
 

 

55 

 

DAFTAR PUSTAKA 

A Forever Recorvery. (2018). Behavioral Addictions. Retrieved April 21, 2019, 

from https://aforeverrecovery.com/behavioral-addictions/ 

Aghaii, S. S. H., Kamaly, A., & Esfahani, M. (2013). Meta-Analysis of Individual 

and Environmental Factors that Influence People’s Addiction Tendencies. 

International Journal of High Risk Behaviors and Addiction, 1(4), 166–171. 

https://doi.org/10.5812/ijhrba.7630 

Amir, Y., & Lesmawati, D. R. (2016). Religiusitas dan spiritualitas: konsep yang 

sama atau berbeda? Jurnal Ilmiah Penelitian Psikologi, 2(2), 1–7. 

APA. (2013). DSM-5. manual diagnóstico y estadístico de los trastornos mentales. 

últimas novedades. In Pediatria Integral (Vol. 17). 

APA (American Psychiatric Association). (2019). Internet Gaming. Retrieved 

August 11, 2019, from https://www.psychiatry.org/patients-families/internet-

gaming 

Arikhman, N. (2016). Jurnal Kesehatan Medika Saintika. Tinjauan Sosial, Etika 

Dan Hukum Surrogate Mother Di Indonesia, 7(2), 108–113. 

Arnesen, A. A. (2010). Video Game Addiction among Young Adults in Norway: 

Prevalence and Health. 52. 

Azis, E. N. (2014). Faktor penyebab bermain. 

Batubara, J. R. (2010). Adolescent Development (Perkembangan Remaja). Sari 

Pediatri, 12(1), 21. https://doi.org/10.14238/sp12.1.2010.21-9 

Berman, A., Synder, S. J., & Frandsen, G. (2016). Kozier & Erb’s Fundamentals of 

Nursing: Concept, Practice, and Process (10th ed.; K. Wilson, Ed.). England: 

Pearson Education Lumited 2016. 

BINUS. (2019). GAME ADDICTION. Retrieved June 13, 2019, from 

http://parent.binus.ac.id/2016/08/game-addiction/ 

Braun, B., Kornhuber, J., & Lenz, B. (2016). Gaming and Religion : The Impact of 

Spirituality and Denomination. Journal of Religion and Health, 55(4), 1464–

1471. https://doi.org/10.1007/s10943-015-0152-0 

Brunborg, G. S., Mentzoni, R. A., Melkevik, O. R., Torsheim, T., Samdal, O., 

Hetland, J., … Palleson, S. (2013). Gaming Addiction, Gaming Engagement, 

and Psychological Health Complaints Among Norwegian Adolescents. Media 

Psychology, 16(1), 115–128. https://doi.org/10.1080/15213269.2012.756374 

Brush, B. L., & McGee, E. M. (2000). Evaluating the spiritual perspectives of 

homeless men in recovery. Applied Nursing Research, 13(4), 181–186. 

https://doi.org/10.1053/apnr.2000.9227 

Butler-Barnes, S. T., Martin, P. P., & Boyd, D. T. (2017). African American 

Adolescents’ Psychological Well-Being: The Impact of Parents’ Religious 

Socialization on Adolescents’ Religiosity. Race and Social Problems, 9(2), 

115–126. https://doi.org/10.1007/s12552-017-9199-8 

Conner, N. E., & Eller, L. S. (2004). Spiritual perspectives, needs and nursing 

interventions of Christian African-Americans. Journal of Advanced Nursing, 

46(6), 624–632. https://doi.org/10.1111/j.1365-2648.2004.03053.x 

Conrad, B. (2019). Video Game Addiction: Signs, Problems, Risks, & Treatment. 

