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ABSTRACK 

 
Nurul Khotimah, Eni. 2023. The Effectiveness of Experiential Learning 
Techniques in Reducing Online Game Addiction in Sugihwaras Elementary 
School Students. Thesis, Guidance and Counseling Program, Faculty of 
Education, Nahdlatul Ulama Sunan Giri University. Supervisors (1) Ulvina 
Rachmawat, M.Pd., (2) Moh. Yusuf Efendi, S.Pd.I., MA. 
 
Keywords: Experiential Learning, Online Game Addiction, Classical Counseling. 
 
This research is based on a problem commonly experienced by students, which is 
online game addiction, one of them being the level of online game addiction 
among students at SDN Sugihwaras. The low level of online game addiction in 
students is indicated by their lack of focus in class during lesson hours and their 
unwillingness to do homework with reasons such as laziness. With this problem in 
the school, the researcher aims to reduce online game addiction among students 
by implementing the experiential technique. This research uses a quantitative 
method with a Pre-Experimental Design, specifically a One-Group Pretest-
Posttest Design. The research sample consists of 10 students who received 
classical counseling and were given treatment for 7 sessions. Based on the pretest 
results, with a low categorization, the 10 students had an average score of 59%. In 
the posttest results, out of 10 students, 8 students were categorized as having a 
high level of online game addiction, while 2 students were categorized as having a 
moderate level, with a percentage of 76%. There was a significant improvement 
between the average pretest and posttest results, with a difference of 17%. Thus, it 
can be concluded that experiential learning techniques are effective in reducing 
online game addiction in students. 
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ABSTRAK 

 
Nurul Khotimah, Eni. 2023. Keefektifan Teknik Experiental Learning Untuk 
Mengurangi Kecanduan Game Online SDN Sugihwaras. Skripsi, Program Studi 
Bimbingan Dan Konseling Fakultas Keguruan Dan Ilmu Pendidikan Universitas 
Nahdlatul Ulama Sunan Giri. Pembimbing (1) Ulvina Rachmawat, M.Pd., (2) 
Moh. Yusuf Efendi, S.Pd.I., MA. 

 
Kata Kunci :Experiental Learning, Kecanduan Game Online, Layanan Klasikal. 

 
Penelitian ini didasari oleh sebuah permasalahan yang banyak dialami siswa yaitu 
kecanduan game online, salah satunya adalah tingkat kecanduan game online 
siswa SDN Sugihwaras. Rendahnya tingkat kecanduan game online siswa 
ditunjukkan dengan adanya ketidak fokusan siswa dikelas ketika jam pelajaran, 
tidak bersedia untuk mengerjakan pr dengn alasan malas mengerjakan.  Dengan 
adanya permasalahan di Sekolah tersebut maka peneliti mempunyai tujuan untuk 
mengurangi kecanduan game online siswa dengan menerapkan Teknik 
experiental. Penelitian ini menggunakan metode kuantitatif dengan rancangan 
Pre-Experimental Design dengan bentuk desain One-Group Pretest-Posttest 
Design. Adapun sampel penelitian ini berjumlah 10 siswa dengan menggunakan 
layanan klasikal dan diberikan treatment selama 7 pertemuan. Berdasarkan hasil 
pretest dengan kategorisasi rendah dengan jumlah 10 siswa memiliki hasil rata-
rata 59% dan hasil posttest diperoleh dari 10 siswa, tingkat kecanduan game 
online terdapat 8 siswa dengan kategori tinggi dan 2 siswa dengan kategori sedang 
dengan presentase 76%, terdapat peningkatan yang signifikan antara hasil rata-
rata pretest dan posttest dengan selisih 17%. Sehingga dapat ditarik kesimpulan 
bahwa teknik experiental learning efektif untuk mengurangi kecanduan game 
online pada siswa.  
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