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A;ﬁdgkismry; Online gaming is a self-entertaining activity and can be addictive. Game
addiction has a negative impact. This study aimed to determine the health
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1. INTRODUCTION

Now that it has entered the era of the 4.0 industrial revolution, namely industrial transformation
through a combination of digital technology and the internet with conventional industries, online games are
growing rapidly and are in great demand today [1]. Online games are connected via the internet and aim to
make online game users feel happy and have an interest in games [2]. There are two types of individuals in
playing games, some are limited to entertainment without addiction, while those who place games as a
necessity or addiction, this is often referred to as a gaming disorder [3]. One of the worrying technology
addiction is online game addiction, because it ultimately affects lifestyle, function, and behavior [4].

Online game addiction is a form of game use for a long time [5]. Then the mai@haracteristic of
game addiction is playing for more than three hours [6]. Regarding game addiction, World Health
Organization [7] has categorized gaming disorders as mental disorders, and this is evidenced by the many
reports that discuss the topic of gaming disorders as mental disorders.

Indonesian gamers are the largest number in Southeast Asia who plays games on smartphones,
personal computers and laptops, and consoles. According to data from the Indonesian Internet Service
Providers Association (APJII) [8], most online gaming devices use smartphones as many as 89.9 million or
around 67.8% and are predicted to increase rapidly until 2019. This is supported by the Ministry of
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Communication and Informatics's [9] estimation in 2015, which estimates that Eﬂe than 100 million
Indonesians will become active smartphone users in 2018.

Based on estimates, in Indonesia, about 6.1% of people addicted to games, according to the
prevalence of 6.1% of game players experiencing addiction, it can be estimated that currently, there are 2.7
million game players who may be addicted [10]. In accordance with the results of observations made by
researchers at one of the boarding houses on J1. Timoho, Baciro, Gondokusuman Regency, Yogyakarta City,
Yogyakarta Special Region, on July 30, 2020, it was found that teenagers had made online games a necessity
of life because every day these teenagers always played games in the morning, afternoon and evening. The
same thing is also found in places to eat, such as cafes and small shops, where teenagers always contact
smartphones to access online games and spend their daily lives in these places with the same activities or
activities, namely playing games.

Sometimes with busy playing games, the players of this game put aside basic needs, namely
physical needs such as eating, drinking, delaying urinating, and not resting or slcepingmfsicell needs are
one of the basic needs that must be met E2§ e very individual. If basic needs are not met, it can have a negative
impact on a person's health [11]. Based on the results of the interview, it was known that a teenager admitted
that he often played games 2-4 hours a day, and when playing games, often delayed eating and delayed
urinating because he was focused and could not leave the game.

Gamers often use smartphones to access online games so that it makes them stay up late, and there
is a study that states that smartphone addiction shows poor sleep quality [12]. Poor sleep quality or lack of
sleep can put you at risk of experiencing a deficiency in haemoglobin levels, and studies are showing that the
effect of playing games is anaemia due to lack of sleep [13]. This can lead to heart disease due to
overcompensation to the hea e to lack of rest, and this is evident from the results of research which state
that people who are addicted to video games have poor health andan disease ratings [14].

Then the health effects that arise from game addiction are changes in diet and sleep patterns that
have negative impacts, such as ulcers and anaemia in-game players [15]. Not only delaying eating can be
bad, but delaying drinking or not drinking water can also cause serious problems, namely the risk of
dehydration or lack of fluids, resulting in unfocused, and in certain conditions, the risk of severe dehydration,
which can lead to hypovolemic shock with symptoms such as dizziness, weakness, weak pulse, and
decreased consciousness under certain conditions [16]. In addition, the negative impacts that will arise
include physical, personal, and work or academic problems.

Currently, there are studies that discuss the impact of online game addiction on health, then on
social relationships [17], [18], even on academics [19]. According to researchers at this time, there has been
no research that has thoroughly discussed the personal experience of someone who is addicted to playing
online games to neglect their health. In this regard, it is seen that there is a need for a health belief model to
examine health beliefs in online game players. In response to this, researchers are interested in using the
Health Belief Model (HBM) to change bad behaviour or habits for the better.

The Health Belief Model is a model that explains a person's judgment before behaving in a healthy
manner and serves as an effort to prevent disease [20]. The HealtlikBrust Model shows a significant
relationship with behaviour change [21]. The Health Confidence Model is the most frequently used theory in
health education, health promotion, and d se prevention; whereas the health belief model assumes that
mdividuals engage in preventive behaviour when they believe there is a high likelihood of disease (perceived
vulnerability), severe negative impacts. Disease (perceived severity) benefits from adopting health
behavio nd there are some barriers to health behaviours [22].

