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ABSTRACT

Ashari, Esti Yuly. 2019. “Overcoming Online Game Addiction through Client Centered
Approach Group Counseling Services.” Skripsi. Guidance and Counseling
Study Program, Faculty of Teacher Training and Education, Muria Kudus
University. Advisors: (1) Drs. Sucipto, M.Pd., Kons. (2) Nur Mahardika, M.Pd.

Key Word: Addicted to Online Games, Group Counseling, Client Centered Approach

The objectives in this study are as follows: 1. Describe the application of group
counseling services client centered approach in reducing online game addiction in class
X1 IPS 2 students in SMA 1 Pecangaan Jepara Academic Year 2018/2019. 2. Describe
the conditions of the decline in online game addiction in class XI IPS 2 students in
SMA 1 Pecangaan Jepara after getting a client centered approach group counseling
service.

Online game is a type of game that can be played by several players at once by
utilizing a device (device) that is connected through an internet network (online). Online
game addiction in this study is a condition in which players (students of class XI IPS 2)
feel unable to resist the desire to leave the device not to play the game online. The client
centered approach group counseling service is an -intervention model used by
researchers in reducing online game addiction in class XI IPS 2 students through
guidance and counseling action research.

This research was conducted at Pecangaan Jepara High School 1. This research
took place in the 2018/2019 school year period. This type of research is PTBK with
stages: 1. Planning, 2. Implementation, 3. Observation and 4. Reflection is carried out in
two research cycles, each cycle is held three times. The research subjects were ten
students in class X1 1 Pecangaan Jepara High School. Data collection techniques using
observation and interviews. Analysis of the data used is descriptive quantitative data
analysis.

Addicted to online games in class XI SMA 1 Pecangaan Jepara has decreased.
The average pre-cycle score is known to be 18.55 (74%) (High). In the first cycle, the
average meeting was found to be 17.15 (69%) (High), the second meeting was 16.00
(64%) (Fair), the third meeting was known that the mean score was 14.57 (58%) (
Enough). Cycle II, the first meeting had an average score of 12.20 (49%) (Low)
category, the second meeting of 10.03 (40%) category (Low), the third meeting of 8.71
(35%) category (Very Low).

Researchers concluded the results of the study as follows: 1. Researchers as
implementing group counseling activities to reduce online game addiction in class XI
IPS 2 students in SMA 1 Pecangaan Jepara have increased from cycle 1 to cycle Il. In
the first cycle, it was found out that the researchers obtained a score of 49 (54%) (Fair)
category. Cycle Il researchers obtained a score of 65 (72%) (Good) category. 2.
Addiction to online games in class XI IPS 2 students in SMA 1 Pecangaan Jepara has
gradually diminished. Pre-cycle is known to the level of online gaming addiction of
students in the category (High), with an average score of 18.55 (74%). In the first cycle
reduced in the category (Fair), with an average score of 14.57 (58%). Cycle 1l addiction
to online games in students has been reduced in the category (Very Less), with an
average score of 8.71 (35%). Researchers convey the following suggestions. 1.
Students: Students should make more use of the time available for more useful activities
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besides playing online games. Like reading, playing and chatting with residents around.
2. Teacher Guidance and Counseling: Guidance and counseling teachers should use the
results of research as a reference in applying group counseling to a client centered
approach in helping to alleviate student problems. Especially in reducing online game
addiction. 3. Principal: Principals should implement policies in determining policies
regarding the use of devices in schools by students, as well as the optimization of the
implementation of guidance and counseling in schools by guidance and counseling
teachers. 4. Further Research: Further researchers should consider the various dynamics
of changing times and technology in looking at students' problems, and are also
expected to be able to utilize technology in an effort to help students solve their
problems.



ABSTRAK

Ashari, Esti Yuly. 2019. Mengatasi Kecanduan Game Online melalui Layanan
Konseling Kelompok Pendekatan Client Centered. Skripsi. Program Studi
Bimbingan dan Konseling Fakultas Keguruan dan Ilmu Pendidikan Universitas
Muria Kudus. Pembimbing: (1) Drs. Sucipto, M.Pd., Kons. (2) Nur Mahardika,
M.Pd.

Kata Kunci: Kecanduan Game Online, Konseling Kelompok Pendekatan Client
Centered.

Tujuan dalam penelitian-ini sebagai berikut: 1. Mendeskripsikan penerapan
layanan konseling kelompok pendekatan client centered dalam mengurangi kecanduan
game online di pada siswa kelas XI IPS 2 SMA 1 Pecangaan Jepara Tahun Pelajaran
2018/2019. 2. Mendeskripsikan kondisi penuruan kecanduan game online pada siswa
kelas X1 IPS 2 SMA 1 Pecangaan Jepara setelah mendapatkan layanan konseling
kelompok pendekatan client centered.

