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Abstrak

Addiction to online games is a problem in the world of education which can have various negative
impacts on students, both physical, psychological and social health, as well as learning activities and
even a decline in academic achievement. This research aims to determine the effectiveness of the
cognitive behavioral counseling approach in alleviating online game addiction experienced by
students. The research method uses a quantitative comparative type with a 2 x 2 factorial quasi-
experimental design. Samples were taken using a purposive technique of 10 people in the
experimental group and 10 people in the control group. The research instrument used an online game
addiction scale which was distributed to the sample during the pretest and posttest. The data analysis
technique uses data description and hypothesis testing with the ANACOVA formula. The research
results showed that there was a difference in students' online game addiction scores during the pretest
and during the posttest with an F value of 417.217, and a mean square of 544.700 with a significance
of 0.000. It can be concluded that counseling services using the Cognitive Behavior Therapy approach
are effective in reducing online game addiction in students at Tritech VVocational School, Medan.
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even a decline in academic achievement. This research aims to determine the effectiveness of the
cognitive behavioral counseling approach in alleviating online game addiction experienced by
students. The research method uses a quantitative comparative type with a 2 x 2 factorial quasi-
experimental design. Samples were taken using a purposive technique of 10 people in the experimental
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uses data description and hypothesis testing with the ANACOVA formula. The research results showed
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Introduction

In this digital era, the phenomenon of
online gaming has become an inseparable part of
everyday life, especially among students (Laili,
2015). Online games have become a means of
entertainment, social interaction, and even an
exciting form of competition. This phenomenon

not only has a positive impact, but also has
negative impacts, such as online game addiction.
The existence of this game is not just a form of
recreation, but also as a forum where students
form their virtual identity. The presence of
online games is not only limited to
entertainment, but has penetrated deeply into
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students' daily lives, forming an inseparable
parallel reality (Adiningtiyas, 2017). For
students, online games are not only a means of
entertainment, but also a space where students
build social relationships, hone communication
skills, and measure abilities in virtual
competitions (Husniah et al., 2023).

However, research by (Nuzuli et al.,
2023), states that online game addiction has a
negative impact on a person's life.
communication between mobile legend game
addicts, it can be seen that the communication of
these respondents is very far from being
effective, they unintentionally become closed
individuals. Due to the duration and frequency
of playing games, players tend to often use
words that are not appropriate, this is because
they are influenced by the language styles that
exist in their online gaming environment. Apart
from that, many respondents are closed and find
it difficult to focus on interactions, because they
only focus on games. Online games have a big
influence on changes in adolescent behavior
because there are changes in behavior in
adolescents who are already addicted to online
games (Fadila et al., 2022). Online games will
have a negative impact on users if these games
are played excessively so that their academic
activities are disrupted. So, users of certain
online games should be able to control and
control themselves more (Agustin & Karneli,
2022).

Addiction to playing games is known as
online game addiction or internet gaming
disorder. Where players seem to have nothing to
do apart from playing games, and as if the game
is their life (Erawati, 2022; Puput, 2024).
Internet gaming disorder is a form of internet
use that is continuously related to pathological
internet use, defining addiction as a form of
deep attachment to an object (in this case,
internet gaming) and affecting cognition,
emotions and behavior which causes significant
damage in the area. different in their real life
(Sholihah, 2019; Yadi & Netrawati, 2024).

Another negative impact for someone
who is addicted to online games is that it is
dangerous for the individual's social life, they
automatically move away from the environment.
Indirectly, it has an impact on learning
motivation because a lot of time and energy is
spent playing rather than studying, children
become lazy about studying, postpone school
assignments, and play games during the learning
process. Not only does it have an impact on
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children's learning achievement but it also has
an impact on their brain and physique (Fadilla et
al., 2023). The impact of online game addiction
also has an influence on students both in terms
of health, learning, social, psychological and
even financial (Sari, Indri Dwi Nofita et al.,

2023).