Based on the description above, the formulation of the problem in this study is how to model
adolescents' health beliefs with game disorders on health impacts. The aim to be achieved is to look at
models of adolescent gaming disorder beliefs on health impacts.

2
2. RESEARCH METHOD
This study used a qualitative method with a phenomenological approach, which provides an
overview of the subjective experience of the health belief model of adolescent game disorders on health
impacts. Then in this study, the researchers proved the Ethical Clearance from the Ahmad Dahlan University
Ethics Committee with the number: 012010055.

2.1. Research subject

Researchers used incidental sampling techniques in this study, namely accidental sampling with
certain considerations or characteristics in elccord? with several inclusion criteria. The number of
participants in this study was six people, while the characteristics of the participants in this study were as
shown in Table 1.
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Table 1. Characteristics of participants

Characteristics Demographics Frequeny Perc;g:;age
Gender Man 6 1000
Age 21-24 Years 6 1000
Profession College student [ 100.0
Residence Boarding house / Rented o 100.0
Early gameplay More than six months 6 100.0
Long time playing the game a day More than three hours 6 1000
Addiction category High 6 100.0

Source: Primary data, 2020

P

Eised on Table 1, it can be seen that the participants in this study were six people. All of them were
male and aged 21 to 24 years, then all participants were students and lived in rented houses and boarding
houses. Participants in this study as a whole experienced addiction with a high category. Then have been
playing games for more than six months and in a day playing games for more than three hours.
2.2. Method of collecting data

The data collection method used in this study was semi-structured interviews (in-depth interviews)
which were designed with open-ended questions to obtain participants' views and opinions. The instrument
used in this study was a human instrument with an interview guide that had expert validity first.

2.3. Data credibility

Data credibility is guaranteed by member checking and data triangulation. Researchers submit the
results of the report to participants to check the accuracy of the information captured. Furthermore, peer
checking, in the form of checking the results of interviews with supervisors through discussion. Then the
triangulation used is the triangulation method by measuring the gaming addiction scale. The scale is the
standard scale by Lemmens et al, modified by Bai [23]. Then the researchers modified the scale by removing
neutral answer items so as not to lead the subject to neutral answers, after that the validity of the contents was
returned by pr(i()nell judgment, namely through the assessment of lecturers from the faculty of
psychology and the faculty of public healt Ahmad Dahlan University Yogyakarta. The data from the
triangulation of the gaming addiction scale 1s shown in Table 2. Based on Table 2. it can be seen that all
participants totalled six people and experienced addiction in the high category (100%).

Table 2. Participant addiction criteria
No  Addiction category  Frequency  Percentage (%)

1 High 6 1000
2 Moderate 0 0
3 Low [1] 0

(Source: Primary data, 2020)

24. Data analysis

Qualitative data analysis began by examining all available data from various sources, namely from
interviews and triangulation collected. The researchers then used a phenomenological analysis, according to
Creswell [24]. The steps taken in data analysis are as follows: (i) organizing the data, (ii) reading all the data,
(iil) coding, (iv) developing themes and data descriptions, (v) connecting between themes, (vi) interpretation.

3. RESULTS
3.1. Health Belief Model on participants

Based on interviews with six participants, researchers obtained information that captures how to
model the participants' health beliefs on the health effects of game addiction, namely that all participants feel
vulnerable to experiencing pain, then know the dangers due to frequent habits, besides that all participants
know the benefits of reducing playing hours. games. Furthermore, all participants had obstacles to reducing
their hours playing online games, and all participants had a fear of habits that are often done now, then all
participants had the confidence to seriously want to change habits, and would keep trying, even though there
were some participants who did not know-how.
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3.1.1. Susceptibility to disease
Regarding the vulnerability to experiencing pain, all participants felt vulnerable to experiencing pain
and believed in game addiction's negative effects.

"Yes, for the sick, yes, but the sickest ones were dizziness, aches, headaches, like that." (Participant
1,G)

"E seems like yes." (Participant 2, §)

"Yes, my own body feels wvulnerable, especially common diseases such as coughing, colds,
dizziness." (Participant 3, P)

"Ee, vulnerable, if vou are tired, you will be vulnerable to illness." (Participant 4, F)

"Vulnerable for sure, mas." (Participant 5, D)

"Yes, ves." (Participant 6, P)

3.1.2. Severity/trustworthiness of negative impacts

The severity/belief in the negative impact, namely all participants often stay up late, difficult time
management, often delay eating, and heartburn. Besides that, you usually hold and delay urination, then feel
dizzy, tired, and have back pain. When playing games, they often forget to eat, lack appetite, interfere with
concentration, and also interfere with the need for rest. In addition to experiencing insomnia, participants also
knew about the dangers of staying up late, the risks of delaying eating, and the dangers of holding back
urination.

