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Rehbein, F., Kliem, S., Baier, D., Mößle, T., Petry, N.M., 2015, “Prevalence of 

Internet gaming disorder in German adolescents: Diagnostic contribution 

of the nine DSM”. 

Reynolds, C.R., Paget, K.D., 1983, "Data normatif dan keandalan Nasional Mani-

fest Skala Anak Revisi itu Kecemasan", Psikologi Sekolah Ulasan, 

Vol.12, No.3, hal. 324-336.  

Rho, M.J ., Lee, H., Lee, T.H., Cho, H., Jung, D.J., Kim, D.J., Choi, I.Y., 2018, 

“Risk factors for internet gaming disorder: Psychological factors and in-

ternet gaming characteristics”, Int. J. Environ. Res. Public Health, Vol. 

15, No.40, hal.1-11. 

Rideout, V.J., 2018, The common sense census: Media use by tweens and teens. 

Common Sense Media Incorporated.  

Sanders, J.L., Williams, R.J. 2016. Reliability and validity of the Behavioral Ad-

diction Measure for Video Gaming. Cyberpsychology, Behavior, and So-

cial Networking, Vol.19, No.1,hal. 43–48. 

Sari, A.P., Ilyas, A., Ifdil, I., 2018, “Tingkat kecanduan internet pada remaja 

awal”, JPPI, Vol.3, No.2, hal.110-117. 

Sariyska, R., Reuter, M., Bey, K., Sha, P., Li, M., Chen, Y.F., Feldmann, M., 

2014, “Self-esteem, personality and Internet addiction: a cross-cultural 

comparison study”, Personality and Individual Differences, Vol.61, hal. 

28-33.  

Sastroasmoro, S., Ismael, S., 2008, Dasar-Dasar Metodologi Penelitian Klinis. 

Edisi 3, Jakarta: Sagung Seto. 

Schiebener, J., Brand, M., 2017, “Decision making under objective risk con- di-

tions—a review of cognitive and emotional correlates, strategies, feed-

back processing, and external influences”, Neuropsychol Rev, Vol.  25, 

hal. 171–98.  

Schmidt, A., Walter, M., Gerber, H., Schmid, O., Smieskova, R., Bendfeldt, K., et 

al., 2013, “Inferior Frontal Cortex Modulation with an Acute Dose of 

HUBUNGAN ANTARA INTERNET GAMING DISORDER DENGAN INSOMNIA PADA PELAJAR SMP DI
YOGYAKARTA
PUTRI ANDHINI I L, dr. Abdul Gofir, Msc, Sp.S(K), dr. Astuti, Sp.S(K)
Universitas Gadjah Mada, 2020 | Diunduh dari http://etd.repository.ugm.ac.id/

https://www.pikiran-rakyat.com/ekonomi/2018/08/06/gamer-indonesia-diprediksi-capai-34-juta-orang-428379
https://www.pikiran-rakyat.com/ekonomi/2018/08/06/gamer-indonesia-diprediksi-capai-34-juta-orang-428379


96 

 

 

Heroin During Cognitive Control”, Neuropsychopharmacology, Vol.38, 

No.11, hal. 2231‐2239.  

Shahab, A., 2000, Internet Bagi Profesi Kedokteran, Jakarta: EGC. 

Shen, C.H., Ratan, R., Cai, Y.D., Leavitt, A., 2016, “Do Men Advance Faster 

Than Women? Debunking the Gender Performance Gap in Two Mas-

sively Multiplayer Online Games”, Journal of Computer Mediated 

Communication, Vol.21, No.4, hal. 312‐329. 

Smith, J.M., 2014, “Beyond self-section in video game play: an experimen- tal 

examination of the consequences of massively multiplayer on- line role-

playing game play”, Cyberpsychol Behav, Vol.10, hal.717– 721.  

Sosso, F.A.E., Kuss, D.J. 2018. Insomnia and problematic gaming: A study in 9 

low- and middle-income coun-

tries,bioRxiv.doi:https://doi.org/10.1101/451724. 

Stavropoulos, V., Alexandraki, K., Motti-Stefanidi, F. 2013. “Recognizing internet 

addiction: prevalence and relationship to academic achievement in 

adolescents enrolled in urban and rural Greek high schools”. Journal of 

adolescence, Vol. 36, No.3, hal. 565-576. 

Subu, M.A., 2018, “Kecanduan Internet Gaming dan Status Body Mass Index 

(BMI) Pada Remaja Tingkat Sekolah Menengah Pertama Tahun 2018”, 

Jurnal Ilmu Dan Teknologi Kesehatan, Vol.6, No.2, hal. 167-174. 

Tavernier, R., Willoughby, T., 2014, “Sleep problems: predictor or outcome of 

media use among emerging adults at university?”, J Sleep Res, Vol 23, 

No.4, hal. 389-96. 

Turel, O., Saremi, H.Q., 2016., “Problematic Use of Social Networking Sites: An-

tecedents and Consequence from a Dual- System Theory Perspective”, 

Journal of Management Information Systems, Vol.33, No.4, hal.1087-

1116. 

van Rooij, A. J., Schoenmakers, T. M., Van den Eijnden, R. J., Vermulst, A. A., & 

van de Mheen, D. 2012. “Video game addiction test: validity and 

psychometric characteristics”. Cyberpsychology, Behavior, and Social 

Networking, 15(9), hal. 507-511.  

Vecchierini, M.F., 2013, “Sleep: regulation and phenomenology”, Rev Mal 

Respir, Vol.30, No.10,hal.843-855. 

Vollmer, C., Randler, C., Horzum, M.B., Ayas, T., 2014, “Computer game addic-

tion in adolescents and its relationship to chronotype and personality”, 

SAGE Open, Vol. 4, No.1, hal.1–9.  

Volkow, N.D., Wang, G.J., Fowler, J.S., Tomasi, D., Telang, F., Baler, R., 2010, 

“Addiction: Decreased reward sensitivity and increased expectation sen-

sitivity conspire to overwhelm the brain's control circuit”, Bioessays, 

Vol.32, No.9, hal. 748–755. 

HUBUNGAN ANTARA INTERNET GAMING DISORDER DENGAN INSOMNIA PADA PELAJAR SMP DI
YOGYAKARTA
PUTRI ANDHINI I L, dr. Abdul Gofir, Msc, Sp.S(K), dr. Astuti, Sp.S(K)
Universitas Gadjah Mada, 2020 | Diunduh dari http://etd.repository.ugm.ac.id/

https://doi.org/10.1101/451724


97 

 

 

Wang, T.Y., Lee, S.Y., Chen, S.L., Huang, S.Y., Chang, Y.H., Tzeng, N.S., Lu, 

R.B., 2013, “Association between DRD2, 5-HTTLPR, and ALDH2 

genes and specific personality traits in alcohol-and opiate-dependent pa-

tients”, Behavioural brain research, Vol.250, hal.285-292.  

Wang, H.R., Cho, H., Kim, D.J., 2018, “Prevalence and correlates of comorbid 

depression in a nonclinical online sample with DSM-5 internet gaming 

disorder”, Journal of affective disorders, Vol.226, hal.1-5.  

Wartberg, L., Kriston, L., Thomasius, R., 2017, “The Prevalence and Psychoso-

cial Correlates of Internet Gaming Disorder: Analysis in a Nationally 

Representative Sample of 12-to 25-Year-Olds”, Deutsches Ärzteblatt 
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