Some signs that someone is addicted to
online games include: 1) spending excessive
time playing online games, sacrificing sleep,
eating, or other important tasks, 2) difficulty
controlling the amount of time spent playing
online games, 3) experiencing stress when not
playing games, 4) withdrawing from social
relationships to play games, 5) experiencing
physical symptoms, such as headaches, back
pain, or eye problems due to playing online
games for too long (Ali, 2020; llman et al.,
2024; Putra & Nuryono, 2022).

According to (Bahar, 2023), if someone
experiences four of these seven criteria within a
period of six months, then someone can be said
to be addicted to online games, namely;

1) salience: when playing games becomes a
priority and ignores basic needs such as
eating, sleeping/resting, and maintaining
cleanliness/bathing.

2) tolerance; when someone plays games with
great intensity and frequency.

3) mood modification; subjective experiences
that are influenced by other activities. This
means feeling unhappy or uncomfortable if
you are forced to abandon your gaming
activities in order to do more productive
activities.

4) relapse; the tendency to return to playing
again even though you have previously been
conditioned to refrain.

5) withdrawal; displays unpleasant emotional
symptoms when forced to stop gaming
activities.

6) conflict; displays conflict with people
around when asked to stop playing the
game, may also lie.

7) problems; shows greater effects on various
other important activities due to spending
too much time playing games, such as
neglecting tasks, ignoring the social
environment, and losing control of himself
(Darmawan, 2021; Faudji, 2022; Husna,
2020).

Factors that cause someone to become
addicted to online games include; 1) the game
factor itself, where the game challenges players
to continue playing until they reach the next
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level which then triggers them to become
attached and dependent, 2) the psychological
factor, where playing games is used as an outlet
or just to entertain themselves to reduce stress or
life pressure. experienced, 3) social factors,
playing games is used as a means to interact
with friends, 4) environmental factors, namely
the existence of an environmental atmosphere
that supports and allows people to continue
playing and bonding with each other
(Muhammad & Priyambodo, 2022; Nuzuli et al.,
2023; Tsani et al., 2023).

Meanwhile, research results (Syaifullah,
2019), state that the factors that cause online
games to be preferred are that online games are
more interesting than school lessons, the impact
on adolescent achievement is a decrease in
adolescent learning achievement, and how to
overcome online game addiction, namely
parental education is very important. needed
especially in learning matters, teenagers are
more emphasized on studying than playing
online games, providing learning motivation for
teenagers.

The phenomenon of online game
addiction is a problem that has serious urgency
because it has an impact on students' lives, the
relatively serious impact is that students do not
go to school, do not do their assignments and
even commit criminal acts (Putra & Nuryono,
2022). Addiction to online games has also had
other negative impacts on students such as
academic procrastination (Belardo Farjantoky,
2020; Erawati, 2022; Erin, 2023; Habsy et al.,
2024).

It is hoped that the community will
become a source of information, especially
parents, to guide and supervise their children
who play online games and then set limits on
playing time so that teenagers do not lose
control in playing online games and it does not
have a negative impact on their lives (Fadila et
al.,, 2023). Guidance and counseling also
provides special treatment for students who are
addicted to online games, including using the
prevention function, understanding function,
alleviation function and monitoring (advocacy)
function. In the prevention  function,
understanding function and alleviation function,
only guidance and counseling teachers and
school personnel handle these students. If the
guidance and counseling teacher and the school
are experiencing difficulties in handling the
student, a supervisory function is implemented,
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namely the school is assisted by the student's
family in handling and supervising students
addicted to online games (Adiningtiyas, 2017;
Reza & Mulawarman, 2021; Wulandari, 2023).
To overcome the negative impact of online
game addiction, further treatment is needed, for
example by providing individual counseling
services to individuals who are addicted to
online games (Arumsari et al., 2022).

Several counseling techniques such as
Self Control, Self Management (Ali, 2020;
Ibrahim, 2023), Modeling, group counseling,
REBT, Behavior Contracts, Restructuring, CBT
(Aidia Rasyid, 2021). This technique has proven
effective in reducing online game addiction
(Wiyono et al., 2024).

