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ABSTRACT 
 

OBJECTIVE: To assess the Internet gaming disorder in Aceh Besar, Indonesia.  
METHODOLOGY: The data collection involved gathering sociodemographic details and utilizing the  
9-item Internet Gaming Disorder Scale in a dichotomous choice format. Descriptive statistics, such as 
frequency distribution and percentage, were employed for data analysis.  
RESULTS: The findings revealed that 53.2% of adolescents were classified as at-risk gamers, indicating 
a notable prevalence of Internet Gaming Disorder.  
CONCLUSION: This underscores the importance of parental support, supervision, and adolescent  
self-control, along with the involvement of mental health care providers in the community, to educate 
and prevent the onset of internet gaming disorder among adolescents. 

KEYWORDS: Internet gaming disorder; adolescents; Indonesia 

INTRODUCTION 

Advancements in technology contribute significantly to 
the convenience and efficiency of human life1. 
However, technological progress can have adverse 
consequences despite these benefits when misused. 
The swift evolution of the internet in the modern 
technology era has profoundly impacted the realm of 
online games1. Globally, online gaming has emerged 
as an exceedingly popular and rapidly expanding 
leisure activity, with an estimated 2.7 billion people 
engaging in it as of 20202. One detrimental outcome 
of online games is the potential for users to develop 
addiction1. Concerns about compromised gaming 
behaviour have arisen With the widespread adoption 
of gaming, particularly among adolescents3. The term 
used to describe a condition in which individuals 
excessively partake in gaming, disrupting both their 
schedule and behaviour to the detriment of their 
health and overall well-being, is known as Internet 
Gaming Disorder (IGD) 3.  
The American Psychiatric Association (APA) 
categorizes IGD as a mental health issue. The World 
Health Organization (WHO) has designated IGD as a 
health emergency, identifying it as one of the mental 
health problems requiring preventive measures due to 
its increasing incidence4. Given the current trends, 
IGD poses a threat that adolescents may not fully 
comprehend, posing risks to their health, particularly 
mental well-being. Adolescents are more susceptible 
to online game addiction than adults5. The prevalence 

of IGD is likely to surge with the continuous 
advancement of technology, primarily attributed to the 
easy accessibility of the internet and the broadening 
coverage of online networks6.  
Earlier studies indicate that around 2.5% of Slovenian 
adolescents grappled with IGD7, while in the 
Netherlands, the prevalence ranged from 3.8% to 
5.4% 8. South Korea recorded a rate of 5.9% 2, 
Germany reported 5.7% 9, and most prevalence rates 
of IGD were higher in males than females10. In 
Indonesia, a study revealed that 20.62% of 
adolescents were affected by IGD. 
IGD is linked to various detrimental health and 
psychosocial issues, including heightened stress, 
obesity, diminished performance, job instability, 
decreased academic accomplishments, sleep 
disturbances, related disorders, depression, lower 
psychosocial well-being, and anxiety11. Another study 
identified elevated symptoms of depression, poor 
sleep quality, male gender, and prolonged gaming as 
significant risk factors for IGDx2. IGD also diminishes 
adolescents' interest in activities unrelated to online 
games11. Psychological aspects in adolescents with 
IGD are marked by disorders such as emotional 
disturbances, a propensity for using inappropriate 
language, and increased irritability. The addiction 
mechanism of IGD shares similarities with substance 
addiction11-13, as individuals feel unable to control the 
urge to play games and their gaming behaviour14. 
Additionally, addicted gamers exhibit a strong desire 
to persist in playing, and when they abstain, they 
encounter withdrawal symptoms leading to discomfort. 
The adolescent demographic is notably susceptible to 
online gaming, underscoring the importance for 
parents to comprehend the dynamics involved, closely 
monitor their children, exhibit self-restraint, and for 
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community mental health nurses to contribute to the 
advancement of family and adolescent education on 
IGD prevention. This study seeks to ascertain the 
prevalence of internet gaming disorder among 
adolescents in rural areas. 

