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ABSTRAK 

 

Anak sekolah rentan terhadap penggunaan permainan game online yang 

memiliki dampak negatif bagi kesehatan jasmani tubuh seperti kurangnya aktivitas 

fisik, daya tahan tubuh yang menurun hingga terganggunya pola makan yang dapat 

mempengaruhi status gizi anak. Penelitian ini bertujuan untuk mengetahui 

hubungan bermain GO (game online) dengan pola makan dan status gizi anak usia 

sekolah di SD Negeri 9 Padangsambian. 

Penelitian ini merupakan penelitian korelasional menggunakan desain cross 

sectional dengan melibatkan 109 sampel penelitian yang dintentukan berdasarkan 

teknik Purposive Sampling. Data dikumpulkan menggunakan kuesioner dan lembar 

observasi serta dianalisis menggunakan analisis uji Rank Spearman. 

Hasil penelitian menunjukkan bahwa mayoritas responden tidak rutin 

bermain game online (50,5%) dengan pola makan terbanyak dalam kategori baik 

(56,0%) serta sebanyak 67% memiliki status gizi normal. Hasil analisis uji Rank 

Spearman menunjukkan bahwa ada hubungan yang signifikan antara bermain GO 

(game online) dengan pola makan anak usia sekolah di SD Negeri 9 Padangsambian 

(p value 0,005). Peneliti berharap instansi pendidikan dan orang tua khususnya, 

dapat memberikan perhatian lebih terhadap kebiasaan anak dalam bermain game 

online sehingga pola makan dan status gizi anak dapat dijaga dengan baik. 
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ABSTRACT 

 

Students are vulnerable to the use of game online which has a negative 

impact on physical health, such as lack of physical activity, decreased immune 

system and disruption of diet which can affect children's nutritional status. This 

study aimed to determine the correlation between playing game online (GO) with 

diet and nutritional status of students at SD Negeri 9 Padangsambian. 

This study was a correlational study using a cross sectional design involving 

109 research samples which were determined based on purposive sampling 

technique. Data were collected using a questionnaire and observation sheet and 

analyzed using the Spearman Rank test analysis. 

The results showed that the majority of respondents did not routinely play 

games online (50.5%) with the most dieting patterns in the good category (56.0%) 

and as many as 67% had normal nutritional status. The results of the Spearman 

Rank test analysis showed that there was a significant correlation between playing 

games online (GO) with diet of students at SD Negeri 9 Padangsambian (p value 

0.005). Researchers expected that educational institutions and parents in particular 

can pay more attention to children's habits in playing games online therefore their 

diet and nutritional status can be properly maintained. 
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