Game online merupakan jenis permainan yang dapat dimainkan oleh beberapa
pemain sekaligus dengan memanfaatkan perangkat (gawai) yang tersambung melalui
jaringan internet (daring). Kecanduan game online dalam penelitian ini merupakan
kondisi di mana player (siswa kelas XI IPS 2) merasa tidak mampu menahan keinginan
meninggalkan gawai untuk tidak memainkan gim secara daring. Layanan konseling
kelompok pendekatan client centered merupakan model intervensi yang digunakan oleh
peneliti dalam mengurangi kecanduan game online pada siswa kelas X1 IPS 2 melalui
penelitian tindakan bimbingan dan konseling.

Penelitian ini dilaksanakan di SMA 1 Pecangaan Jepara. Penelitian ini
berlangsung dalam periode tahun pelajaran 2018/2019. Jenis penelitian yaitu PTBK
dengan tahap: 1. Perencanaan, 2. Pelaksanaan, 3. Pengamatan dan 4. Refleksi yang
dilakukan dalam dua siklus penelitian, setiap siklus dilakukan tiga kali pertemuan.
Subjek penelitian sebanyak sepuluh siswa kelas XI SMA 1 Pecangaan Jepara. Teknik
pengumpulan data menggunakan observasi dan wawancara. Analisis data yang
digunakan adalah analisis data kuantitatif deskriptif.

Kecanduan game online pada siswa kelas XI SMA 1 Pecangaan Jepara telah
mengalami penurunan. Diketahui skor rerata pada pra siklus sebesar 18,55 (74%)
kategori (Tinggi). Siklus I pertemuan pertama diketahui skor rerata sebesar 17,15 (69%)
kategori (Tinggi), pertemuan kedua diketahui 16,00 (64%) kategori (Cukup), pertemuan
ketiga diketahui skor rerata sebesar 14,57 (58%) kategori (Cukup). Siklus Il pertemuan
pertama skor rerata sebesar 12,20 (49%) kategori (Rendah), pertemuan kedua 10,03
(40%) kategori (Rendah), pertemuan ketiga 8,71 (35%) kategori (Sangat Rendah).

Peneliti menyimpulkan hasil penelitian sebagai berikut: 1. Peneliti sebagai
pelaksana kegiatan konseling kelompok untuk mengurangi kecanduan game online pada
siswa kelas XI IPS 2 SMA 1 Pecangaan Jepara telah meningkat dari siklus I ke siklus 11.
Pada siklus I diketahui peneliti memperoleh skor 49 (54%) kategori (Cukup). Siklus Il
peneliti memperoleh skor 65 (72%) kategori (Baik). 2. Kecanduan game online pada
siswa kelas XI IPS 2 SMA 1 Pecangaan Jepara telah berangsur berkurang. Pra siklus
diketahui tingkat kecanduan game online siswa pada kategori (Tinggi), dengan skor
rerata 18,55 (74%). Pada siklus I berkurang dalam kategori (Cukup), dengan skor rerata
14,57 (58%). Siklus 1l kecanduan game online pada siswa telah berkurang dalam
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kategori (Sangat Kurang), dengan skor rerata 8,71 (35%). Peneliti menyampaikan saran
sebagai berikut. 1. Siswa: Siswa hendaknya lebih memanfaatkan waktu yang ada untuk
kegiatan yang lebih bermanfaat selain bermain game online. Seperti membaca, bermain
dan bercengkrama dengan warga lingkungan sekitar. 2. Guru Bimbingan dan Konseling:
Guru bimbingan dan konseling hendaknya menggunakan hasil penelitian sebagai acuan
dalam penerapan konseling kelompok pendekatan client centered dalam membantu
mengentaskan permasalahan siswa. Khusunya dalam mereduksi kecanduan game
online. 3. Kepala Sekolah: Kepala sekolah hendaknya menerapkan kebijakan dalam
penetapan kebijakan perihal penggunaan gawai di sekolah oleh siswa, serta optimalisasi
pelaksanaan bimbingan dan konseling di sekolah oleh guru bimbingan dan konseling. 4.
Penelitian Selanjutnya: Peneliti selanjutnya hendaknya mempertimbangkan berbagai
dinamika perubahan zaman dan teknologi dalam memandang permasalahan siswa, serta
diharapkan juga mampu memanfaatkan teknologi dalam usaha membantu siswa dalam
menyelesaikan masalahnya.
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