe. Review of Income and Wealth, 61(4), 651-676. Available at:
https://doi.org/10.1111/ROIW.12122

Badan Pusat Statistik. (2019). Proporsi Individu yang Menggunakan Internet
menurut Provinsi (Persen), 2017-2019 Available at:
https://www.bps.go.id/indicator/27/1225/1/proporsi-individu-yang-
menggunakan-internet-menurut-provinsi.html

Badan Pusat Statistik Kota Palembang. (2022). Indikator Kesejahteraan Rakyat
Kota Palembang 2022.

Blazer, D., & Williams, C. D. (1980). Epidemiology of dysphoria and depression
in an elderly population. The American Journal of Psychiatry, 137(4), 439—
444, Available at: https://doi.org/10.1176/AJP.137.4.439

CaoF. & L. Su, (2006). Internet Addiction Among Chinese Adolescents: Prevalence
and Psychological Features. The Authors Journal compilation. Blackwell
Publishing Ltd.

Charmaraman, L., Richer, A. M., & Moreno, M. A. (2020). Social and Behavioral
Health Factors Associated with Violent and Mature Gaming in Early
Adolescence. International Journal of Environmental Research and Public
Health, 17(4996). Available at: https://doi.org/10.3390/ijerph17144996

Chen, C.-C., & Lin, P.-H. (2016). Development and Evaluation of A Context-Aware
Ubiquitous Learning Environment for Astronomy Education. Interactive
Learning Environments, 24(3), 644-661. Available at:
http://doi.org/10.1080/10494820.2014.915417

Choo, H., Sim, T., Liau, A. K. F., Gentile, D. A., & Khoo, A. (2015). Parental
Influences on Pathological Symptoms of Video-Gaming Among Children and
Adolescents: A Prospective Study. Journal of Child and Family Studies,
24(5), 1429-1441. Available at: https://doi.org/10.1007/S10826-014-9949-
9/FIGURES/1

Colwell, J., & Payne, J. (2000). Negative Correlates of Computer Game Play in
Adolescents. British Journal of Psychology (London, England: 1953), 91 (Pt
3) (3), 295-310. Available at: https://doi.org/10.1348/000712600161844

Conley, C. S., Rudolph, K. D., & Bryant, F. B. (2013). Explaining the Longitudinal
Association  Between Puberty and Depression. Developmental
Psychopathology, 24(2), 691-701. Available at:
https://doi.org/10.1017/S0954579412000259.

Hubungan Tingkat Kecanduan Games Online terhadap Kejadian Depresi pada Siswa Sekolah


https://doi.org/10.1007/s00406-002-0381-6
https://doi.org/10.1111/ROIW.12122
http://doi.org/10.1080/10494820.2014.915417
https://doi.org/10.1007/S10826-014-9949-9/FIGURES/1
https://doi.org/10.1007/S10826-014-9949-9/FIGURES/1
https://doi.org/10.1017/S0954579412000259.Explaining

Hubungaﬂ Tingkat Kecanduan Games Online terhadap Kejadian Depresi pada Siswa Sekolah
Menengal

Pertama (SMP) di Kota Palembang

Kartika Putri Septiyani, dr. Fatwa Sari Tetra Dewi, MPH., Ph.D; dr. Bagas Suryo Bintoro, Ph.D

Universitas Gadjah Mada, 2024 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

Darvesh, N., Radhakrishnan, A., Lachance, C. C., Nincic, V., Sharpe, J. P,
Ghassemi, M., Straus, S. E., & Tricco, A. C. (2012). Exploring The
Prevalence of Gaming Disorder and Internet Gaming Disorder: A Rapid
Scoping Review. BMC, 9(68). Available at: https://doi.org/10.1186/s13643-
020-01329-2

Dinas Kesehatan Provinsi Sumatera Selatan. (2019). Lakukan Deteksi Dini pada
Pelayanan Kesehatan Jiwa di Sekolah. Available at:
https://dinkes.sumselprov.go.id/2019/08/lakukan-deteksi-dini-pada-pelayanaan-
kesehatan-jiwa-di-sekolah/

Direktorat Sekolah Menengah Pertama Kemendikbud. (2022). Pentingnya Pendidikan

Kesehatan Jiwa di Sekolah. Available at:
https://ditsmp.kemdikbud.go.id/pentingnya-pendidikan-kesehatan-jiwa-di-
sekolah/

Doran, B. (2002). Relationship between Computer Games and Social Skills of Male
Students in High Schools of Tehran. [MSc Thesis]. Tehran: Tehran
University, Faculty of Education and Psychology; 2002. p. 40-55.

