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ABSTRAK INGGRIS 

ABSTRACT 

Nata Dewi Della. 2024. Application of the Thought Stopping Technique with 

Group Guidance Based on Cognitive Behavior Therapy to Reduce Online Game 

Addiction for SMPN 2 Soko Students. Thesis, Guidance and Counseling Study 

Program, Faculty of Teacher Training and Education, Nahdlatul Ulama Sunan 

Giri University. Supervisor (1) Zety Novitasari, M.Pd. (2) Agus Afriliyanto, M.Pd.  

 

Keywords: Thought Stopping, Group Guidance, Cognitive Behavior therapy, 

Online game addiction. 

 

   Online Game Addiction is a game that is accessed online by many players 

using the internet network and can also be accessed using their own gadgets. 

Online game addiction has 4 aspects, namely 1. Salience (meaning), 2. Tolerance 

(Tolerance) 3. Mood Modification (Mood Modification) 4. Relapse (Excellence) 5. 

Withdrawal (Withdrawal) 6. Conflict (Conflict). This research was conducted on 

VII students at SMPN 2 Soko with the aim of finding out the effectiveness of group 

guidance using thought stopping techniques to reduce students' online game 

addiction. This type of research is a pre-experimental design with a one group 

pretest-posttest design. Data collection using online game addiction instruments. 

Observation and thought stopping technique interviews to select 8 samples from 

118 respondents who will be provided with group guidance services. Data 

analysis in this study used the Shapirrow-Wilk normality test, Wilcoxon test. 

Based on the results of the Wilcoxon test, it was found that the sig (2-tailed) was 

0.011 < 0.05. So Ho is rejected and Ha is accepted, which means there is a 

significant difference. So it can be concluded that the Thought Stopping technique 

with group guidance based on Cognitive Behavior Therapy has proven effective in 

reducing online game addiction in SMPN 2 Soko students 

 

 

 

ABSTRAK INDONESIA 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

x 

 

 

ABSTRAK 

Nata Dewi Della. 2024. Penerapan Teknik Thought Stopping dengan Bimbingan 

Kelompok Berbasis Cognitive Behavior Therapy Untuk Mereduksi Kecanduan 

Game Online Siswa SMPN 2 Soko. Skripsi, Program Studi Bimbingan dan 

Konseling Fakultas Keguruan dan Ilmu Pendidikan Universitas Nahdlatul Ulama 

Sunan Giri. Pembimbing (1) Zety Novitasari, M.Pd. (2) Agus Afriliyanto, M.Pd.  

 
Kata Kunci: Thougt Stopping, Bimbingan Kelompok, Cognitive Behavior therapy,                                                                                                                                                                

Kecanduan game online. 

 

 Kecanduan Game Online merupakan game yang diakses secara online oleh 

banyak pemain dengan menggunakan jaringan internet dan juga dapat diakses 

menggunakan gadget sendiri. Kecanduan game online memiliki 4 aspek yaitu 

1.Salience (arti), 2. Tolerance (Toleransi) 3. Mood Modification (Modifikasi 

Mood) 4. Relapse (Pengunggulan) 5. Withdrawal (Penarikan) 6. Conflict 

(Konflik). Penelitian ini dilakukan pada siswa VII SMPN 2 Soko dengan tujuan 

untuk mengetahui keefektifan bimbingan kelompok dengan teknik thought 

stopping untuk mereduksi kecanduan game online siswa. Jenis penelitian ini 

adalah pre-experimental design dengan bentuk desain one group pretest-postetst 

design. Pengumpulan data menggunakan instrumen kecanduan game online. 

Observasi dan wawancara teknik thought stopping untuk memilih 8 sampel dari 

118 responden yang akan diberi layanan bimbingan kelompok. Analisis data 

dalam penelitian ini menggunakan  uji normalitas Shapirrow-Wilk, uji Wilcoxon 

Berdasarkan hasil uji Wilcoxon diketahui sig (2-tailed) sebesar 0.011 < 0,05. 

Maka Ho ditolak dan Ha diterima yang berarti terdapat perbedaan signitifkan. Jadi 

dapat disimpulkan bahwa teknik Thought Stopping dengan bimbingan kelompok 

berbasis Cognitive Behavior Therapy terbukti efektif untuk mereduksi kecanduan 

game online pada siswa SMPN 2 Soko. 
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