"It can also cause pain from lack of sleep, right?." (Participant 1, G)

"For example, if we delay eating, it can cause ulcers, and delaying drinking can cause
dehydration." (Participant 1, G)

"Yes, we can catch infections like that." (Participant 1, G)

"l used to have dizziness, back pain." (Participant 1, G)

"l think it has a negative impact because I usually don't get enough sleep, especially during
college holidays and the following holidays, so I play games from night to morning ." (Participant
2,8)

"Oh veah, especially if we are fun, we will have fun when playing games there are points, for
example, the points are less than five, let's play and eat later." (Participant 2, §)

"If vou postpone peeing, of course, especially when you play, we are often on the second floor, so
the bathroom is downstairs, so if you want to go down lazy, especially if you are lazy to play first,
let it be delayed." (Participant 2, §)

"Often bro, it's been every day." (Participant 3, P)

"I often have heartburn like that." (Participant 3, P)

"You can do this, what, have kidney stones." (Participant 3, F)

"Yes, tired." (Participant 4, F)

"It's like heartburn, usually when I play games for too long, my eyes hurt and my head hurts t00."
(Participant 4, F)

"Little do I know about the dangers of hearing from healthy people, it usually causes urinary tract
disorders.” (Participant 4, F)

"Maybe what's wrong, insomnia, dizziness, especially a lack of appetite, which I usually feel is a
lack of appetite." (Participant 5, D)

"Sometimes [ forget, bro, when I am playing games, for example, I have to eat right now, forget,
postpone, a delay like that." (Participant 5, D)

"Maybe it can interfere with my concentration because I often play games; usually it disturbs my
sleep needs too." (Participant 5, D)

"Yes, maybe later, if we do it often, there will be disturbances in our urine " (Participant 5, D)
"Yes, one of them is that we are short of blood." ( Participant 6, P)

"Can cause ulcer disease." (Participant 6, P)

"Yes, you can pee stones later, right?." (Participant 6, P)

"Destroys the kidneys." (Participant 6, P)

3.1L.3. Trust benefit
The benefit of this belief is that all participants know the benefits of reducing game hours because

rest is very important to avoid disease and maintain health.

"Maybe we can reduce our habits now, so we don't get sick." (Participant 1, G)

Game addiction among adolescents and its” health impacts (Rendi Arivanto Sinanto)
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"Maybe for health, yes." (Participant 2, §)

"Yes, maybe to prevent worse things in the future." ( Participant 3, P)

"Maybe it's just to maintain health, because if you play a lot, you can get tired too quickly."
(Participant 4, F)

"If vou reduce playing hours, it can be better." (Participant 5, D)

"Yes, yes, I am aware that it is not very good now it is also risky for health, but it is also difficult to
reduce it." (Participant 6, P)

3.1.4. Trust barrier

Next is the belief in obstacles, namely because of friends' invitations, then boredom, excitement
when playing games, and the existence of free time. When playing games, they cannot control themselves,
and also some online games played by participants have become a trend in electronic sports. In addition, the
factor that becomes an obstacle is the existence of a quota or wifi, then only focuses on the game because it is
chasing targets, and it is also difficult to change habits because it is fun to play. The participants continued to
play even though they were feeling pain because they wanted to play very much and felt tempted to play
games when they saw other people playing games, and when playing games, they forgot everything.

"The obstacles are like being bored, confused about what to do with playing the game again,
besides that because there is an invitation from a friend." (Participant 1, G)

"Yes, because they cannot control themselves." (Participant 1, G)

"The thing that affects me to play games is there is no activity, then I live in a place with an
average environment where people play games, so later friends come, let's play games, later
[riends come back, let's play games, so I'm forced to have to play like that.”(Participant 2, §)

"Yes, playing together, especially if playing the game itself is not fun, the fun is not enough."
(Participant 2, §)

"It's getting more fun because PUBG has become an e-sport, it's getting busier now." (Participant
2,5)

"I don't know, and maybe it was before, | want to catch up, right in the game there is a level."
(Participant 2, §)

"If you can say you can't control it, bro, because it's fun, bro, so I'm confused, but [ want to try
again, for example, in a day, I reduce it, five hours three hours, I wanna try, but I don't know how
to do it, bro." (Participant 2, §)