Durkee, T., Kaess, M., Carli, V., Parzer, P., Wasserman, C., Floderus, B., Apter,
A., Balazs, J., Barzilay, S., Bobes, J., Brunner, R., Corcoran, P., Cosman, D.,
Cotter, P., Despalins, R., Graber, N., Guillemin, F., Haring, C., Kahn, J. P.,
... Wasserman, D. (2012). Prevalence of Pathological Internet Use among
Adolescents in Europe: Demographic and Social Factors. Addiction,
107(12), 2210-2222. Available at: https://doi.org/10.1111/J.1360-
0443.2012.03946.X

Dye, M. W., Green, C. S., and Bavelier, D. (2009). Increasing Speed of Processing with
Action Video Games. Curr. Dir. Psychol. Sci. 18, 321-326. Available at:
https://doi.org/10.1111/j.1467-8721.2009.01660.x

Eqgli, E. A., & Meyers, L. S. (1984). The Role of Video Game Playing in Adolescent
Life: Is There Reason to be Concerned? Bulletin of the Psychonomic Society,
22, 309-312. Available at: https://doi.org/10.3758/BF03333828

Eichenbaum, A., Kattner, F., Bradford, D., Gentile, D. A., & Green, C. S. (2015).
Role-Playing and Real-Time Strategy Games Associated with Greater
Probability of Internet Gaming Disorder.
Https://Home.Liebertpub.Com/Cyber, 18(8), 480-485. Available at:
https://doi.org/10.1089/CYBER.2015.0092

Entertainment Software Rating Board (ESRB). (2023). Available at:
https://www.esrb.org/ratings-guide/


https://ditsmp.kemdikbud.go.id/pentingnya-pendidikan-kesehatan-jiwa-di-sekolah/
https://ditsmp.kemdikbud.go.id/pentingnya-pendidikan-kesehatan-jiwa-di-sekolah/
https://doi.org/10.1111/J.1360-0443.2012.03946
https://doi.org/10.1111/J.1360-0443.2012.03946
https://doi.org/10.1089/CYBER.2015.0092

UNIVERSITAS
GADJAH MADA

Menengah
Pertama (SMP) di Kota Palembang
Kartika Putri Septiyani, dr. Fatwa Sari Tetra Dewi, MPH., Ph.D; dr. Bagas Suryo Bintoro, Ph.D

Universitas Gadjah Mada, 2024 | Diunduh dari http://etd.repository.ugm.ac.id/

Ferro, M. A, Gorter, J. W., & Boyle, M. H. (2015). Trajectories of Depressive
Symptoms During the Transition to Young Adulthood: The Role Of Chronic
Illness. Journal of Affective Disorders, 174, 594-601. Available at:
https://doi.org/10.1016/j.jad.2014.12.014

Firdaus, Y., Pebrianti, Y., & Andriyani, T. (2018). Pengaruh Kecanduan Game
Online terhadap Perilaku Konsumtif Siswa Pengguna Game Online. Jurnal
Riset Terapan Akutansi Politeknik Negeri Sriwijaya, 169-180. Available at:
https://doi.org/10.5281/zenod0.3840736

Fisher, S. (1995). The Amusement Arcade as A Social Space for Adolescents: An
Empirical Study. Journal of Adolescence, 18, 71-86. Available at:
https://doi.org/10.1006/JAD0.1995.1006

Gentile, D. A., Choo, H., Liau, A., Sim, T., Li, D., Fung, D., & Khoo, A. (2011).
Pathological Video Game Use Among Youths: A Two-Year Longitudinal
Study. Pediatrics, 127(2), e319-e329. Available at:
https://doi.org/10.1542/PEDS.2010-1353

Girgus, J. S., & Yang, K. (2015). Gender and Depression. Current Opinion in
Psychology, 4, 53-60. Available at:
https://doi.org/10.1016/j.copsyc.2015.01.019

Graham, J. (1988). Amusement Machines: Dependency and Delinquency. Available
at: https://doi.org/10.1037/E449922008-001

Green, L. W., Gielen, A. C., Ottoson, J. M., Peterson, D. v, & Kreuter, M. W. (Eds.).
(2022). Health Program Planning, Implementation, and Evaluation. Johns
Hopkins University Press.