Retrieved August 11, 2019, from http://www.techaddiction.ca/video-game-

addiction.html 

Hubungan Tingkat Spiritualitas dengan Risiko Kecanduan Video Game pada Remaja di SMA
Muhammadiyah 1
Yogyakarta
NURAENI CENDHANI P, Intansari Nurjannah, S.Kp., MNSc., Ph.D; Dr. dr. Ronny Tri Wirasto., Sp.KJ
Universitas Gadjah Mada, 2020 | Diunduh dari http://etd.repository.ugm.ac.id/

https://aforeverrecovery.com/behavioral-addictions/


56 

 

 

 

Darmawan, A. I., & Wardhaningsih, S. (2020). Peran Spiritual Berhubungan 

Dengan Perilaku Sosial Dan Spiritual Role Dealing With Social and Sexual 

Behavior of Youth. Jurnal Keperawatan Jiwa, 8(1). 

Davydov, D. M., Stewart, R., Ritchie, K., & Chaudieu, I. (2010). Resilience and 

mental health. Clinical Psychology Review, 30(5), 479–495. 

https://doi.org/10.1016/j.cpr.2010.03.003 

Delaney, C. (2005). The Spirituality Scale:Development and Psychometric Testing 

of a Holistic Instrument to Assess the Human Spiritual Dimension. Journal of 

Holistic Nursing, 23(2), 145–167. https://doi.org/10.1177/0898010105276180 

Eskasasnanda, I. D. P. (2017). Penyebab dan Efek Online Video Game Bermain di 

antara Pelajar di Malang Jawa Timur. (Hall 1916). 

Fikri, L. (2016). HUBUNGAN TINGKAT SPIRITUALITAS DENGAN TINGKAT 

KECEMASAN DAN MEKANISME KOPING MAHASISWA TINGKAT 

PERTAMA FKIK UMY 2015/2016. UMY. 

Griffiths, M. D., Davies, M. N. O., & Chappell, D. (2004). Online computer 

gaming: A comparison of adolescent and adult gamers. Journal of 

Adolescence, 27(1), 87–96. https://doi.org/10.1016/j.adolescence.2003.10.007 

Han, H., Jeong, H., Jo, S. J., Son, H. J., & Yim, H. W. (2020). Relationship between 

the experience of online game genre and high risk of Internet gaming disorder 

in Korean adolescents. Epidemiology and Health, 42, e2020016. 

https://doi.org/10.4178/epih.e2020016 

Hardanti, H. A., Nurhidayah, I., Yuyun, S., & Fitri, R. (2013). Faktor-faktor yang 

Melatarbelakangi Perilaku Adiksi Bermain Game Online pada Anak Usia 

Sekolah Factors Underlying Online Game Addiction ’ s Behaviour in School 

Age Children. 1. 

Hellström, C., Nilsson, K. W., Leppert, J., & Slund, C. (2012). Influences of 

motives to play and time spent gaming on the negative consequences of 

adolescent online computer gaming. Computers in Human Behavior, 28(4), 

1379–1387. https://doi.org/10.1016/j.chb.2012.02.023 

Hidayat, A. (2014). Penjelasan dan Teori Uji Kruskal Wallis H. Retrieved July 28, 

2020, from https://www.statistikian.com/2014/07/uji-kruskall-wallis-h.html 

Hilgard, J., Engelhardt, C. R., & Bartholow, B. D. (2013). Individual differences in 

motives, preferences, and pathology in video games: The gaming attitudes, 

motives, and experiences scales (GAMES). Frontiers in Psychology, 4(SEP), 

1–13. https://doi.org/10.3389/fpsyg.2013.00608 

Hilmida, S. A. (2019). Gambaran Risiko Kecanduan Video Game pada Anak 

Sekolah Menengah Pertama di Kota Yogyakarta. 

IRM. (2002). A Risk Management Standard. 