More  specifically, guidance and
counseling teachers can provide counseling
services to students using a cognitive behavior
therapy (CBT) approach. This is in accordance
with the research results of (Zees et al., 2021),
which states that cognitive behavior therapy
(CBT) is effective in reducing gadget
dependence among teenagers at the Gorontalo
Polytechnic (t value = 20.508 and p value =
0.000). Likewise, the results of research by
(Belardo Farjantoky, 2020), stated that there was
a positive effect of cognitive-behavioral
counseling intervention on reducing
interpersonal sensitivity, increasing self-esteem
and reducing the tendency for mobile phone
addiction in students.

Research by (Tsani et al., 2023), also
proves that cognitive behavior therapy reduces
online game addiction significantly (p value
0.001 with a = 0.05, p value < a). The results of
this study show that providing actions based on
Cognitive Behavior Therapy is proven to make a
difference and influence on online gaming
tendencies. So this action has proven effective in
reducing the habit of playing online games.

The CBT approach is a very
representative approach to changing thoughts
and adaptive behavior. From a CBT perspective,
the problem of the tendency to use mobile phone
addiction is caused by inappropriate thought
processes and circumstances that make it wrong
to do things that should be done. In this case,
CBT can help individuals change thoughts,
perceptions, and change behavior related to the
current situation (Belardo Farjantoky, 2020;
Risye, 2021).

CBT counseling therapy is one of the
common therapies and is often implemented to
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solve addiction problems. CBT is considered
effective in reducing the level of online game
addiction among students at elementary, middle
school, high school and college levels. The
average age of clients ranges from 10-18 years.
As for those aged 22 years and over. In its
structural implementation, CBT therapy is
carried out in 12 sessions, but this will also be
adjusted to the client's needs and the seriousness
of the problem being faced. Some studies
conducted 10 sessions, 6 sessions and 4
sessions. The time allocated for counseling is
around 30 — 45 minutes for each session. CBT
counseling can also be combined with various
other techniques, including self-management,
self-control, modeling, cognitive restructuring
and others as long as this can make it easier for
the counselor to help the counselee. The choice
of technique is based on the counselor's
conceptualization of the client, the problems
being faced, and the goals to be achieved in the
counseling process (Putra & Nuryono, 2022).

CBT in this study was carried out in 4
sessions with a time allocation of 30 — 45
minutes for each session. Handling procedures
include: 1) Identifying unpleasant, cognitive and
negative behavioral events that arise and how to
overcome them; 2) Challenge maladaptive
thoughts and change maladaptive behavior
afterwards; 3) Utilize supporting alternatives; 4)
Evaluate the benefits of opposing negative
thoughts and changing negative behavior (Aini
& Nuryono, 2020).

The steps for implementing counseling
are as follows: first, precontemplation, namely a
condition where the client does not feel that they
are experiencing an online game addiction and
does not try to take preventive measures;
second, contemplation, namely a condition
where the client feels doubtful regarding
whether or not efforts should be made to reduce
online game addiction; third, preparation,
namely the counselee will assess whether the
decision to reduce the intensity of playing online
games is appropriate; fourth, action, namely the
counselee has a strong determination to make
changes to reduce the duration of playing games
and is able to determine plans for further
activities; fifth, change and maintenance,
namely clients are expected to focus on behavior
and activities that can prevent them from
experiencing game addiction; sixth, termination,
namely the belief that the client will not return
to online game addiction behavior (Aini &
Nuryono, 2020).
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Based on the description above, one of
the efforts that can be made to overcome online
game addiction in students is counseling with a
cognitive behavior therapy approach. This will
also be done to students at Tritech Medan
Vocational School as a novelty for this research.
Where Tritech Medan Vocational School
students are teenagers with an age range of 14-
19 years. Apart from that, vocational school
students are students who are familiar with the
internet or electronic media such as Android
because it is relevant to their vocation.
Therefore, it is considered novel because it is
challenging for researchers to solve students'
problems with online game addiction amidst
their activities and unigqueness as vocational
school students who are familiar with the
internet and multimedia.