"Yes, credit, no credit, no quota, you can't play games, bro. Apart from that, other factors are also
the environment, there are friends." (Participant 3, P)

"Just exciting, bro, just exciting." (Participant 3, P)

"Yes, e-sport, because it's booming." (Participant 3, P)

"Yes, I want to change, but [ can't, bro." (Participant 3, P)

"Hm, it's hard to say, because the control is difficult because most of these friends like games."
(Participant 4, F)

"Besides, maybe this too, as long as there is free time, feeling bored, finally running 1o the game."
(Participant 4, F)

"I want to change, and it's just that in an environment like this, it's a bit difficult to change,
especially if all my friends in my neighbourhood are game lovers." (Participant 4, F)

"If people are used to playing games, it feels like something is missing if we don't play games, it's
like eating vegetables without salt." (Participant 4, F)

"Usually I need rest, if it's not too heavy, for example, the head is a bit dizzy, I will continue, but if
vou feel a little tired, I will rest." (Participant 4, F)

"Maybe the environment can, then friends around who usually like to play games can also, what
else, can it be from the environment, for example, there is smooth wifi so that they can play full "
{Participant 5, D)

"The obstacle may be because of the fun playing the game, that's what prevents me from limiting
when I want to reduce my playing limit." (Participant 5, D)

"Yes, because my friends also play games, every time, for example, I hear the sound of a game, it
rings, I immediately bring my cellphone to play the game too." (Participant 5, D)

"Yes, there is no work, I will play the game, okay?." (Participant 6, P)

"If I chase, on mobile legends [ chase rank." (Participant 6, P)

"It depends, but yes, for example, if I win, I am very satisfied, yes, but if I lose, [ am not satisfied,
so I play again until [ win." (Participant 6, P)
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3.1.5. Stimulus to action

There is a stimulus to act on all participants, namely, disturbed sleep patterns, having friends who
have dropped out of college, and being seriously ill. Besides that, it also disturbs concentration and has a fear
of habits that are often done now.

"Yes, because of lack of sleep." (Participant 1, G)

"In my opinion, rest is important because if you don't get enough rest, there are impacts,
headaches, insomnia, and ulcers." (Participant 2, 5)

"That's my principle, bro if I play games until dawn, and in the morning there is a lecture, I still
have to force myself to go to college, because my principles are like that, but there are cases like
my friend who really likes playing Dota 2 on the computer, it wasn't until college. Finished”
(Participant 3, P)

"Yes, I want to, I never sleep-deprived, usually I sleep at six in the morning, sometimes I wake up
at one or two in the afternoon, it's not less, but 1 want to sleep like a normal human, at ten, it's
already asleep." (Participant 3, P)

"If there is an effect, it stops." (Participant 4, F)

"This is important, bro." (Participant 5, D)

"Yes, don't stay up late, and forget everything." (Participant 5, D)

"I was scared, but because I'm used to it, so okay, the important thing is I level up, like that."
(Participant 6, P)

"It's me. I've already had my point of triumph in the mobile legend until dawn, then I take a
break." (Participant 6, P)

3.1.6. Self efficacy
All participants believe to seriously want to change habits and keep trying and have faith. However,
some participants do not know how to change habits.

"Yes, seriously." (Participant 1, G)
"Yes, very sure." (Participant 1, G)
"Yes, I'm serious, but I don't know how." (Participant 2, §)
"Yes, I want to change, but I can't, bro." ( Participant 3, P)
"I want to be serious, but my friends, all of whom are game players, find it difficult." ( Participant
4,F)
"Yes, seriously, mas." (Participant 5, D)
"But I will still try." (Participant 5, D)
"Yes." (Participant 6, P)
"But it is very difficult to reduce it." (Participant 6, P)

3.2, Health impact on participants

All participants experienced fatigue, sore and sore eyes, then dizziness, firefly eyes, decreased
visual acuity, heartburn, chills, the risk of developing ulcers, and the risk of developing urinary tract
infections. Sometimes feeling anxious and emotional and have a game addiction. Social relations become
disturbed with people who do not play games because they often focus only on the game and good social
relations. Because playing educational games becomes distracted, although not all experience it. Some
participants prioritize education and think that games with education must be balanced.

