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ABSTRAK

PENGARUH GAME ONLINE TERHADAP
AKTIVASI SISTEM SARAF SIMPATIS

Nurul l1zzah

Bermain game online terutama game kekerasan secara terus-menerus,
dapat berdampak pada peningkatan reaktivitas kardiovaskular. Regulasi utama
sistem kardiovaskular salah satunya diperankan oleh cabang sistem saraf otonom
yaitu sistem saraf simpatis. Penelitian ini bertujuan untuk mengetahui pengaruh
game online terhadap aktivasi sistem saraf simpatis dengan parameter tekanan
darah sistemik dan frekuensi denyut jantung. Metode penelitian ini yaitu pre-
experimental dengan rancangan penelitian one group pretest-postest design.
Sampel penelitian ini diambil menggunakan purposive sampling dan diperoleh
sampel sebanyak 30 mahasiswa laki-laki. Pengukuran tekanan darah sistemik dan
frekuensi denyut jantung dilakukan sebelum dan setelah prosedur bermain game
online selama 30 menit. Didapatkan rerata tekanan darah sistolik sebelum
117,674£9,65 dan setelah 116,97+£11,68, rerata tekanan darah diastolik sebelum
83,2+ 10,56 dan setelah 83,4+11,69, dan rerata frekuensi denyut jantung sebelum
81,67+13,61 dan setelah 85+13,97. Data dianalisis menggunakan uji t
berpasangan. Hasil analisis data adalah tidak terdapat pengaruh bermakna pada
tekanan darah sistolik (p=0,673) dan diastolik (p=0,900), serta terdapat pengaruh
bermakna pada pada frekuensi denyut jantung (p=0,034). Hasil penelitian ini
menyimpulkan bahwa bermain game online selama 30 menit dapat meningkatkan
frekuensi denyut jantung secara signifikan, akan tetapi tidak berpengaruh terhadap
tekanan darah sistemik.

Kata-kata kunci: game online, tekanan darah sistemik, frekuensi denyut jantung
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ABSTRACT

THE EFFECT OF ONLINE GAMES
ON SYMPATHETIC NERVOUS SYSTEM ACTIVATION

Nurul lzzah

Playing online games, especially violent games continuously, can have an impact
on increasing cardiovascular reactivity. One of the main regulations of the
cardiovascular system is played by the branch of the autonomic nervous system,
namely, the sympathetic nervous system. This study aims to determine the effect of
online games on the activation of the sympathetic nervous system with systemic
blood pressure and heart rate parameters. This research method is pre-
experimental with a one-group pretest-posttest research design. The sample for
this research was taken using purposive sampling and a sample of 30 male
students was obtained. Systemic blood pressure and heart rate measurements
were taken before and after the procedure of playing online games for 30 minutes
using an Omron HEM 7156 Digital Tensimeter. The average systolic blood
pressure before and after was 117.67 + 9.65 and 116.97 + 11.68, the average
diastolic blood pressure before and after was 83.2 + 10.56 and 83.4 £+ 11.69, and
the average heart rate before and after was 81.67+13.61 and 85+13.97. Data
were analyzed using a paired t-test. The results of data analysis were that there
was no significant influence on systolic (p=0.673) and diastolic (p=0.900) blood
pressure, and there was a significant influence on heart rate frequency (p=0.034).
The results of this study concluded that playing online games for 30 minutes can
increase heart rate significantly, but has no effect on systemic blood pressure.

Keywords: game online, systemic blood pressure, heart rate
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