Method

This research approach is quantitative
research with a Quasi Experimental research
type (A. D. Hasibuan, 2023). Namely research
that allows researchers to carry out treatment on
a group of students to provide a certain effect. In
this case, providing counseling services using a
Cognitive Behavior Therapy approach to
students who are addicted to online games, (A.
T. Hasibuan et al., 2020, 2022; A. T. Hasibuan
& Prastowo, 2019) with the aim that after this
service is provided, students will no longer
become addicted to online games. The
population of this study was 70 students who
were addicted to online games based on
previous screening. The sample was determined
using a purposive sampling technique (Yusuf &
Yusuf, 2013). This is a technique used to
determine samples by establishing certain
criteria. Where the researcher in this case
considers apart from the criteria for potential
samples, he also considers the conditions, time
and abilities of the researcher himself. So the
sample was determined as 20 people. Where the
sample was then divided into two, 10 people
each became the control group, and 10 people
became the experimental group. The control
group was a sample that only measured the level
of online game addiction experienced during the
pretest and posttest without providing
counseling services. Meanwhile, the control
group, in addition to measuring their online
game addiction, was also given treatment in the
form of counseling using a cognitive behavior
therapy approach.
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The data collection research instrument
used was a questionnaire about online game
addiction consisting of seven indicators as stated
by Lemnes (Wahyuni, 2018), namely; 1)
salience 2) tolerance; 3) mood modification; 4)
relapse; 5) withdrawal; 6) conflict; and 7)
problems. The questionnaire was prepared in the
form of a Likert Scale and given to each control
group and experimental group during the pretest
and posttest. The research procedure was carried
out starting from giving a pretest questionnaire
to each group, then providing counseling
services using CBT techniques to the
experimental group, while none were provided
to the control group. The experimental group
was given 4 sessions of CBT services,
consisting of; 1) identification, 2) changing
maladaptive behavior, 3) utilizing supporting
alternatives, and 4) evaluation.

Data analysis techniques are carried out
by describing data and testing hypotheses
(Sugiyono, 2008). Hypothesis testing is intended
to see the tendency of differences in scores from
each  experimental-control,  pretest-posttest
group. The formula used is ANACOVA. All
debts in statistical form in this research were
then carried out operationally using the SPSS
version 2.1 application.

Result and Discussion

The results of this research are the
internet addiction scores experienced by
experimental group and control group students
during the pretest and posttest. This data can be
described as follows:

Table 1. Description of Internet Addiction
Disorder Score Data in Students

Pretest Experimental Control Control
Experiment  Posttest Pretest  Posttest
N 10 10 10 10

Mean 25.70 10.40 26.20 19.10
Median 26.00 10.50 26.00 19.00
Mode 26 9 26 19
Elementary School - 949 L174 1317 1.101
Min 24 9 A 17
Max 27 12 28 |
Sum 257 104 262 191

a Multiplemodes exist. The smallest value is shown

The data above shows that the online
game addiction score of experimental group
students at pretest averaged 25.70, median 26,
mode 26, sd 0.949, minimum 24, maximum 27,
and total score 257. Meanwhile at posttest The
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mean was 10.40, the median was 10.50, the
mode was 9, the SD was 1.174, the minimum
was 9, the maximum was 12, and the total score
was 104. Meanwhile, for the control group, the
score during the pretest was a mean of 26.20,
median 26, mode 26, SD 1.317., minimum 24,
maximum 28, total score 262. At posttest mean
19.10, median 19, mode 19, sd 1.101, minimum
17, maximum 191, total score 191.

Then, to carry out hypothesis testing, it is
necessary to determine the following hypothesis
testing criteria:

If sig. < 0.05 then the hypothesis is accepted

If sig. > 0.05 then the hypothesis is rejected
Where the hypothesis in this research is; There
is a significant difference in students' online
game addiction scores on the pretest and scores
on the posttest.

To carry out this test, you can see the following
table:

Tabel 2: Anova
Sum of Squares df Mean Square F Sig.