METHODOLOGY 
Study Design 
This cross-sectional study was conducted among 124 
adolescents in the Aceh Besar.  
District of Indonesia.  
Instrument 
The study comprises inquiries about 
sociodemographic details such as age, gender, 
gaming habits, social media usage, feelings of 
loneliness, family communication, and occurrences of 
eating and sleep disorders. Screening for Internet 
gaming disorder utilized the 9-Item Internet Gaming 
Disorder Scale developed by Lemmens JS 20158. The 
questionnaire features nine questions, each answered 
on a 5-point scale: 1= never, 2= rarely, 3= sometimes, 
4= often, and 5= very often. Scores are calculated by 
summing the responses, ranging from 9 to 45, with 
higher scores indicating a greater severity of gaming 
disorder. 
Data Analysis 
The characteristics of each research variable were 
presented in mean or median standard deviation (SD) 
for the numerical variable. At the same time, the use 
of proportion or percentage values was reported for 
the categorical data. 
Ethical Statement 
The ethics committee of the Faculty of Nursing, 
Universitas Syiah Kuala, approved the study 
(reference number:113101210623). They participated 
in the study voluntarily. Parents or guardians signed 
the informed consent voluntarily. 

RESULTS 

Among the 124 participants in this study, the 
predominant demographic consisted of males (52.4%) 
aged 15 years (52.4%). The majority played a single 
type of game (39.5%) and preferred coffee shops as 
their gaming venue (55.6%). Smartphones were the 
most commonly used devices (55.2%), with most 
devices priced between IDR 1-5 million (100%). Most 
gaming expenditures fell below IDR 1 million (52.4%), 
and all respondents tried to curtail their gaming 
activities (100%). Notably, a substantial portion 
reported experiencing reduced feelings of loneliness 
(77.4%), frequent communication with parents (80%), 
the absence of eating disorders (90.3%), and a lower 
incidence of sleep disorders (79.8%). Table I presents 
a detailed list of the respondents' characteristics. 
Furthermore, more than half (53.2%) met the criteria 
as risky gamers, while only 1.6% were disordered 
gamers. The remaining 45.2% had no problem with 
gaming disorder. 

Table I: Characteristic Respondents 

DISCUSSION 

The findings indicate a majority of 52.4% male 
respondents. Consistent with a previous finding2, male 
adolescents are predominantly identified as risky 
gamers at 87.5%. Similarly, another study 
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Characteristics f % 

Gender     

Female 59 47.6 

Male 65 52.4 

Age (Years)     

