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ABSTRACT

Game addiction can result in a significant decrease in an individual's ability to perform routine activities. Lack of
education about game addiction can cause behavioral disorders and other health problems. Seeing the existing
problems, the purpose of this study is to conduct a psychoeducational analysis study based on short education
movies as an educational medium to increase knowledge about online game addiction in students. This study is a
quantitative study with a quasi-experimental pretest-protest design. This study will be conducted at Ambon
vocational high schools. Sampling using random sampling techniques obtained 40 students. The statistical test
used is the Wilcoxon signed Rank test. The results showed that the majority of respondents were 15 years old
(57.5%) with the largest gender being female (62.5%). The majority of respondents had insufficient knowledge
before being given psychoeducation based on short education movies as an educational medium to increase
knowledge about online game addiction in students in Ambon city as many as 27 respondents (67.5%). The
results of student knowledge after psychoeducation based on short education movies as an educational medium
to increase knowledge about online game addiction in students in Ambon city are mostly in the good category,
namely 30 respondents (75%). The results of the Analysis test obtained a p-Value of 0.001. The conclusion in
this study is that there is a significant influence between psychoeducation based on short education movies as an
educational medium to increase knowledge about online game addiction in students (p-value 0.001).
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INTRODUCTION

Game addiction is a behavioral disorder characterized by excessive dependence on games.
Game addiction can be interpreted as the realization of negative effects that trigger someone
to play games frequently and for long durations (more than three hours) because there is a
feeling of pleasure when playing games, providing its own satisfaction so that there is a desire
to play the online game again. (Rompas et al., 2023). Game addiction can result in a
significant decline in an individual's ability to carry out routine activities (Ari Jumaidah et al.,
2022). There are two types of game addiction, namely online and offline game addiction.
Global statistics show that more than 2 billion people play games. The most common game
addiction is online game addiction. In Indonesia, 10.15% of the adolescent age group are
indicated to be addicted to online games, while 49% of adolescents in the 15-19 age group are
in the low physical activity category. (Ekklesia Mahmud et al., 2023). Game addiction can
happen to all ages, from young children, teenagers, and adults. Game addiction in children is a
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behavioral disorder that causes children to be too busy playing games to the point of having a
negative impact on other aspects of their lives (Azizah & Muslikah, 2021).

Online games can have a fun effect on fans but can also cause addiction (Akbar, 2020). Long
access time is an indication of excessive addiction or dependency on online games, which is a
loss of control over oneself (Patgiri, 2022). Online games reduce the activities that should be
done by children of developmental age (Grace Mauboy & Siagian, 2022). The impact of
online game addiction for students is in terms of time, finances, academics, social and health
(Novitasari et al., 2022).Indonesia is one of the largest gaming industry markets in the world.
Especially mobile games or video games played via mobile phones, tablet computers or
consoles, based on the we are social report, Indonesia is the country with the third largest
number of video game players in the world. The report noted that 94.5% of internet users
aged 16-44 in Indonesia played video games as of January 2022 (Vika Azkiya Dihni,
2022).Children who are addicted to online games can cause adverse effects on their health.
Some health problems that can occur include damaging eye health due to too much exposure
to blue light from gadgets, body aches due to lack of movement, stiffness and aches in the
muscles of the fingers and arms, causing various health problems due to sitting too long and
weakness and lethargy due to lack of rest (Sachiyati et al., 2023).

In addition to disrupting physical health, this condition can affect mental health, such as
stunted maturity, easy to lie and deceive parents, even imitate violent scenes shown in the
games they play. Furthermore, this condition can have a negative impact on their social life,
such as declining academic achievement, not participating in organizations and sports
activities, and having difficulty socializing and communicating with peers (Haque et al.,
2021).Seeing this, education about game addiction needs to be done early. One form of
prevention in online game addiction is Health Education to help a person or individual group
or community improve their abilities properly (Griffiths, 2012). Health Education is an effort
to create community behavior that is conducive to Health. Health Education is carried out by
spreading messages or information, instilling beliefs so that the community is not only aware,
knows and understands but can also improve their health. There are two methods used using a
short film approach that is an alternative media in conveying knowledge in the current era
(Hartino et al., 2021). Short Education Movies are an alternative creative learning media
among other media (Septiaji et al., 2019).