Between Groups 1634.100 3 544700 417.217 | 000
Within Groaps 47 gog 36 1.306
Total 1681.100 39

Based on the table above, it can be seen
that the sig. 0.000 < 0.05. Thus the hypothesis is
accepted. This means that there is a difference in
online game addiction scores between students
during the pretest and the posttest with an F
value of 417,217, and a Men Square of 544,700.

Thus it can be concluded that there is a
difference in online game addiction scores
between students during the pretest and during
the posttest with an F value of 417.217, and a
mean square of 544.700 with a significance of
0.000. This means that counseling services using
a Cognitive Behavior Therapy approach are
effective in reducing online game addiction in
students at Tritech VVocational School, Medan.

This is in accordance with research by
(Tsani et al., 2023), which shows that the
average score for online game addiction before
intervention was 57.17 and the average score for
online game addiction after intervention was
43.23. The conclusion of this research is that
Cognitive Behavior Therapy reduces online
game addiction significantly (p value 0.001 with
o = 0.05, p value < a). The results of this
research show that providing actions based on
Cognitive Behavior Therapy is proven to make a
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Agustin,

Aidia Rasyid, -.

difference and influence on tendencies. online
game. So this action has proven effective in
reducing the habit of playing online games.

Reducing online game addiction scores
in students after counseling using a Cognitive
Behavior Therapy approach can reduce various
negative impacts that have occurred, for
example previously students played games with
a lot of intensity and frequency in a day or even
ignored other activities which were basic needs.
such as bathing, resting and so on. So after
providing counseling services with CBT,
students have started to reduce the intensity of
playing games, and have started to prioritize
more important activities. Likewise, with
changes in mood when asked to leave the game
to do more useful activities, students have
started to voluntarily leave the activity without
feeling sad or disappointed. Also, students can
manage their time well when to play games and
when to leave the game in order to use their time
for more productive and positive activities.

Conclusion

References
Adiningtiyas, S. W. (2017). Peran Guru Dalam

Mengatasi Kecanduan Game Online.
KOPASTA: Journal of the Counseling
Guidance Study Program, 4(1), Article 1.
https://doi.org/10.33373/kop.v4il1.1121

A W, & Kameli, Y. (2022).
Penanganan Kecanduan Game Online
Pada Mahasiswa Tingkat Akhir (Studi

Kasus). Indonesian ~ Journal  of
Counseling and Development, 4(2),
Article 2.

https://doi.org/10.32939/ijcd.v4i2.1505

(2021). Islamic Cognitive
Behavioral Therapy (ICBT) Untuk
Menurunkan Adiksi Game Online Pada
Siswa Sekolah Menengah Pertama
Negeri 23 Pekanbaru [Thesis,
Universitas Islam Negeri Sultan Syarif

Kasim Riau]. https://repository.uin-
suska.ac.id/45658/

Ali, N. (2020). Pengaruh Teknik Self-
Management Untuk Mengurangi

Perilaku Kecanduan Game Online Pada
Siswa Kelas XI di MAN Pinrang
[Diploma, UNIVERSITAS NEGERI
MAKASSAR].
https://eprints.unm.ac.id/17461/

Jurnal Edumaspul, 8 (2), 2024 -2780
(Wina Mariana ; Ali Daud Hasibuan)

The research results have proven that
the online game addiction scores of students at
the pretest and at the posttest have a significant
difference. Where the score at the posttest
experienced a significant decrease when
compared to the score at the pretest. This means
that counseling with a cognitive behavior
therapy approach is effective in reducing online
game addiction in students.

Therefore, it is hoped that teachers,
especially guidance and counseling teachers,
will continue to pay attention to the condition of
students and the activities they carry out,
including activities outside the classroom. Apart
from paying attention, of course the teacher
provides examples and directions to students on
how to use their time well in activities that are
more useful, positive and productive. For
students who are too attached to their gaming
activities, guidance and counseling teachers can
provide counseling services such as cognitive
behavior therapy services, in addition to various
other types of techniques and approaches that
are deemed relevant to the conditions the
students are facing.