Griffiths, M. D. (1991). Amusement machine playing in childhood and
adolescence: A comparative analysis of video games and fruit
machines. Journal ~ of  Adolescence, 14(1), 53-73. Available
at: https://doi.org/10.1016/0140-1971(91)90045-S

Griffiths, M. D., & Wood, R. T. (2000). Risk Factors in Adolescence: The Case of
Gambling, Videogame Playing, and The Internet. Journal of Gambling
Studies, 16, 199-225. Available at:
https://doi.org/10.1023/A:1009433014881

Griffiths, M. D. (2012). A Cross-Genre Study of Online Gaming: Player
Demographics, Motivation for Play, and Social Interactions Among Players
Davinder Ghuman. International Journal of Cyber Behavior, 2(1), 13-29.
Available at: https://doi.org/10.4018/1JCBPL.2012010102

Hubungan Tingkat Kecanduan Games Online terhadap Kejadian Depresi pada Siswa Sekolah


https://doi.org/10.1016/j.jad.2014.12.014
https://doi.org/10.5281/zenodo.3840736
https://doi.org/10.1016/j.copsyc.2015.01.019
https://psycnet.apa.org/doi/10.1016/0140-1971(91)90045-S
http://dx.doi.org/10.1023/A:1009433014881
https://doi.org/10.4018/IJCBPL.2012010102

Hubungaﬂ Tingkat Kecanduan Games Online terhadap Kejadian Depresi pada Siswa Sekolah
Menengal

Pertama (SMP) di Kota Palembang

UNIVERSITAS Kartika Putri Septiyani, dr. Fatwa Sari Tetra Dewi, MPH., Ph.D; dr. Bagas Suryo Bintoro, Ph.D

GADJAH MADA Universitas Gadjah Mada, 2024 | Diunduh dari http://etd.repository.ugm.ac.id/

Hanifah, Siam. (2019). Upaya Kesehatan Jiwa di Sekolah. Available at:
https://pkmgodeanl.slemankab.go.id/wp-content/uploads/2019/11/sekolah-sehat-
Jiwa.pdf

Hankin, B. L., Abramson, L. Y., Moffitt, T. E., Angell, K. E., Silva, P. A., &
McGee, R. (1998). Development of Depression from Preadolescence to
Young Adulthood: Emerging Gender Differences in a 10-Year Longitudinal
Study. Journal of Abnormal Psychology, 107(1), 128-140. Available at:
https://doi.org/10.1037/0021-843X.107.1.128

Haryanto, Wahyuningsih, H. D., & Nandiroh, S. (2015). Sistem Deteksi Gangguan
Depresi pada Anak-Anak dan Remaja. Jurnal Ilmiah Teknik Industri , 14(2).
Available at: https://doi.org/10.23917/jiti.v14i2.998

Ho, R. C., Zhang, M. W. B., Tsang, T. Y., Toh, A. H., Pan, F., Lu, Y., Cheng, C.,
Yip, P. S., Lam, L. T., Lai, C. M., Watanabe, H., & Mak, K. K. (2014). The
Association between Internet Addiction and Psychiatric Co-Morbidity: A
Meta-Analysis. BMC  Psychiatry, 14(1), 1-10. Available at:
https://doi.org/10.1186/1471-244X-14-183/TABLES/2

Hussain, Z., & Griffiths, M. D. (2009). Excessive Use of Massively Multi-Player
Online Role-Playing Games: A Pilot Study. International Journal of Mental
Health and Addiction, 7(4), 563-571. Available at:
https://doi.org/10.1007/s11469-009-9202-8

Jap, T., Tiatri, S., Jaya, E. S., & Suteja, M. S. (2013). The Development of
Indonesian Online Game Addiction Questionnaire. PloS One, 8(4). Available
at: https://doi.org/10.1371/JOURNAL.PONE.0061098

Jordan, C. J., & Andersen, S. L. (2017). Sensitive Periods of Substance Abuse:
Early Risk for The Transition to Dependence. Developmental Cognitive
Neuroscience, 25, 29-44, Available at:
https://doi.org/10.1016/J.DCN.2016.10.004