14        4 3.2 

15 65 52.4 

16 31 25.0 

17 24      19.4 

Number of games played     

1 49 39.5 

2 31 25.0 

>2 44 35.5 

Where do the plays     

At Home 45 36.3 

At School 10 8.1 

Coffee Shop 69 55.6 

Smartphone price mostly     

Rp. 1-5 million 124 100 

Money Spend for gaming     

None 57 46 

Rp. < 1 Juta 65 52.4 

Rp. 1-2 million 2 1.6 

Efforts to reduce the frequency of gaming 

Yes 124 100 

Loneliness     

No 96 77.4 

Yes 28 22.6 

Communication with parents     

Seldom 22 17.7 

Sometimes 22 17.7 

Often 80 64.5 

Eating disorders     

No 112 90.3 

Yes 12 9.7 

Sleep disorders     

No 99 79.8 

Yes 25 20.2 
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demonstrated a higher prevalence of Internet Gaming 
Disorder (IGD) in males compared to females, 
particularly at a younger age versus older age15. 
Another study conducted in China by the same 
researchers16 supports these results, highlighting that 
males tend to experience IGD more frequently than 
famale, attributing this disparity to the perceived 
greater difficulty males have in self-control than 
females. 
Most participants in this study were 15 years old, 
accounting for 52.4%. Insights from IGD research 
spanning seven European countries involving 12,938 
adolescents aged 14-17 revealed that 1.6% met the 
IGD criteria, with an additional 5.1% at risk16. A similar 
study emphasized the substantial impact of gender on 
IGD incidence, showing a statistically significant 
relationship between them17; this indicates that males 
have a 2.1 times greater risk of being affected by IGD 
than females. In summary, adolescence emerges as a 
period susceptible to IGD involvement. Additionally, 
an earlier study indicated that gaming cues are more 
frequently generated by males than females15. The 
research also highlighted that the primary locations for 
online gaming are often coffee shops, comprising 
55.6%. Further support for the influence of the playing 
environment on IGD incidence was found in a study 
conducted by Rho MJ 201818, emphasizing the 
significance of the playground in the occurrence of 
IGD. 
The findings revealed that 77.4% of respondents did 
not experience loneliness. An earlier study suggests 
that teenagers engage in online games to occupy their 
free time, alleviate stress, and foster new friendships 
and connections1. Given adolescents' inherent need 
for interpersonal relationships, online games satisfy 
these affiliative needs. Adolescents also recognize 
gaming as a decisive element for building meaningful 
relationships within the gamer community19. 
Additionally, this study discovered that 64.5% of 
respondents reported frequent communication with 
parents19. Previous research has established a link 
between conflicts with parents and higher rates of 
Internet Gaming Disorder (IGD) a year later20. 
Similarly, adolescents with lower commitments to 
family social activities exhibited higher IGD symptoms; 
this underscores the importance of prioritizing 
effective prevention strategies that foster strong 
parent-child relationships21. 

A significant portion of the present population 
comprised risky gamers, aligning with the observation 
that they exhibit increased frequency and 
susceptibility to online game addiction16. Adolescents 
emerge as the demographic most susceptible to 
Internet Gaming Disorder (IGD) addiction, potentially 
becoming immersed in the virtual realm, experiencing 
psychological distress, and facing challenges in both 

personal well-being and social relationships. 
Moreover, their heightened engagement in online 
activities exposes them to new technologies and 
platforms, potentially leading to aggressive and 
excessive behaviours6. 

Previous research also indicated that 4% of 
participants were at a high risk of Internet Gaming 
Disorder (IGD), with an overall prevalence of 6% 
exhibiting IGD tendencies22. In a comparable study, 
Bumozah, Quwaidhi, and Al-Ghadeeb reported a 
prevalence rate of 8.8%, revealing that 19.3% of 
respondents were categorized as risky gamers23. 
Numerous studies have established a connection 
between internet addiction and mental health 
disorders such as anxiety and depression. Lastly, the 
prevalence of IGD among upper secondary students 
in rural Thai communities is 5.4%, with the difference 
being relatively small, suggesting that sociocultural 
factors may not be strongly correlated with IGD in this 
context23. 

CONCLUSION 

In conclusion, the study sheds light on significant 
patterns and vulnerabilities related to Internet Gaming 
Disorder (IGD) among adolescents. The 
predominance of male respondents, mirroring the 
findings of previous research, underscores the higher 
risk associated with male adolescents, who are often 
identified as predominantly risky gamers. The age 
distribution with a substantial proportion being 15 
years old, aligns with the broader vulnerability of 
adolescents to IGD, as evidenced by European 
research indicating a noteworthy prevalence and risk 
percentage among this age group. The choice of 
coffee shops as the primary location for online gaming 
indicates environmental factors influencing IGD 
incidence, corroborating prior research on the subject. 
The study's spotlight on the role of online gaming in 
addressing adolescents' social needs further 
emphasizes the multifaceted nature of IGD. 
Additionally, the positive correlation between frequent 
communication with parents and lower IGD risk 
highlights the pivotal role of strong parent-child 
relationships in mitigating IGD. Recognizing the 
vulnerability of adolescents to IGD, preventive 
measures, mainly targeted at risky gamers, are 
crucial. Community mental health nurses are identified 
as key players in educating adolescents about health 
issues and preventing IGD. Future research should 
delve into the intricate dynamics of family support and 
its association with internet gaming disorder.  

Ethical permission: Universitas Syiah Kuala, 
Indonesia, ERC letter No. 113101210623. 

Conflict of Interest: The authors declare no 
competing interest in the research. 

Financial Disclosure / Grant Approval: This study 

102 

Martina et al. 