Jap, T., Tiatri, S., Jaya, E. S., & Suteja, M. S. (2013). The Development of 

Indonesian Online Game Addiction Questionnaire. 8(4), 4–8. 

https://doi.org/10.1371/journal.pone.0061098 

Jesse, D. E., & Reed, P. G. (2004). Effects of spirituality and psychosocial well-

being on health risk behaviors in Appalachian pregnant women. JOGNN - 

Journal of Obstetric, Gynecologic, and Neonatal Nursing, 33(6), 739–747. 

https://doi.org/10.1177/0884217504270669 

KBBI. (2016a). Risiko. Retrieved May 29, 2019, from 

Hubungan Tingkat Spiritualitas dengan Risiko Kecanduan Video Game pada Remaja di SMA
Muhammadiyah 1
Yogyakarta
NURAENI CENDHANI P, Intansari Nurjannah, S.Kp., MNSc., Ph.D; Dr. dr. Ronny Tri Wirasto., Sp.KJ
Universitas Gadjah Mada, 2020 | Diunduh dari http://etd.repository.ugm.ac.id/



57 

 

 

 

https://kbbi.kemdikbud.go.id/entri/risiko 

KBBI. (2016b). Spirirtualitas. Retrieved April 23, 2019, from 

https://kbbi.kemdikbud.go.id/entri/spiritualitas 

KBBI. (2016c). Spiritual. Retrieved April 23, 2019, from 

https://kbbi.kemdikbud.go.id/entri/spiritual 

Kim, K. S., & Kim, K. H. (2010). A Prediction Model for Internet Game Addiction 

in Adolescents: Using a Descision Three Analysis. Retrieved February 26, 

2019, from Korean Academy of Nursing website: 

https://www.jkan.or.kr/DOIx.php?id=10.4040/jkan.2010.40.3.378 

King, D. L., Haagsma, M., Delfabbro, P., Gradisar, M., & Griffiths, M. D. (2013). 

Defining Pathological Video-gaming: Conceptual and Measurement Issues 

Outline of Presentation. 

Király, O., Nagygyörgy, K., Griffiths, M. D., & Demetrovics, Z. (2014). 

Problematic Online Gaming. In Behavioral Addictions: Criteria, Evidence, 

and Treatment. https://doi.org/10.1016/B978-0-12-407724-9.00004-5 

Kuss, D. J., & Griffiths, M. D. (2012). Internet Gaming Addiction: A Systematic 

Review of Empirical Research. International Journal of Mental Health and 

Addiction, 10(2), 278–296. https://doi.org/10.1007/s11469-011-9318-5 

Kwon, J. H., Chung, C. S., & Lee, J. (2011). The effects of escape from self and 

interpersonal relationship on the pathological use of internet games. 

Community Mental Health Journal, 47(1), 113–121. 

https://doi.org/10.1007/s10597-009-9236-1 

Laconi, S., Pirès, S., & Chabrol, H. (2017). Internet gaming disorder, motives, game 

genres and psychopathology. Computers in Human Behavior, 75, 652–659. 

https://doi.org/10.1016/j.chb.2017.06.012 

Lemmens, J. S., & Hendriks, S. J. F. (2016). Addictive Online Games: Examining 

the Relationship Between Game Genres and Internet Gaming Disorder. In 

Cyberpsychology, Behavior, and Social Networking (Vol. 19, pp. 270–276). 

https://doi.org/10.1089/cyber.2015.0415 

Lemmens, J. S., Valkenburg, P. M., & Peter, J. (2009). Development and validation 

of a game addiction scale for adolescents. Media Psychology, 12(1), 77–95. 

https://doi.org/10.1080/15213260802669458 

Linden, D. J. (2011). Video Games Can Active the Brain’s Pleasure Circuit. 

Retrieved July 28, 2020, from https://www.psychologytoday.com/us/blog/the-

compass-pleasure/201110/video-games-can-activate-the-brains-pleasure-

circuits-0 

Lukavska, K. (2012). Time perspective as a predictor of massive multiplayer online 