"It can also damage health, fatigue." (Participant 1, G)

"Once, I had a headache, had back pain." (Participant 1, G)

"Yes, sometimes the eyes start to hurt, but they are forced to play." (Participant 1, G)

"Yes, I often delay eating and drinking while playing games." (Participant 1, G)

"Yes, you can get infections like that." (Participant 1, G)

"Yes, sometimes bro, when you think about something." (Participant 1, G)

"Oh yeah tired, yeah, because usually, we play up late, bro, so staying up late doesn't sleep at night,
so it's like sore hands, especially moving wrists and fingers, and tired eyes." (Participant 2, §)

"Oh, if you know, because I also have heartburn, bro." (Participant 2, §)

"Yes, often bro, usually red like that, it usually hurts, then usually wash it again, and if the pain
can't be tolerated, then [ take a break and then continue again." (Participant 2, §)
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"Yes, bro, so far I have also been wearing glasses because of the influence of this game before I
didn't wear glasses, maybe because 1 often play games so my eves are damaged, and if I want to
sleep, I feel dizzy like that." (Participant 2, §)

"This is how we usually get urinary tract infections." (Participant 2, §)

"Yes, sometimes sudden emotions." ( Participant 2, §)

"If vou don't play games, there is usually anxiety." (Participant 2, 5)

"Tired is certain, for example I am dizzy, my body is weak, then lie down, so while lying down [
watch YouTube, I watch heroes that I use in a game, so I want 1o try them in my game." ( Participant
3, P)

"Most obvious dizziness." (Participant 3, F)

"Yes, almost every day I play the game. When I play that game if you want to pee, wait until you
really can't stand it, and then pee." (Participant 3, P)

"Oh, for example, if you are detained for a long time, you will get sick because it is full and you have
not been expelled." (Participant 3, P)

"Yes, have a urinary tract infection." (Participant 3, P)

"Yes, ves, if vou delay eating because, in the middle of the game, you are fun to play the game, yvou
are hungry, you are arrested first, you delay eating first." ( Participant 3, P)

"Often ulcers just like that." (Participant 3, P)

"Often watery, if over time it hurts the eyes." (Participant 3, P)

"In my daily life, sometimes if there is a trigger from outside, but I can still be held back a little."
{Participant 3, P)

"Oh yeah, the body feels tired, tired." (Participant 4, F)

"Often, it usually delays eating ." (Participant 4, F)

"Similar 1o heartburn, usually if I play games for wo long, my eyves sting, and my head huris too."
(Participant 4, F)

"After playing the game, I usually feel that playing too long is dizzy." (Participant 4, F)

"Know a little the danger, and if you hear from a healthy person, it is usually the cause of urinary
tract disorders."

"Such an infection." (Participant 4, F)

"Sometimes I get emotional while playing games, for example, I lose, that's definitely my emotions."
{Participant 4, F)

"Oh, for that I usually get tired, sometimes tired, but usually I keep playing the game." ( Participant
5.D)

"Sometimes dizzy, sometimes the body feels chills, now a bit dizzy." (Participant 5, D)

"Yes, I get sick sometimes." (Participant 5, D)

"Sometimes you forget, bro, if you are fun playing games, that's why you have to eat now, forget
about it, delay, a delay like that." (participant 5, D)

"Yes, maybe it's just an ulcer." { Participant 5, D)

"Oh yes, that's for sure, bro, because when I play the game, it usually takes a long time, not just an
hour, so if you pee, you don't usually feel it, even if you want to pee, it's usually postponed first."
(Participant 5, D)

"Yes, maybe later if we get used to it, there will be disturbances in our urine." { Participant 5, D)

"Oh, sure. If you play toxic games, you will come out." ( Participant 5, D)

"Just a little bit." (Participant 5, D)

"Yes, definitely tired." ( Participant 6, P)

"For myself, I often feel dizzy." (Participant 6, P)

"Yes, there are stinging eves and fireflies for sure." (Participant 6, P)

"It's often late to eat." (Participant 6, P)

"Everything is postponed." (Participant 6, P)

"Resulting in ulcer disease " (Participant 6, P)

"I was having fun playing, and suddenly I wanted to pee so that it would be postponed.” (Participant
6, P)

"Yes, you can pee stones later." (Participant 6, P)

"Yes, when I play games, I usually lose my temper." (Participant 6, P)

4. DIFIUSSION
Based on the results of the research above, it was found that the participants experienced addiction
in the high category of as many as six people, game addiction, namely excessive game use. The same study

Int. J. Public Health Sci., Vol. 10, No. 3, September 2021 : 480 —492




1
Int. J. Public Health Sci. ISSN: 2088-8694 0 487

results found that internet gaming disruption is a condition of individuals who play games repeatedly and
continuously [25]. All participants have played the game for more than six months which means that all
participants can be categorized as game addiction, addiction occurs if a person meets the specified criteria
within twelve months [26]. Then all participants played games a day for more than three hours. The hallmark
of online game addiction is playing games more than three hours a day [6].

