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ABSTRAK 

 
Kecanduan Bermain Game Online adalah gangguan yang ditimbulkan karena bermain game dengan waktu yang lama 

dengan merugikan diri sendiri namun juga merugikan orang lain yang ada di sekitarnya. Tujuan penelitian untuk 

menganalisis tingkat kecanduan bermain game online siswa sebelum dan sesudah dilakukan layanan dan untuk 

menganalisis tingkat efektivitas strategi layanan konseling kelompok dengan teknik Role Playing, peneliti 

menggunakan pre-eksperimental design yaitu one-group pretest dan posttest design. Prosedur penelitian pretest- 

treatment- posttest. pengambilan sampel menggunakan purposive sampling dan menggunakan skala pengukuran 

melalui angket. Validitas angket menggunakan Pearson Correlation dan reabilitas menggunakan alpha cronbach. 

Teknik analisis data untuk menganalisis, hasil eksperimen pre test dan post test, peneliti menggunakan hitungan 

statistik deskriptif, hasil Tinggi tingkat kecanduan bermain game online siswa sebelum dan sesudah dilakukan layanan 

konseling kelompok dengan teknik Role Playing Rata rata sebelum treatment 254 atau 47%, Dan sesudah dilakukan 

treatment 224 atau 41%, dari hasil rata rata dapat tergolong rendah. perhitungan uji wilcoxon pada data keseluruhan 

siswa diperoleh bahwa nilai signifikansi (Sig). Sebesar 0,012 kurang dari 0,05. Hal ini berarti terdapat perbedaan 

antara hasil  pre test dan posttest. 
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ABSTRACT 

 
Addiction to Playing Online Games is a disorder caused by playing games for a long time to the detriment of oneself 

but also to the detriment of other people around them. The aim of the study was to analyze the level of addiction to 

playing online games for students before and after the service was carried out and to analyze the level of effectiveness 

of the group counseling service strategy using the Role Playing technique, the researcher used a pre-experimental 

design, namely one-group pretest and posttest design. Pretest-treatment-posttest research procedures. sampling using 

purposive sampling and using a measurement scale through a questionnaire. The validity of the questionnaire uses 

Pearson Correlation and the reliability uses Cronbach's alpha. Data analysis techniques to analyze the results of the 

pre-test and post-test experiments, the researchers used descriptive statistical calculations. The results showed that 

the high level of addiction to playing online games for students before and after the group counseling services were 

carried out using the Role Playing technique. The average before treatment was 254 or 47%, and after treated 224 or 

41%, the average results can be classified as low. Wilcoxon test calculations on the overall data of students obtained 

that the significance value (Sig). Amounting to 0.012 less than 0.05. This means that there is a difference between the 

results of the pre test and post test. 
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