role-playing game playing. Cyberpsychology, Behavior, and Social 

Networking, 15(1), 50–54. https://doi.org/10.1089/cyber.2011.0171 

M.Hanafi, M. (2014). Risiko, Proses Manajemen Risiko, dan Enterprise Risk 

Management. In Management Research Review (pp. 1–40). Retrieved from 

http://repository.ut.ac.id/4789/1/EKMA4262-M1.pdf 

Mangestuti, R., & Aziz, R. (2017). Pengembangan Spiritualitas Remaja: Mengapa 

Remaja Laki-Laki Lebih Memerlukan Dukungan Keluarga Dalam 

Pengembangan Spiritualitas. Psikoislamika : Jurnal Psikologi Dan Psikologi 

Islam, 14(1), 31. https://doi.org/10.18860/psi.v14i1.6500 

Hubungan Tingkat Spiritualitas dengan Risiko Kecanduan Video Game pada Remaja di SMA
Muhammadiyah 1
Yogyakarta
NURAENI CENDHANI P, Intansari Nurjannah, S.Kp., MNSc., Ph.D; Dr. dr. Ronny Tri Wirasto., Sp.KJ
Universitas Gadjah Mada, 2020 | Diunduh dari http://etd.repository.ugm.ac.id/



58 

 

 

 

Manuputty, Jefrains, Ch, Sekplin, A.S, Sekeon, Grace, D. K. (2019). Hubungan 

Antara Kecanduan Bermain Game Online Dengan Kualitas Tidur Pada Gamer 

Online Pengguna Komputer Di Warung Internet M2G Supernova Malalayang. 

Jurnal KESMAS, 8(7), 61–66. 

Masturoh, I., & Anggita T, N. (2018). METODOLOGI PENELITIAN 

KESEHATAN. Kementrian Kesehatan Republik Indonesia. 

Maulida, L. (2018). Jumlah gamer di Indonesia capai 100 juta di 2020. Retrieved 

March 24, 2019, from https://www.tek.id/insight/jumlah-gamer-di-indonesia-

capai-100-juta-di-2020-b1U7v9c4A 

McNamara Barry, C., Nelson, L., Davarya, S., & Urry, S. (2010). Religiosity and 

spirituality during the transition to adulthood. International Journal of 

Behavioral Development, 34(4), 311–324. 

https://doi.org/10.1177/0165025409350964 

Miner-Williams, D. (2006). Putting a puzzle together: Making spirituality 

meaningful for nursing using an evolving theoretical framework. Journal of 

Clinical Nursing, 15(7), 811–821. https://doi.org/10.1111/j.1365-

2702.2006.01351.x 

Munthe, B. E. U., Maslihah, S & Chotidjah, S. (2017). Hubungan spiritualitas dan 

psychological well-being pada anak didik pemasyarakatan di lembaga 

pemasyarakatan anak pria kelas IIa Tangerang. Jurnal Psikologi Klinis 

Indonesia, 1(1), 53–65. 

Musk, P. (2009). Video Game Addiction. Retrieved August 16, 2019, from 

https://www.urbandictionary.com/define.php?term=video game addiction 

N., P. M. S. (2013). Spirituality. Retrieved April 23, 2019, from 

https://psychologydictionary.org/spirituality/ 

Nandaka, P., & Moningka, C. (2018). Spiritualitas: Makna dan Fungsi. Retrieved 

May 31, 2019, from https://buletin.k-pin.org/index.php/arsip-artikel/244-

spiritualitas-makna-dan-fungsi 

Newzoo. (2017). The Indonesian Gamer. Retrieved March 28, 2019, from 

https://newzoo.com/insights/infographics/the-indonesian-gamer-2017/ 

Notoatmodjo, S. (2012). METODOLOGI PENELITIAN KESEHATAN. PT Rineka 

Cipta. 

Novitasari, Y., Yusuf, S., & Ilfiandra, I. (2017). Perbandingan Tingkat Spiritualitas 

Remaja Berdasarkan Gender dan Jurusan. Indonesian Journal of Educational 

Counseling, 1(2), 163–178. https://doi.org/10.30653/001.201712.12 

Nugroho. (2017). Hubungan antara kebiasaan bermain. 

Paik, S. H., Cho, H., Chun, J. W., Jeong, J. E., & Kim, D. J. (2017). Gaming device 

usage patterns predict internet gaming disorder: Comparison across different 

gaming device usage patterns. International Journal of Environmental 

Research and Public Health, 14(12). https://doi.org/10.3390/ijerph14121512 

Perry, S. (2015). Dopamine and Movement. Retrieved July 28, 2020, from 

https://www.brainfacts.org/thinking-sensing-and-

behaving/movement/2015/dopamine-and-movement 

Piedmont, R. L. (1999). Does Spirituality Represent the Sixth Factor of 

Personality? Spiritual Transcendence and the Five-Factor Model. 