Education requires the right media to be easily understood. Education for children requires a
fun, safe, and enthusiastic learning environment. In addition, support from those closest to
them is also important in the process of educating children. Media is also a tool that can
facilitate the receipt of information (Modesta Yustina Yunita Goang et al., 2023). Media
becomes a tool for Health Education used by Health workers in delivering Health material.
Various types of Health Education media are visual media such as powerpoint and posters and
leaflets, audio media such as radio CDs and audio visual media such as videos and short films
(Ekklesia Mahmud et al., 2023).The results of the preliminary study in Ambon City have
quite rapid development, adequate internet access has been available in the center of Ambon
City. Data shows that the average number of game players is a student. Some of the reasons
why students play games sometimes forget the time because they feel fun, enjoyable and
entertaining. Seeing the impact of game addiction that can cause uncontrollable in terms of
time, physical and health, this study aims to analyze the application of psychoeducation based
on short education movies as educational media to increase knowledge about online game
addiction in students in Ambon City.
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METHOD

This quantitative study used a quasi-experimental pretest-protest design. This study was
conducted at schools in Ambon City. The selection of this research location was based on the
number of students exposed to online games with very adequate internet access in the Ambon
City Center. The research was conducted in 2024. The population in this study were students
in high schools. Sampling was carried out using a simple random sample of 40 respondents.
The intervention in this study was carried out with a short education movie. The instrument in
this study used a questionnaire about knowledge about game addiction which had been tested
for validity (> 0.333) and reliability (0.798). The analysis in this study used the Wilcoxon test.

RESULT

At this stage, an analysis of the presentation distribution of each general characteristic of
respondents such as age and gender was carried out, which can be seen below this table

Table 1

Frequency distribution of respondent presentations by age and gender (n = 40)
Characteristics Chategory f %

Age 15 years 23 57.5

16 years 17 42.5

Gender Male 15 375

Female 25 62.5

Knowledge Before Good 13 325
Enough 0 0

Less 27 67.5

Knowledge After Good 30 75.0
Enough 0 0

Less 10 25.0

Table 1 above shows that the majority of respondents are 15 years old (57.5%) with the
largest gender being female (62.5%). The majority of respondents had insufficient knowledge
before being given psychoeducation based on short education movies as an educational
medium to increase knowledge about online game addiction in students in Ambon City, as
many as 27 respondents (67.5%). The results of student knowledge after psychoeducation
based on short education movies as an educational medium to increase knowledge about
online game addiction in students in Ambon City were mostly in the good category, namely
30 respondents (75%).

Table 2
The Effect of Health Education Through Short-Movie Media About Game Addiction
Variable 4 P-Value
Knowledge 4.138 0.001

Post test -pretest

Based on table 2, it can be seen that the results of the analysis using the Wilcoxon test
obtained a Z-Asymp. Sig- value of 4.138 with a p-Value of 0.001 (p-value <0.05). This value
indicates that there is a significant influence between psychoeducation based on short
education movies as an educational medium to increase knowledge about online game
addiction in students.

DISCUSSION

Respondents® Knowledge Before Being Given Short Education Movie-Based
Psychoeducation About Online Game Addiction

Psychoeducation is the process of providing information and training to change a person's
mental understanding. Psychoeducation is an important part of treating mental health
disorders, in this case online game addiction. Psychoeducation can be carried out in various
groups with the aim of increasing understanding of the psychological disorder of online game
addiction. Psychoeducational materials can include the etiology of online game addiction,
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therapy processes, coping strategies, and education.The results of the study on knowledge of
online game addiction before being given Health Education with the short movie media
method showed that there was insufficient knowledge in 27 respondents (67.5%) and good
knowledge in 13 respondents (32.5%). Based on information obtained from respondents, they
rarely received information or direct socialization about online game addiction and lacked
awareness. There are many factors that influence individual knowledge such as education,
information provided through direct or direct socialization, experience of receiving direct
therapy (Widyatuti, 2008).

