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ABSTRACT

Mayvila Mawarda. 2024. The Effectiveness of Self Management Technique
Training Guidelines to Reduce Online Game Addiction in Sumberrejo State
Vocational School Students. Thesis, Counseling Guidance Study Program, Faculty
of Teacher Training and Education, Nahdlatul Ulama Sunan Giri Bojonegoro
University. Supervisor (1) Vesti Dwi Cahyaningrum, M.Pd., (2) Moh. Yusuf
Efendi, S.Pd.I., M.A.

Keywords: Online Game Addiction, Self Management, Group Guidance.

Online Game Addiction has the meaning of an individual's unavoidable
desire to play online games so that he or she does not care about the situation or
other people around him. The researcher's questionnaire instrument refers to the
aspects of online game addiction in the training guide which consists of 5 aspects,
namely health aspects, psychological aspects, academic aspects, social aspects,
and financial aspects. The purpose of this study is to determine the effectiveness of
self-management technique ' training guide products to reduce online game
addiction in vocational school students. This study uses a quantitative approach
with a True Experimental Design research design in the form of Pretest-Posttest
Control Group Design. Data collection used online game addiction questionnaires,
observations, interviews and sampling using purposive sampling techniques. Data
analysis in this study uses the SPSS version 16 application by conducting
Shapirrow-Wilk normality test, homogeneity test, and T-Test dependent samples
test. From the results of the T-Test dependent samples test, the value of sig. (2-
tailed) of 0.000 which means < 0.05, indicating that H0 was rejected and Ho was
accepted which means that there was a significant difference between the
experimental group and the control group in the application of self-management
technique training guidelines in reducing online game addiction. Based on the
results of the implementation of the use of the group guidance training manual, self-
management techniques can reduce online game addiction in vocational school
Students.
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ABSTRAK

Mayvila Mawarda. 2024. Efektivitas Panduan Pelatihan Teknik Self Management
Untuk Mengurangi Kecanduan Game Online Pada Siswa Smk Negeri Sumberrejo.
Skripsi, Program Studi Bimbingan Konseling, Fakultas Keguruan dan Ilmu
Pendidikan, Universitas Nahdlatul Ulama Sunan Giri Bojonegoro. Pembimbing (1)
Vesti Dwi Cahyaningrum, M.Pd., (2) Moh. Yusuf Efendi, S.Pd.I., M.A.

Kata Kunci: Kecanduan Game Online, Self Management, Bimbingan
Kelompok

Kecanduan Game Online mempunyai arti sebagai keinginan individu yang
tidak dapat dihindari untuk memainkan game online sehingga membuat dirinya
tidak menghiraukan situasi atau orang lain di sekitarnya. Instrument kuesioner
peneliti mengacu pada aspek-aspek kecanduan game online dalam panduan
pelatihan yang terdiri dari 5 aspek yaitu aspek kesehatan, aspek psikologis, aspek
akademik, aspek sosial, dan aspek keuangan. Tujuan penelitian ini yaitu untuk
mengetahui efektifitas produk panduan pelatihan teknik self management untuk
mengurangi kecanduan game online pada siswa SMK. Penelitian ini menggunakan
pendekatan kuantitatif dengan rancangan penelitian True Experimental Design
bentuk Pretest- Posttest Control Group Design. Pengumpulan data menggunakan
kuesioner kecanduan game online, observasi, wawancara dan pengambilan sampel
dengan menggunakan teknik purposive sampling. Analisis data dalam penelitian
ini menggunakan aplikasi SPSS versi 16 dengan melakukan uji normalitas
Shapirrow-Wilk, vji homogenitas, dan uji dependent samples T-Test. Dari Hasil uji
dependent samples T-Test menunjukkan nilai sig. (2-tailed) sebesar 0.000 yang
artinya < 0.05, maka menunjukkan bahwa H0 ditolak dan Ha diterima yang berarti
ada perbedaan yang signifikan antara kelompok eksperimen dan kelompok control
dalam penerapan panduan pelatihan teknik self management dalam mengurangi
kecanduan game online. Berdasarkan hasil penerapan penggunaan buku panduan
pelatihan bimbingan kelompok  Teknik self management dapat mengurangi
kecanduan game online pada siswa SMK.
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