268(December 1999), 19–26. 

Hubungan Tingkat Spiritualitas dengan Risiko Kecanduan Video Game pada Remaja di SMA
Muhammadiyah 1
Yogyakarta
NURAENI CENDHANI P, Intansari Nurjannah, S.Kp., MNSc., Ph.D; Dr. dr. Ronny Tri Wirasto., Sp.KJ
Universitas Gadjah Mada, 2020 | Diunduh dari http://etd.repository.ugm.ac.id/



59 

 

 

 

https://doi.org/10.1016/j.atherosclerosis.2017.11.008 

Pontes, H. M., & Griffiths, M. D. (2015). Measuring DSM-5 internet gaming 

disorder: Development and validation of a short psychometric scale. 

Computers in Human Behavior, 45, 137–143. 

https://doi.org/10.1016/j.chb.2014.12.006 

Potter, P. A., & Perry, A. G. (2009). Fundamental of Nursing (Fundamental 

Keperawatan) (7th ed.). Salemba Medika. 

Pratama, W. (2014). Game Adventure Misteri Kotak Pandora. 7(2), 13–31. 

Praxis. (2019). Konteks Resiko. Retrieved August 11, 2019, from 

https://www.praxisframework.org/id/knowledge/risk-context 

Puspitasari, F. I. (2019). UJI VALIDITAS DAN RELIABILITAS INSTRUMEN 

INTERNET GAMING DISORDER SCALE-SHORT-FORM (IGDS9-SF) 

VERSI INDONESIA PADA ANAK SMP DI KOTA YOGYAKARTA. 

Reed, P. G. (1987). Spirituality and well‐being in terminally ill hospitalized adults. 

Research in Nursing & Health, 10(5), 335–344. 

https://doi.org/10.1002/nur.4770100507 

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 

internet gaming characteristics. International Journal of Environmental 

Research and Public Health, 15(1), 1–11. 

https://doi.org/10.3390/ijerph15010040 

Russoniello, C. V., O’Brien, K., & Parks, J. M. (2009). The effectiveness of casual 

video games in improving mood and decreasing stress. Journal of Cyber 

Therapy and Rehabilitation, 2(1), 53–66. 

Shi, J., Renwick, R., Turner, N. E., & Kirsh, B. (2019). Understanding the lives of 

problem gamers: The meaning, purpose, and influences of video gaming. 

Computers in Human Behavior, 97(June 2018), 291–303. 

https://doi.org/10.1016/j.chb.2019.03.023 

Soetjiningsih. (2010). TUMBUH KEMBANG REMAJA DAN 

PERMASALAHANNYA (3rd ed.). Jakarta: Sagung Seto. 

Sunmaryati, R. R. (2017). Sejarah Game. 

Surbakti, K. (2017). Pengaruh Game Online Terhadap Remaja. Jurnal Curere | Vol. 

01 | No. 01 | April 2017 | p-ISSN : 2597-9507 | e-ISSN: 2597-9515, 01(01), 

28–38. Retrieved from 

http://www.portaluniversitasquality.ac.id5388ojssystemindex.phpcurerearticl

eview2022 

Suryanto, R. N. (2015). Dampak Positif Dan Negatif Permainan Game Online 

Dikalangan Pelajar. Biomass Chem Eng, 49(23–6), 1–15. 

Sussman, C. J., Harper, J. M., Stahl, J. L., & Weigle, P. (2018). Internet and Video 

Game Addictions: Diagnosis, Epidemiology, and Neurobiology. Child and 

Adolescent Psychiatric Clinics of North America, 27(2), 307–326. 

https://doi.org/10.1016/j.chc.2017.11.015 

Thasia. (2017). Evolusi dan Klasifikasi Permainan Elektronik di Indonesia. 