Kaess, M., Parzer, P., Mehl, L., Weil, L., Strittmatter, E., Resch, F., & Koenig, J.
(2017). Stress Vulnerability in Male Youth with Internet Gaming Disorder.
Psychoneuroendocrinology, 77, 244-251. Available at:
https://doi.org/10.1016/j.psyneuen.2017.01.008

Kain, E. (2016). “Pokémon GO” Is More Than Just a Game and It’s Bringing
People Together. Forbes.Com. Available at:
https://www.forbes.com/sites/erikkain/2016/07/11/pokemon-go-is-more-
than-just-a-game-its-a-phenomenon-thats-bringing-people-
together/?sh=2eb9aee4214f


https://doi.org/10.1037/0021-843X.107.1.128
https://www.forbes.com/sites/erikkain/2016/07/11/pokemon-go-is-more-than-just-a-game-its-a-phenomenon-thats-bringing-people-together/?sh=2eb9aee4214f
https://www.forbes.com/sites/erikkain/2016/07/11/pokemon-go-is-more-than-just-a-game-its-a-phenomenon-thats-bringing-people-together/?sh=2eb9aee4214f
https://www.forbes.com/sites/erikkain/2016/07/11/pokemon-go-is-more-than-just-a-game-its-a-phenomenon-thats-bringing-people-together/?sh=2eb9aee4214f

UNIVERSITAS
GADJAH MADA

Menengah
Pertama (SMP) di Kota Palembang
Kartika Putri Septiyani, dr. Fatwa Sari Tetra Dewi, MPH., Ph.D; dr. Bagas Suryo Bintoro, Ph.D

Universitas Gadjah Mada, 2024 | Diunduh dari http://etd.repository.ugm.ac.id/

Karyani, U. (2019). Promosi Kesehatan Mental Berbasis Nilai Melalui Pendekatan
Sistem: Penguatan Kapasitas Pemangku Kepentingan. [Doctor of
Psychology Dissertation]. Yogyakarta: Universitas Gadjah Mada, Fakultas
Psikologi.

Kim, D. J., Ferrin, D. L., & Rao, H. R. (2008). A Trust-Based Consumer Decision-
Making Model in Electronic Commerce: The Role of Trust, Perceived Risk,
and Their Antecedents. Decision Support Systems, 44(2), 544-564. Available
at: https://doi.org/10.1016/J.DSS.2007.07.001

King, D. L., Herd, M. C. E., & Delfabbro, P. H. (2018). Motivational Components
of Tolerance in Internet Gaming Disorder. Computers in Human Behavior,
78, 133-141. Available at: https://doi.org/10.1016/J.CHB.2017.09.023

King, D. L., & Delfabbro, P. H. (2019). Internet Gaming Disorder: Theory,
Assessment, Treatment, and Prevention (T. Frank, Ed.; 1st ed.). Nikki Levy.
ISBN: 978-0-12-812924-1

Kuhn, S., and Gallinat, J. (2014). Amount of Lifetime Video Gaming is Positively
Associated with Entorhinal, Hippocampal and Occipital Volume. Mol.
Psychiatry19, 842-847. Available at: https://doi.org/10.1038/mp.2013.100

Kuss, D. J. (2013). Internet Gaming Addiction: Current Perspectives. Psychology
Research and Behavior Management, 6, 125. Available at:
https://doi.org/10.2147/PRBM.S39476

Kusumawardani, S. P. (2015). Game Online Sebagai Pola Perilaku (Studi
Deskriptif Tentang Interaksi Sosial Gamers Clash of Clans Pada Clan Indo
Spirit). AntroUnairdotNet, v (2), 154. Available at:
https://journal.unair.ac.id/download-fullpapers-aun83bacfl5affull.pdf

Lemmens, J. S., Valkenburg, P. M., & Gentile, D. A. (2015). The Internet Gaming
Disorder Scale. Psychological Assessment. Available at:
https://doi.org/10.1037/pas0000062

Macur, M., & Pontes, H. M. (2021). Internet Gaming Disorder in Adolescence:
Investigating Profiles and Associated Risk Factors. BMC Public Health,
21(1). Available at: https://doi.org/10.1186/s12889-021-11394-4

Maruish, M. E. (2004). The Use of Psychological Testing for Treatment Planning
and Outcomes Assessment Third Edition Volume 3 Instruments for Adults.
London: Lawrence Erlbaum Associates, Inc, Publishers.