Overall, the participants were male, based on results of the study, there is a study which states that
male participants experience game addiction by (97%) [27], the same result is that men dominate playing
online games (95%) [28], then there are research results that stated that women make up half of the gamer
population [29]. Based on this study's results, it is proven that the more men who play online games, this can
be evidence that the level of game addiction in the male gender is higher than the female gender [30].

The six participants' age is in the late adolescence category, namely 21-24 years. Adolescents are
divided into two parts, namely early adolescence and late adolescence. There are studies showing that online
game addiction is more common in adolescents [31], [32]. Chen et al. [30] argued that adolescents and adult
men found the use of internet games to be much more addicting. Overall the participants in this study were
students who experienced game addiction, this is supported by the research of Efendy and Marnely [33], it
was found that game addiction will have a negative impact on health, social, and student education. Ghuman
and Griffiths [34] said that playing games have a bad impact, one of which is on Ith. Then Novrialdy [35]
suggested that online game addiction can have a negative impact on adolescents. Based on the results of the
study, it is known that participants who like to play games and often experience game addiction are at risk of
experiencing negative impacts.

All participants live in a boarding house and rented, which makes participants free to play games for
a long time because they are far from family. When playing games, participants often cannot control
themselves, causing them to experience bad health effects. Overall, participants experienced health effects
such as fatigue because participants often played games and lt)sck of time, even played games late at
night, this is in accordance with Maulida and Sari's [36] research, that there 1s a relationship between internet
addiction and sleep patterns, then the results of Fitria's [37] study also mentioned that there is a relationship
between the duration of playing online games with disturbed sleep patterns. The results of this study
concluded that playing games for a long time made the Faicipemls experience changes in sleep patterns so
that they slept less than eight hours. A study also states that adolescents who are addicted to online games
w: weak immune systems due to lack of physical activity, lack of sleep, and frequent meals late [38]. The
results of this study are in line with previous research described above, that male sex is the largest population
who experience addiction, then adolescents and early adults are age categories that are vulnerable to online
game addiction, and participants have the same habits such as staying up late due to addiction to play online
game.

Then the participants also overall experienced eye pain due to prolonged viewing of the smartphone
screen, this is in accordance with Muallima er al. [39] research, that there is a significant relationship
between the distance variable using gadgets and a decrease in visual acuity. The same result was found in
Santoso and Sundari's [40] study, that t is a significant relationship between playing online games and
decreased visual acuity. According to the Ministry of Health of the Republic of Indonesia [41], eye fatigue is
characterized by eye pain, soreness or itching, apart from watery eyes and sensitivity to light. Based on these
results, it can be concluded that excessive smartphone use can be one of the causes of eye disorders. In
addition, all participants also felt y due to prolonged playing of games, this is in accordance with the
research of Eijnden er al. [42] that the symptoms of gaming disorders have a negative impact on adolescents.

In addition, all participants often play games until they lose track of time so that which has an
impact on health. Participants often delay eating and forget to eat so that they ill'a high risk of developing
stomach ulcers. Research conducted by Sinanto and Djannah [15] found that the health effects that arise are
changes in diet and lack of sleep, the same results were also found in the study of Susanti et al. [43] that there
was a relationship between online games and diet. This study supports that playing games for a long time can
impact health due to changes in diet, namely delaying eating and forgetting to eat because these habits will
cause pain like ulcers.

All participants also frequently held back urination every time they played a game, this would put
them at risk for urinary tract infections, Sari's [44] study, showed that there was a link between holding back
urination and urinary tract infections. The results of these studies prove that the habit of the participants
holding back urination often poses serious risks. Then the results of the research conducted by the researcher
have in common with previous studies above that the participants experienced sore eyes, then decreased
visual acuity, fatigue, dizziness, lack of sleep, the risk of developing ulcers, and the risk of experiencing
urinary tract infections which could threaten the participants' health.

Then to change the behaviour of all participants who experience these health impacts, the
importance of a health belief model in participants is so that they can behave healthily and avoid disease.
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Each participant has a health belief model in overcoming health problems, this health belief model describes
the reason a person determines the method that is considered appropriate for him to prevent serious illness
from his habit. Jose et al. [21] said that the health belief model shows a significant relationship with
behaviour change.