Retrieved April 23, 2019, from https://aptika.kominfo.go.id/2017/03/evolusi-

dan-klasifikasi-permainan-elektronik-di-indonesia/ 

Tiningrum, F. I. (2013). Hubungan antara Kecanduan Video Game dengan Stres 

Hubungan Tingkat Spiritualitas dengan Risiko Kecanduan Video Game pada Remaja di SMA
Muhammadiyah 1
Yogyakarta
NURAENI CENDHANI P, Intansari Nurjannah, S.Kp., MNSc., Ph.D; Dr. dr. Ronny Tri Wirasto., Sp.KJ
Universitas Gadjah Mada, 2020 | Diunduh dari http://etd.repository.ugm.ac.id/



60 

 

 

 

pada Mahasiswa Universitas Surabaya. Jurnal Ilmiah Universitas Surabaya, 

2(1), 1–17. Retrieved from http://journal.ubaya.ac.id 

Villagomeza, L. R. (2005). Spiritual Distress in Adult Cancer Patients. Holistic 

Nursing Practice, 19(6), 285–294. https://doi.org/10.1097/00004650-

200511000-00010 

Wahyuni, E. N., & Bariyyah, K. (2019). Apakah spiritualitas berkontribusi terhadap 

kesehatan mental mahasiswa? Jurnal EDUCATIO: Jurnal Pendidikan 

Indonesia, 5(1), 46. https://doi.org/10.29210/120192334 

Wang, C. W., Chan, C. L. W., Mak, K. K., Ho, S. Y., Wong, P. W. C., & Ho, R. T. 

H. (2014). Prevalence and correlates of video and internet gaming addiction 

among Hong Kong adolescents: A pilot study. Scientific World Journal, 2014. 

https://doi.org/10.1155/2014/874648 

WHO. (2018a). Game Disorder. Retrieved April 2, 2019, from 

https://www.who.int/features/qa/gaming-disorder/en/ 

WHO. (2018b). Gaming Disorder. Retrieved August 11, 2019, from 

https://www.who.int/features/qa/gaming-disorder/en/ 

WHO. (2019a). Adolescent health and development. Retrieved May 26, 2019, from 

SEARO website: 

http://www.searo.who.int/entity/child_adolescent/topics/adolescent_health/e

n/ 

WHO. (2019b). ICD-11 for Mortality and Morbidity Statistics (Version : 04 / 2019). 

Retrieved April 20, 2019, from https://icd.who.int/browse11/l-

m/en#/http://id.who.int/icd/entity/1448597234 

Wiguna, A. (2017). UPAYA MENGEMBANGKAN SIKAP SPIRITUAL DAN 

SOSIAL PESERTA DIDIK BERBASIS PSIKOLOGI POSITIF DI SEKOLAH. 

01(02), 47–61. 

Williams, A., Dixon, J., Feinn, R., & McCorkle, R. (2017). Cancer family caregiver 

depression: are religion-related variables important? Physiology & Behavior, 

176(1), 139–148. https://doi.org/10.1016/j.physbeh.2017.03.040 

Wittek, C. T., Finserås, T. R., Pallesen, S., Mentzoni, R. A., & Hanss, D. (2016). 

Prevalence and Predictors of Video Game Addiction : A Study Based on a 

National Representative Sample of Gamers. International Journal of Mental 

Health and Addiction, 672–686. https://doi.org/10.1007/s11469-015-9592-8 

Yusuf, A., Nihayati, H. E., Iswari, M. F., & Okviansanti, F. (2017). Kebutuhan 

Spiritual Konsep & Aplikasi Dalam Asuhan Keperawatan. 

 

 

Hubungan Tingkat Spiritualitas dengan Risiko Kecanduan Video Game pada Remaja di SMA
Muhammadiyah 1
Yogyakarta
NURAENI CENDHANI P, Intansari Nurjannah, S.Kp., MNSc., Ph.D; Dr. dr. Ronny Tri Wirasto., Sp.KJ
Universitas Gadjah Mada, 2020 | Diunduh dari http://etd.repository.ugm.ac.id/