McClure, R. F., & Mears, F. G. (1984). Video Game Players: Personality
Characteristics and Demographic Variables. Psychological Reports, 55,
271-276. Available at: https://doi.org/10.2466/pr0.1984.55.1.271

Hubungan Tingkat Kecanduan Games Online terhadap Kejadian Depresi pada Siswa Sekolah


https://doi.org/10.1016/J.CHB.2017.09.023
https://doi.org/10.1037/pas0000062
https://doi.org/10.2466/pr0.1984.55.1.271

UNIVERSITAS
GADJAH MADA

Hubungaﬂ Tingkat Kecanduan Games Online terhadap Kejadian Depresi pada Siswa Sekolah
Menengal

Pertama (SMP) di Kota Palembang

Kartika Putri Septiyani, dr. Fatwa Sari Tetra Dewi, MPH., Ph.D; dr. Bagas Suryo Bintoro, Ph.D

Universitas Gadjah Mada, 2024 | Diunduh dari http://etd.repository.ugm.ac.id/

Mihara, S., & Higuchi, S. (2017). Cross-Sectional and Longitudinal
Epidemiological Studies of Internet Gaming Disorder: A Systematic Review
of the Literature. Psychiatry and Clinical Neurosciences, 71(7), 425-444.
Available at: https://doi.org/10.1111/PCN.12532

Ng, B. D., & Wiemer-Hastings, P. (2005). Addiction to The Internet and Online
Gaming. Cyberpsychology and Behavior, 8(2), 110-113. Available at:
https://doi.org/10.1089/CPB.2005.8.110

Powers, K. L., Brooks, P. J., Aldrich, N. J., Palladino, M. A., and Alfieri,L. (2013).
Effects of Video-Game Play on Information Processing: A Meta-Analytic
Investigation. Psychon. Bull. Rev. 20, 1055-1079. Available at:
https://doi.org/10.3758/s13423-013-0418-z

Prasojo, R. A., Hasanuddin, M. O., & Maharani, D. A. (2018). Mengujikan Internet
Addiction Test (IAT) ke Responden Indonesia. ResearchGate. Available at:
https://doi.org/10.31227/osf.io/7agdw

Puspitosari, W. A., & Ananta, L. (2009). Hubungan antara Kecanduan Online
Game dengan Depresi. Mutiara Medika: Jurnal Kedokteran Dan Kesehatan,
9(1), 50-56. Available at: https://doi.org/10.18196/MMJIKK.V911.1592

Ramadhani, A. (2013). Hubungan Motif Bermain Game Online dengan Perilaku
Agresivitas Remaja Awal (Studi Kasus di Warnet Zerowings, Kandela dan
Mutant di Samarinda). EJournal Ilmu Komunikasi, 1(1), 136-158. Available

at: https://ejournal.ilkom.fisip-unmul.ac.id/site/wp-
content/uploads/2013/03/eJournal_Ardi%20Ramadhani%20(03-07-13-11-
38-51).pdf

Rahmawati, N. A., Setiawati, Y., Ayu, G., Ardani, |., Zain, E., & Pereira-Sanchez,
V. (2022). Internet gaming disorder in an adolescent during the COVID-19
pandemic: a case report. Pan African Medical Journal, 224, 41. Available at:
https://doi.org/10.11604/pamj.2022.41.224.33941

Rawana, J. S., & Morgan, A. S. (2014). Trajectories of Depressive Symptoms from
Adolescence to Young Adulthood: The Role of Self-esteem and Body-Related
Predictors. Journal of Youth and Adolescence, 43(4), 597-611. Available at:
https://doi.org/10.1007/s10964-013-9995-4

Riset Kesehatan Dasar (Riskesdas). (2018). Badan Penelitian dan Pengembangan
Kesehatan Kementerian RI tahun 2018. Available at:
https://repository.dinus.ac.id/docs/ajar/hasil-riskesdas-2018.pdf