Arumsari, C., Sugara, G. S., & Yorgantara, G. A.
(2022). Efektivitas Konseling Kognitif

Perilaku Untuk Mereduksi  Adiksi
Cybersex. Journal of Innovative
Counseling :  Theory, Practice, and
Research, 6(01).

https://journal.umtas.ac.id/index.php/inn
ovative_counseling/article/view/4953

Bahar, F. R. A. (2023). Hubungan antara
Kecanduan Game Online dengan
Cyberbullying pada Remaja di SMP
Negeri 28 Medan.
https://repositori.uma.ac.id/handle/12345
6789/19845

Belardo Farjantoky, 0106517024. (2020). Efek
Konseling Kognitif-Perilaku Terhadap
Interpersonal Sesnsitivity, Self-Esteem
Dan Kecenderungan Mobile Phone
Addiction Pada Siswa SMK [Masters,
Universitas Negeri Semarang].
https://lib.unnes.ac.id/35170/

Darmawan, M. A. (2021). Pengaruh Flow dan
motivasi sosial terhadap Adiksi Game
Online pada remaja [bachelorThesis,
Fakultas  Psikologi UIN  Syarif
Hidayatullah Jakarta].
https://repository.uinjkt.ac.id/dspace/han
dle/123456789/77987

Copyright © 2024 Edumaspul - Jurnal Pendidikan (ISSN 2548-8201 (cetak); (ISSN 2580-0469 (online)



Erawati, E. (2022). Upaya Menurunkan
Prokrastinasi Akademik Akibat
Kecanduan Game on Line Pada Siswa
SMP Selama Masa Pandemi Covid 19
Melalui Konseling Kognitif Perilaku. PD
ABKIN JATIM Open Journal System,
2(2), Acrticle 2.
https://doi.org/10.1234/pdabkin.v2i2.118

Erin, S. (2023). Efektifitas Pendekatan Behavior
Therapy Dengan Teknik Manajemen Diri
Untuk Menumbuhkan Perilaku Positif
Dalam Menggunakan Gadget Di SMA
Negeri 9 Bandar Lampung [Diploma,
UIN RADEN INTAN LAMPUNG].
http://repository.radenintan.ac.id/22816/

Fadila, E., Robbiyanto, S. N., & Handayani, Y.
T. (2022). Pengaruh Game Online
Terhadap Perubahan Perilaku Remaja.
Jurnal llmiah ~ Kedokteran  Dan
Kesehatan, 1(2), Article 2.
https://doi.org/10.55606/klinik.v1i2.531

Fadilla, R. N., Putri, S. D., Pratiwi, A., Jadidi, J.,
& Sahputra, D. (2023). Peran Guru BK
Dalam Mengatasi Kesulitan Belajar
Siswa Pecandu Game Online di SMA
Negeri 4 Binjai. Jurnal llmiah Wahana
Pendidikan, 9(1), Article 1.
https://doi.org/10.5281/zenodo.7545960

Faudji, B. K. K. (2022). Pengaruh Loneliness,
Fear Of Missing Out (Fomo), Self-
Control, Dan Faktor Demografi
Terhadap Adiksi Media Sosial Pada
Dewasa Awal Di Jabodetabek Selama

Masa Pandemi Covid-19
[bachelorThesis, Fakultas Psikologi UIN
Syarif Hidayatullah Jakarta].

https://repository.uinjkt.ac.id/dspace/han
dle/123456789/79215

Habsy, B. A., Malora, P. I., Walidah, Z., & Livi,
R. N. (2024). Analisis Efektivitas Teknik
Pendekatan Cognitive Behavioral
Therapy in the Zone Toxic Relationship.
TSAQOFAH, 4(3), 2075-2086.
https://doi.org/10.58578/tsaqofah.v4i3.30
59

Hasibuan, A. D. (2023). METODE PENELITIAN
Teori dan Praktik Riset Bimbingan
Konseling Pendidikan Islam. CV.
Merdeka Kreasi Group.