 

J Liaquat Uni Med Health Sci (SPECIAL ISSUE Aceh Int. Nurs. Conf.) JANUARY 2024 

was financially supported by the LPPM of Universitas 
Syiah Kuala, Indonesia. 

Data Sharing Statement: The corresponding author 
can provide the data proving the findings of this study 
on request. Privacy or ethical restrictions bound us 
from sharing the data publically. 

AUTHOR CONTRIBUTION 

Martina: Designed the study, wrote the initial 
manuscript 
Alfiandi R: Conducted data collection and data 
analysis 
Novitayani S: Conducted data collection and data 
analysis 
Dineva F: Conducted data collection and data 
analysis 
Marthoenis: Supervised data collection, data analysis 
and manuscript preparation 
All authors have agreed for the final version of the 
manuscript. 

REFERENCES 

1. Adhyaksa IBD, Valentina TD. Faktor-faktor yang 
Memengaruhi Internet Gaming Disorder pada 
Remaja di Era Teknologi Modern: Literature 
Review.  Humanitas. 2023; 7(1): 27-46.  

2. Pontes HM, Macur M, Griffiths MD. Internet 
gaming disorder among Slovenian primary 
schoolchildren: Findings from a nationally 
representative sample of adolescents. J Behav 
Addict. 2016 Jun 1; 5(2): 304-10. doi: 10.1556/ 
2006.5.2016.042. 

3. Lee SY, Choo H, Lee HK. Balancing between 
prejudice and fact for Gaming Disorder: Does the 
existence of alcohol use disorder stigmatize 
healthy drinkers or impede scientific research?  J 
Behav Addict. 2017; 6(3): 302-305. doi: 10.1556/ 
2006.6.2017.047. 

4. Organization WH. Addictive behaviours: Gaming 
disorder. 2020; Available from: https://
www.who.int/news-room/questions-and-answers/
item/addictive-behaviours-gaming-disorder.  

5. Arnani KDN. Internet Gaming Disorder: 
Prevention Adolescent Programs for Indonesia. 
Jurnal PROMKES. 2021; 9(1): 50. doi: 10.20473/
jpk.V9.11.2021.50-58. 

6. Novrialdy E, Nirwana H, Ahmad R. High School 
Students Understanding of the Risks of Online 
Game Addiction. J Educ Learn Stud. 2019; 2(2): 
113. doi: 10.32698/0772. 

7. Paulus FW, Ohmann S, von Gontard A, Popow C. 
Internet gaming disorder in children and 
adolescents: a systematic review. Dev Med Child 
Neurol. 2018; 60(7):  645-59. doi: 10.1111/ dmcn. 
13754.   

8. Lemmens JS, Valkenburg PM, Gentile DA. The 

Internet Gaming Disorder Scale. Psychol Assess. 
2015; 27(2): 567-82. doi: 10.1037/pas0000062. 

9. Yu H, Cho J. Prevalence of internet gaming 
disorder among Korean adolescents and 
associations with non-psychotic psychological 
symptoms, and physical aggression. Am J Health 
Behav. 2016; 40(6): 705-16. doi: 10.5993/ajhb.40. 
6.3. 

10. Prawesti I, Yunita Sari I.  Internet gaming disorder 
(igd) pada mahasiswa ditinjau dari kriteria 
diagnostic and statistical manual of mental 
disorders v (dsm v) di masa pandemi covid-19. 
(Internet gaming disorder (IGD) among students 
from the Diagnostic and Statistical Manual of 
Mental Disorders V (DSM V) criteria during the 
COVID-19 pandemic. 2021; 8(2): 66-70.  

11. King DL, Delfabbro PH. Internet Gaming Disorder: 
Theory, Assessment, Treatment, and Prevention, 
1st Ed. Publisher; Elsevier; 2018. 1-276.  

12. Tao R, Huang X, Wang J, Zhang H, Zhang Y, Li 
M. Proposed diagnostic criteria for internet 
addiction. Addiction. 2010; 105(3): 556-64.  
doi: 10.1111/j.1360-0443.2009.02828.x.  