Sahputra, D., Afifa, A., Salwa, A. M., Yudhistira, N., & Lingga, L. A. (2022).
Dampak Judi Online Terhadap Kalangan Remaja (Studi Kasus Tebing


https://doi.org/10.1089/CPB.2005.8.110
https://ejournal.ilkom.fisip-unmul.ac.id/site/wp-content/uploads/2013/03/eJournal_Ardi%20Ramadhani%20(03-07-13-11-38-51).pdf
https://ejournal.ilkom.fisip-unmul.ac.id/site/wp-content/uploads/2013/03/eJournal_Ardi%20Ramadhani%20(03-07-13-11-38-51).pdf
https://ejournal.ilkom.fisip-unmul.ac.id/site/wp-content/uploads/2013/03/eJournal_Ardi%20Ramadhani%20(03-07-13-11-38-51).pdf
https://doi.org/10.1007/s10964-013-9995-4

Hubungaﬂ Tingkat Kecanduan Games Online terhadap Kejadian Depresi pada Siswa Sekolah
Menengal

Pertama (SMP) di Kota Palembang

UNIVERSITAS Kartika Putri Septiyani, dr. Fatwa Sari Tetra Dewi, MPH., Ph.D; dr. Bagas Suryo Bintoro, Ph.D

GADJAH MADA Universitas Gadjah Mada, 2024 | Diunduh dari http://etd.repository.ugm.ac.id/

Tinggi). Islamic Counseling: Jurnal Bimbingan Konseling Islam, 6(2), 139.
Available at: https://doi.org/10.29240/jbk.v6i2.3866

Saputri, I. A., & Nurrahima, A. (2020). Faktor-Faktor yang Mempengaruhi Depresi
Anak Usia Sekolah: Kajian Literatur. Journal of Holistic Nursing and Health
Science, 3(2), 50-58. Available at:
https://doi.org/10.14710/hnhs.3.2.2020.50-58

Sari, Melinda Pusfita. (2021). Hubungan Kecanduan Game Online Terhadap
Perilaku Agresif Remaja di Kota Palembang. Available at:
https://repository.unsri.ac.id/56673/67/RAMA_13201_10011381520179_00
24016904 _01_front_ref.pdf

Schneider, L. A., King, D. L., & Delfabbro, P. H. (2018). Maladaptive Coping
Styles in Adolescents with Internet Gaming Disorder Symptoms. International
Journal of Mental Health and Addiction, 16(4), 905-916. Available at:
https://doi.org/10.1007/s11469-017-9756-9

Seay, A. Fleming. (2006). Project Massive: The Social and Psychological Impact
of Online Gaming. [Doctor of Philosophy in Human Computer Interaction
Dissertation]. Pennsylvania: Human Computer Interaction Institute School of
Computer Science Carnegie Mellon University Pittsburgh. Available at:
http://pool.cream.org/gamer/Seay _Dissertation.pdf

Shimai, S., Masuda, K., & Kishimoto, Y. (1990). Influences of TV games on
physical and psychological development of Japanese kindergarten
children. Perceptual and motor skills, 70(3 Pt 1), 771-776. Available at:
https://doi.org/10.2466/pms.1990.70.3.771

Sofi, A. (2012). Hubungan Kecanduan Online Game dengan Depresi pada Remaja
Laki-Laki Pengunjung Game Centre di Kelurahan Jebres. Universitas
Sebelas Maret.

Syahputra, K. H., Anggriana, T. M., & Kadafi, A. (2022). Konflik Interpersonal
Pecandu Game Online Pada Siswa di SMAN 1 Sampung Kabupaten
Ponorogo Tahun ajaran 2021/2022. Seminar Nasional Sosial, Sains,
Pendidikan, Humaniora (SENASSDRA), 1(1), 588-594. Available at:
http://prosiding.unipma.ac.id/index.php/SENASSDRA/article/view/2767

Tateno, M., Skokauskas, N., Kato, T. A., Teo, A. R., & Guerrero, A. P. S. (2016).
New Game Software (Pokémon Go) May Help Youth with Severe Social
Withdrawal. Psychiatry Research, 246, 848-849. Available at:
https://doi.org/10.1016/J.PSYCHRES.2016.10.038


https://doi.org/10.29240/jbk.v6i2.3866
http://dx.doi.org/10.14710/hnhs.3.2.2020.50-58
https://repository.unsri.ac.id/56673/67/RAMA_13201_10011381520179_0024016904_01_front_ref.pdf
https://repository.unsri.ac.id/56673/67/RAMA_13201_10011381520179_0024016904_01_front_ref.pdf
https://doi.org/10.2466/pms.1990.70.3.771
https://doi.org/10.1016/J.PSYCHRES.2016.10.038