Hasibuan, A. T., & Prastowo, A. (2019). Konsep
pendidikan abad 21: Kepemimpinan dan
pengembangan sumber daya manusia
sd/mi. MAGISTRA: Media
Pengembangan llmu Pendidikan Dasar

Jurnal Edumaspul, 8 (2), 2024 -2781
(Wina Mariana ; Ali Daud Hasibuan)

Dan Keislaman, 10(1).
https://publikasiilmiah.unwahas.ac.id/ind
ex.php/MAGISTRA /article/view/2714

Hasibuan, A. T., Sianipar, M. R., Ramdhani, A.
D., Putri, F. W., & Ritonga, N. Z. (2022).
Konsep dan karakteristik penelitian
kualitatif serta perbedaannya dengan
penelitian kuantitatif. Jurnal Pendidikan
Tambusai, 6(2), 8686-8692.

Hasibuan, A. T., Simangunsong, N., Rahmawati,
E., & Rahmaini, R. (2020).
Humanization of education in the
challenges and opportunities of the
disruption era at nahdlatul ulama
elementary school. Al Ibtida: Jurnal
Pendidikan Guru Mi, 7(2), 264-279.

Husna, N. (2020). Pengaruh dukungan sosial
guru BK terhadap stres akademik siswa
kelas X MAN 1 Medan [Skripsi,
Universitas Islam  Negeri Sumatera
Utara]. http://repository.uinsu.ac.id/9886/

Husniah, H., Irman, I., Yulitri, R., Leif, F., &
Carol, T. (2023). The Effect of CBT
Approach Group Counseling in Reduce
Online Game Addiction. International
Journal of Research in Counseling, 2(1),

Article 1.
https://doi.org/10.55849/ijrc.v2il.41
Ibrahim, -. (2023). Efektivitas Teknik Self

Management Dalam Mengurangi
Kecanduan Game Online Pada
Mahasiswa Bimbingan Konseling Islam
[Skripsi, Universitas Islam Negeri Sultan
Syarif Kasim Riau].
https://repository.uin-suska.ac.id/75721/
llman, A. Z., Firman, F., & Netrawati, N. (2024).
Peranan Konseling Behavioral Berbasis
CBT dalam Mengatasi Smartphone
Addiction pada Remaja. Edukasi: Jurnal
Penelitian Dan Artikel Pendidikan,

16(1), Article 1.
https://doi.org/10.31603/edukasi.v16il.1
1456

Laili, F. M. (2015). Penerapan Konseling
Keluarga untuk mengurangi kecanduan
Game online pada siswa kelas VIII SMP
Negeri 21 Surabaya. State University of
Surabaya.

Muhammad, F. H. R., & Priyambodo, A. B.
(2022). Penerapan Cognitive Behavior
Therapy dalam Menurunkan Adiksi
Game Online Remaja. Seminar Nasional
Psikologi Dan  llmu  Humaniora
(SENAPIH), 1(1), Article 1.

Copyright © 2024 Edumaspul - Jurnal Pendidikan (ISSN 2548-8201 (cetak); (ISSN 2580-0469 (online)



Nuzuli, A. K. N., Ningsih, M. S., Astri, P. B,
Fazli, M., Palenza, N. R., & Gazali, A.
(2023). Gangguan Komunikasi pada
Mahasiswa Pecandu Game Online
Mobile  Legend. Jurnal PIKMA :
Publikasi lImu Komunikasi Media Dan
Cinema, 5(2), Article 2.

Puput, L. (2024). Systematic Literature Riview
(SLR) Layanan Bimbingan Dan
Konseling Menggunakan Teknik
Cognitive Behavior Therapy (CBT)
Dalam Mengurangi Adiksi Game Online
[Diploma, Uin Raden Intan Lampung].
http://repository.radenintan.ac.id/32184/

Putra, G. A., & Nuryono, W. (2022). Fenomena
Penyebab Kecanduan Game Online Pada
Siswa. Jurnal BK UNESA.
https://ejournal.unesa.ac.id