13. Yen JY, Ko CH, Yen CF, Chen SH, Chung WL, 
Chen CC. Psychiatric symptoms in adolescents 
with Internet addiction: Comparison with 
substance use. Psychiatry Clin Neurosci. 2008; 62
(1): 9-16. doi: 10.1111/j.1440-1819.2007.01770.x.  

14. Mihara S, Higuchi S. Cross-sectional and 
longitudinal epidemiological studies of Internet 
gaming disorder: A systematic literature review. 
Vol. 71, Psychiatry Clin Neurosci. 2017; 425-44. 
doi: 10.1111/pcn.12532. 

15. Dong G, Wang Z, Wang Y, Du X, Potenza MN. 
Gender-related functional connectivity and craving 
during gaming and immediate abstinence during a 
mandatory break: Implications for development 
and progression of Internet gaming disorder. Prog 
Neuropsychopharmacol Biol Psychiatry. 2019; 88: 
1-10. doi: 10.1016/j.pnpbp.2018.04.009. 

16. Widyasari K [Thesis]. Factors related to internet 
gaming disorder in students of SMAN X Z Jakarta 
in 2019. Fakultas Kesehatan Masyarakat 
Universitas Indonesia, 2020. Available from: 
https://lib.ui.ac.id/m/detail.jsp?
id=20500741&lokasi=lokal. 

17. Müller KW, Janikian M, Dreier M, Wölfling K, 
Beutel ME, Tzavara C et al. Regular gaming 
behavior and internet gaming disorder in 
European adolescents: results from a cross-
national representative survey of prevalence, 
predictors, and psychopathological correlates. Eur 
Child Adolesc Psychiatry. 2015; 24(5): 565-74. 
doi: 10.1007/s00787-014-0611-2. 

18. Rho MJ, Lee H, Lee TH, Cho H, Jung DJ, Kim DJ 
et al. Risk factors for internet gaming disorder: 

103 

Martina et al. 



 

J Liaquat Uni Med Health Sci (SPECIAL ISSUE Aceh Int. Nurs. Conf.) JANUARY 2024 

Psychological factors and internet gaming 
characteristics. Int J Environ Res Public Health. 
2018; 15(1): 40. doi: 10.3390/ijerph15010040. 

19. Suki MN, Suki MN. Determinants Influencing 
Student's Experiential Motives and Intentions to 
Play Online Games. J Comput Theor Nanosci. 
2017; 23(8): 7351-4. doi:10.1166/asl.2017. 9472. 

20. Jeong H, Yim HW, Lee SY, Lee HK, Potenza MN, 
Jo SJ et al. A partial mediation effect of father-
child attachment and self-esteem between 
parental marital conflict and subsequent features 
of internet gaming disorder in children: A 12-
month follow-up study. BMC Public Health. 2020; 
20(1): 484. doi: 10.1186/s12889-020-08615-7. 

21. Orygen, The National Centre of Excellence in 
Youth Mental Health. Clinical practice in early 
psychosis Preventing relapse in first episode 
psychosis [Internet]. 2016. Available from: https://

www.orygen.org.au/Training/Resources/
Psychosis/Clinical-practice-points/Preventing-
relapse-in-FEP/Preventing-relapse-in-first-episode
-psychosis. 

22. Bumozah HS, Al-Quwaidhi AJ, AL-Ghadeeb R. 
Prevalence and Risk Factors of Internet Gaming 
Disorder Among Female Secondary School 
Students in Al-Ahsa, Kingdom of Saudi Arabia. 
Cureus. 2023; doi: 10.7759/cureus.40375. 

23. Taechoyotin P, Tongrod P, Thaweerungruangkul 
T, Towattananon N, Teekapakvisit P, 
Aksornpusitpong C et al. Prevalence and 
associated factors of internet gaming disorder 
among secondary school students in rural 
community, Thailand: A cross-sectional study. 
BMC Res Notes. 2020; 13(1): 11. doi: 10.1186/s 
13104-019-4862-3. 

104 

Martina et al. 