Regarding susceptibility to experience pain, all participants felt vulnerable to disease. According to
the construct of health belief theory, the vulnerability perception model is a person's beliefs about the risk of
disease or health problems. Although all participants realized that they were prone to disease, all participants
really liked playing games and cared about gel&s because they had been playing games for more than six
months. This is supported by a statement the Ministry of Health of the Republic of Indonesia [45] that
someone who is addicted to games will continue to play the game even though there are real negative
consequences. In fact, playing games for more than six months is categorized as an addiction. This is what
makes participants always play games even though they are aware that they are prone to disease. This is in
accordance with the APA which states that a person is categorized as adpicted if he has played games for
more than twelve months [26]. According to the Ministry of Health [45], the results of this study are in line
with the statement above that addicted online game players do not realize that they are experiencing
addiction.

Then for the severity or belief in the negative impact, namely a person's subjective assessment of the
severity of a health problem and the potential consequences if it is not prevented or treated. Participants are
overall aware of the dangers of staying up late. These results are in line with Fitria's [37] research, which
shows a relationship between the length of playing games with disturbed sleep patterns, based on the results
found by researchers that participants often stay up late and prove that they have a risk of disease. Maulida
and Sari's [36] research also found the same thing: a relationship between internet addiction and sleep
patterns. Nursyifa, Widianti, and Herliani's [46] research found that respondents who were addicted to games
mostly experiencleep disorders. Regarding the habit of staying up late, of coute@lthere is a risk of
anaemia, this is in line with the research of Mawo et al. [13] which states that there is a significant
relationship between sleep quality and haemoglobin levels in students. This study's results are in line with
some of the previous studies above, that participants are at risk of experiencing negative health impacts
because they often stay up late to play games.

The results found that all participants were aware of the dangers of delaying eating, and participants
also often experienced ulcers. Based on the results found, this researcher has similarities with Susanti er al.
[43] that there is a relationship between game addiction and diet, which indicates that the habit of delaying
eating causes the disease enerienced by participants, namely ulcers. The results of the research by Angkow,
Robot, and Onibala [47] stated that there is a significant relationship between eating regularity and the
incidence of gastritis. Then the same results were found in the study of Juliani and Nurchayati [48], which
found an association between eating fefequency and the risk of developing gastritis in adolescents. Manniko,
Billieux, and Kaariainen [38] stated that adolescents who are addicted to games tend to have weak immune
systems, lack sleep, and often delay eating. All study participants also frequently experienced delays in
urinating. According to Sari [44], there was a relationship between the habit of delaying urination and urinary
tract infections. All participants also often experience back pain and dizziness due to playing games, this is in
accordance with the research of Ghuman and Griffiths [34], that the game disorder has detrimental effects,
one of which is for health. In this study, it was found in common with previous studies that the habit of
delaying eating can have a negative impact on gastric health, besides that participants have a risk of
experiencing urinary tract infections due to the habit of delaying urinating.

They are associated with the belief in benefits, namely one's assessment of the value of self-efficacy
in carrying out healthy behaviours to reduce the disease's risk. The results obtained by the researchers were
that all participants knew the benefits of reducing playing time and understood the importance of rest. Based
on this study's results, it is in line with Syahran's [3] research that one of the problems of game addiction can
be done by limiting the maximum playing time to one hour a day. The need for rest is very important,
humans have five Beds that must be met, one of which is physiological needs or the most basic needs such
as sleep [11]. The results of this study are in line with previous studies above, that limiting playing time can
reduce the risk of negative impacts due to game addiction.

Then barrier beliefs are subjective judgments that include a person's perception of barriers to
changing behaviour. In this study, it was found that overall all participants experienced almost the same
obstacles, namely the invitation to be friends, this is in accordance with Darmawan et al. [49] research that a
person's behaviour cannot be separated from the influence of the people around him so that someone will get
used to the behaviour. Then online games are often played excessively, which results in addiction that results
in bad behavior [50]. In addition, teenagers who are addicted to online games tend to be interested in online
games compared to other things [51].
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Also, the obstacles faced are boredom and free time. Participants always play games, b()()m can
make someone stressed so that they divert their boredom by playing games, there is a study states that stress
is a risk factor for experiencing online gaming disorders [52]. Then the excitement in playing games makes
participants unable to control themselves until they lose track of time while playing games, this isaﬂuenccd
by the inability to control emotions in playing games [53], [54], and the existence of supporting factors that
lkc participants play games, namely the existence of gadgets and the internet. This is in accordance with
the results found by researchers that participants will play games if there is quota or wifi. Online games are
digital games that use internet network [55].