Reza, R. M., & Mulawarman, M. (2021).
Efektivitas Konseling Kelompok Online
Pendekatan  Behavior Teknik  Self
Management Untuk Mengurangi
Kecenderungan Kecanduan Game Online
Siswa. Counsenesia Indonesian Journal
Of Guidance and Counseling, 2(1),
Article 1.
https://doi.org/10.36728/cijgc.v2i1.1432

Risye, A. (2021). Eksperimentasi Konseling
Individu Dengan Teknik Self Control
Untuk Mengurangi Kebiasaan Bermain
Game Online Pada Peserta Didik SMK

Negeri 7 Bandar Lampung
[Undergraduate, UIN Raden Intan
Lampung].

http://repository.radenintan.ac.id/14663/

Sari, Indri Dwi Nofita, Silvianetri Silvianetri, &
Fadhilah Syafwar. (2023). Dampak
Kecanduan Game online pada Siswa dan
Implikasinya terhadap Layanan BK. Al-
Kaaffah: Jurnal Konseling Integratif-
Interkonektif, 1(2), hal. 3-5.

Sholihah, A. N. (2019). Restrukturisasi Kognitif
dengan  Setting  Kelompok  untuk
Mengurangi Kecanduan Online Game
Remaja. KONSELI: Jurnal Bimbingan
Dan Konseling (E-Journal), 6(1), Article
1.
https://doi.org/10.24042/kons.v6i1.3399

Jurnal Edumaspul, 8 (2), 2024 - 2782
(Wina Mariana ; Ali Daud Hasibuan)

Syaifullah, A. (2019). Dampak Kecanduan Game
Online Bagi Otak. Indonesia Baik.

Tsani, U., Nursalim, M., & Budiyanto. (2023).
Penerapan Cognitive Behavior Therapy
Untuk Mengurangi Perilaku  Adiksi
Game Online Pada Pelajar Di Kabupaten
Nganjuk.  Pendas: Jurnal Ilmiah
Pendidikan Dasar, 8(3), Article 3.
https://doi.org/10.23969/jp.v8i3.11191

Wahyuni, A. A. S. (2018). Psikoterapi Pada
Adiksi Game Online. Jurnal Kedokteran
Universitas Udayana.
https://simdos.unud.ac.id/uploads/file_pe
nelitian_1_dir/257¢c267ec788e22e94f9a8
fdOfecbbd4.pdf

Wiyono, H., Ronaldo, F., & Dewi, C. R. (2024).
Hubungan Internet Addiction Dengan
Nyeri Leher Pada Remaja Di Sma Negeri
3 Palangka Raya. Jurnal Keperawatan
Wiyata, 5(1), Acrticle 1.
https://doi.org/10.35728/jkw.v5i1.1309

Wulandari, T. (2023). Efektivitas Konseling
Kelompok  menggunakan  Cognitive
Behavior Therapy untuk Meningkatkan
Kedisiplinan Belajar Siswa [Masters,
Fakultas lImu Pendidikan].
http://repository.unp.ac.id/46128/

Yadi, Y. J, & Netrawati. (2024). Rational
Emotive Behavior Therapy untuk
Mengurangi Kecanduan Game Online.
JPI' (Jurnal Pendidikan Indonesia),

13(2), Article 1.
https://doi.org/10.23887/jpiundiksha.v13i
1.69658

Yusuf, A. M., & Yusuf, M. (2013). Metode
Penelitian Kualitatif, Kuantitatif dan
Penelitian Gabungan (Pertama). Jakarta:
Renika Cipta.

Zees, R. F., Ariani, G. A. P. P,, Usman, L., &
Djamalu, 1. (2021). Effectiveness of
Cognitive Behavior Therapy (CBT)
Terhadap Ketergantungan Gadget pada
Remaja Di  Politeknik  Kesehatan
Gorontalo. PROSIDING Seminar
Nasional Tahun 2020 ISBN: 978-623-
93457-1-6, 131-138.

Copyright © 2024 Edumaspul - Jurnal Pendidikan (ISSN 2548-8201 (cetak); (ISSN 2580-0469 (online)