UNIVERSITAS
GADJAH MADA

Menengah
Pertama (SMP) di Kota Palembang
Kartika Putri Septiyani, dr. Fatwa Sari Tetra Dewi, MPH., Ph.D; dr. Bagas Suryo Bintoro, Ph.D

Universitas Gadjah Mada, 2024 | Diunduh dari http://etd.repository.ugm.ac.id/

Turner J. R. (1989). Individual differences in heart rate response during behavioral
challenge. Psychophysiology, 26(5), 497-505. Available at:
https://doi.org/10.1111/j.1469-8986.1989.tb00701.x

Tran, T. D., Kaligis, F., Wiguna, T., Willenberg, L., Nguyen, H. T. M., Luchters,
S., Azzopardi, P., & Fisher, J. (2019). Screening for Depressive and Anxiety
Disorders Among Adolescents in Indonesia: Formal Validation of The Centre
for Epidemiologic Studies Depression Scale — Revised and The Kessler
Psychological Distress Scale. Journal of Affective Disorders, 246, 189—-194.
Available at: https://doi.org/10.1016/j.jad.2018.12.042

Wahono, R.S. (2009). Antara Game, Pendidikan dan HP. Bandung: Alfabeta

We Are Social. (2022). Digital 2022: Another Year of Bumper Growth. Available
at:  https://wearesocial.com/uk/blog/2022/01/digital-2022-another-year-of-
bumper-growth-2/

Wei, H. T., Chen, M. H., Huang, P. C., & Bai, Y. M. (2012). The Association
between Online Gaming, Social Phobia, and Depression: An Internet Survey.
BMC Psychiatry, 12. Available at: https://doi.org/10.1186/1471-244X-12-
92

Widyawati, R. A. (2022). Usia dan Ruminasi: Sebuah Studi Pustaka Sistematis.
Prosiding Seminar Nasional Fakultas Psikologi Universitas Airlangga.
Available at: https://karya.brin.go.id/id/eprint/22574/1/2986-
1101_1 1 2023-21.pdf

UNICEF Indonesia.  (2022). Apa itu  depresi?  Available at:
https://www.unicef.org/indonesia/id/kesehatan-mental/artikel/depresi

Young, K. S. (1998). Internet Addiction: The Emergence of a New Clinical
Disorder. Cyberpsychology and Behavior, 1(3), 237-244. Available at:
https://doi.org/10.1089/CPB.1998.1.237

Young, K. S. (2009). Understanding Online Gaming Addiction and Treatment
Issues for Adolescents. American Journal of Family Therapy, 37(5), 355-372.
Available at: https://doi.org/10.1080/01926180902942191

Yunita, Yunita. (2019). Gambaran Kesehatan Mental Siswa Madrasah
Tsanawiyah Negeri 2 Kota Palembang Tahun 2018. PZM Journal, vol. 6, no.
2, 9 Nov. 2019, pp. 223-230. Available at:
https://doi.org/10.22460/p2m.v6i2p%p.1455

Zaelani, A. F., Setiawati, O. R., & Lestari, S. M. (2019). Hubungan Kecanduan
Bermain Game Online Dengan Depresi pada Siswa SMP. Jurnal Psikologi

Hubungan Tingkat Kecanduan Games Online terhadap Kejadian Depresi pada Siswa Sekolah


https://dx.doi.org/10.22460/p2m.v6i2p%25p.1455

Hubungaﬂ Tingkat Kecanduan Games Online terhadap Kejadian Depresi pada Siswa Sekolah
Menengal

Pertama (SMP) di Kota Palembang

Kartika Putri Septiyani, dr. Fatwa Sari Tetra Dewi, MPH., Ph.D; dr. Bagas Suryo Bintoro, Ph.D

Universitas Gadjah Mada, 2024 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

Malahayati, 1(2), 35-41. Available at:
https://doi.org/10.33024/jpm.v1i2.1868

Zamani, E., Chashmi, M., Hedayati DDS, N., & Professor, A. (2009). Effect of
Addiction to Computer Games on Physical and Mental Health of Female and
Male Students of Guidance School in City of Isfahan. In Fall (Vol. 1, Issue
2). Available at: https://www.ncbi.nlm.nih.gov/pmc/articles/PMC3905489/


https://doi.org/10.33024/jpm.v1i2.1868