Knowledge is an important domain to shape a person's behavior or actions. Knowledge is
obtained from the results of sensing an object which can be through the senses of sight, smell,
hearing, taste, or touch (Darsini et al., 2019). One of the factors that causes a lack of
knowledge in teenagers about online game addiction is the lack of information on the impact
of online game symptoms. Online games are games that are usually played through the
internet and the like. Online games are offered as additional services by internet service
providers or accessed directly through the system provided by the company offering the game
(Rompeas et al., 2023). Online games are said to be unhealthy if someone becomes addicted to
the game, where the person cannot control themselves when playing the game and has to stop
(Halawa, 2022). Generally, teenagers nowadays use online games in various occasions even
when they are studying. As a result, a lot of time is wasted due to online games
(Edukasi.kompas.com, 2022).

Health education is the most needed option to increase knowledge about online game
addiction. The results of this study are also in line with those conducted by Rosini, (2022)
which also analyzes the provision of education through poster media on the negative impacts
of online games. The results of the study obtained a pre-test value of 57.50 and a post-test of
77.58. The results showed an increase in student knowledge about the negative impacts of
online games by 20.08. This result concludes that poster media is able to increase the
knowledge of SMPN 79 Jakarta students about the negative impacts of online games. In
addition, based on the results of community service activities from Ari Jumaidah et al., (2022)
stated that the results of the counseling showed an increase in students' knowledge about the
impact of online game addiction behavior on health. Seeing these results, it is very necessary
to conduct counseling and socialization related to the impact of playing online games on
adolescents in schools.

Respondents® Knowledge After Being Given Short Education Movie-Based
Psychoeducation About Online Game Addiction

In this study, psychoeducation was conducted based on a short education movie about online
game addiction. The results of the study showed that students' knowledge after being given
education was obtained, 30 respondents had good knowledge (75%). Akbar, (2020) states the
relationship between online games and health is that there are people who tend to prioritize
interacting with people only in cyberspace where in reality online game addicts spend more
time playing online games more than 12 hours a day and disrupt the brain's work system. The
impact of someone who is addicted to videos or internet-based games (online games) is very
large. Based on the results of a survey at SMA Negeri 1 Kotamobagu, it was found that many
students at SMA Negeri 1 Kotamobagu like to play online games. The purpose of this
community service is to increase the knowledge of SMA Negeri 1 Kotamobagu students
regarding the impact of online game addiction behavior on adolescent health. The methods
used are interactive lectures, questions and answers, and evaluations. The results of the
counseling showed an increase in student knowledge regarding the impact of online game
addiction behavior on health.
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It is necessary to conduct counseling and socialization related to the impact of playing online
games on adolescents in schools., the results of this study are also in line with Novrialdy,
(2019) which states that after conducting education about online game addiction, knowledge
about online games increases so that knowledge is needed as a means of entertainment or
pleasure alone, but many impacts arise from online games. This study is also in line with the
stated research results from Anggraini et al., (2022) about the influence before counseling
(pre-test) 56% and after counseling (post-test) 71% on knowledge of eye health and the
influence of playing online games on students of Muhammadiyah 61 Tanjung Selamat Middle
School. The conclusion is that the counseling conducted by the researcher has a good impact
on respondents about knowledge of maintaining eye health from the influence of playing
online games.

The Influence of Respondents’ Knowledge before being given psychoeducation based on
short education movies about online game addiction

Based on the results obtained using the Wilcoxon signed Rank Test on the variables of
knowledge and attitude both in the pre-test and post-test of the treatment group showed that p
= 0.000 then p <0.05 which means that the pre-test and post-test in the treatment group there
was a significant level of knowledge, short movie media can help increase awareness of the
dangers of online game addiction. With attractive visualizations, viewers can better
understand the risks of physical and mental health from online game addiction.

CONCLUSION

The results of the study showed that the majority of respondents were 15 years old (57.5%)
with the largest gender being female (62.5%). The majority of respondents had insufficient
knowledge before being given psychoeducation based on short education movies as an
educational medium to increase knowledge about online game addiction in students in Ambon
City, as many as 27 respondents (67.5%). The results of student knowledge after
psychoeducation based on short education movies as an educational medium to increase
knowledge about online game addiction in students in Ambon City were mostly in the good
category, namely 30 respondents (75%). The results of the Analysis test showed that there
was a significant influence between psychoeducation based on short education movies as an
educational medium to increase knowledge about online game addiction in students (p-value
0.001).
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