According to the Ministry of Health of the Republic of Indonesia [45], someone who plays online
games aims to have fun, relieve stress, and fill spare time. Based on this description, it can be concluded that
someone will play the game because there is free time, and someone who does not want to leave the game is
aresult of game addiction. What influences participants to play games, one of which is the desire to play and
the trend of electronic sports that is currently growing rapidly, electronic sports or e-sports are increasingly in
demand by participants because currently e-sports are categorized as a sport, according to the Indonesian
Ministry of Youth and Sports [56]. Electronic sports are a new area in gaming culture, then become
something popular among adolescents and early adults [57], online games have now become professionals
and some games have become the choice of gamers for a career in the world of electronic sports [58], [59].

Then the next one is a stimulus to act, namely the stimulus needed to trigger the decision-making
process so that healthy behaviour occurs, a stimulus to act according to Rosenstock in Murti [20], not only
from outside such as mass media communications, health workers, information, and personal interactions but
also from the inside like a symptom of a disease. According to this theory, this is in line with researchers'
results that all participants experienced changes in sleep patterns and were afraid of experiencing severe pain
that came from within the participants because they had experienced pain such as dizziness and fatigue. A
study states that using excessive time to play games will interfere with everyday life [60]. Based on Na'ran
and Ahmad's [61] research, it was found that the impact of using online games was one of detrimental to
health.

Furthermore, about the participants' beliefs, namely about their ability to perform behaviour to
produce certain performance achievements. The result is that all participants are confident and serious about
changing their habits, according to the results fi that the researchers can categorize the self-efficacy of all
participants as good, there is a study that states that individuals who spend a lot of time playing games tend to
have low self-efficacy [62]. Then there are some participants who find it difficult to change because they are
used to habits that are often done. Edrizal's [63] research found that one of the effects that emerged was less
attention to health conditions, Kuss [64], said that online game addiction can trigger changes in activity and
structure in brain areas|zlated to motivation, memory, and control, Then Bass [65], revealed that the habit of
playing online games 1s accompanied by an increase in dopamine levels in the dorsal striatum, then the
dopamine pathway is investigated and encourages motivation to want to play more. In addition, playing
games can cause cognitive abilities and selfcontrol to decline. This is in accordance with the results found by
researchers that the participants did not care about the impact, and continued to do habits that were at risk of
causing disease. 3

One of the obstacles to game addiction can be solved by limiting the time to play, which is a
maximum of one hour a day. In addition, the current most common treatment for online game addiction is
cognitive-behavioural therapy. Cognitive-behavioral therapy is an effective form of psychotherapy for the
treatment {3 internet gaming disorder [66]. According to Goroll and Mulley [67], cognitive behavioural
therapy is used as primary or adjunct therapy for various mental illnesses, basically cognitive behavioural
therapy helps clients change behaviour by changing beliefs. Cognitive-behavioural therapy (CBT) shows
greater support from empirical studies than any other intervention in game addiction management [68]. The
results showed that of the 72 articles found, there were 23 articles that described cognitive behavioural
therapy (CBT) as psychotherapy for online game addiction, and showed satisfactory traits [69]. Online game
addiction treatment can use behavioural therapy, and someone who is addicted to games really needs to
reduce their playing hours, then replace playing games with physical, extracurricular activities, then reading
books, playing music, and being able to visit a psychiatrist for therapy. Right, so as to reduce the risk of
health problems due to game addiction.

5. CONCLUSION

Based on the research, there were six participants who experienced addiction in the high category,
all of whom were male, aged 21-24 years, worked as students and lived in rented houses and boarding
houses. The health effects of game addiction that participants felt were dizziness, fatigue, distracted
concentration, risk of developing ulcers, and risk of developing urinary tract infections. In addition,
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participants have habits that are at risk of disease, such as staying up late, delaying eating, and delaying
urinating. The participants were aware that they were prone to disease, but all the participants really liked
playing games.

Then for the overall severity, they were aware of the dangers of staying up late, the dangers of
delaying eating and delaying urinating due to playing games, and related to the belief in the benefits of all
participants knowing the benefits of reducing playing hours and understanding the importance of rest. Then
overall, all participants had almost the same obstacles, namely inviting friends to play games, boredom, free
time, excitement to play games, and being unable to control themselves, as well as the trend of electronic
sports.

Then related to the stimulus to action, it was found that all participants experienced changes in sleep
patterns, and were afraid of experiencing severe pain so they wanted to change. Then regarding beliefs, it was
found that all participants were confident and serious about changing their habits, and there were some
participants who found it difficult to change habits because they were used to it. Suggestions for participants
to be able to maintain their health, and limit their playing hours to at least one hour a day so that their
physical needs are met.
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