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ABSTRACT 

This study aims to determine the effectiveness of group counseling with problem solving 

techniques before and after counseling and to reduce online game addiction in sixth-grade 

students of Al-Istiqamah Islamic Elementary School Banjarmasin. This research used a 

quantitative approach with the research design of pretest-posttest control group design model. 

The subjects were the effectiveness of group counseling with problem solving techniques and 

the objects were sixth-grade students of Al-Istiqamah Islamic Elementary School Banjarmasin 

who were addicted to online games. Data were collected through questionnaires and 

documentation. Data analysis was performed using prerequisite analysis, validity test, 

reliability test, normality test, and then t-test and N-gain Score analysis. Based on the 

discussion and analysis results, there were 7 sixth-grade students who experienced online game 

addiction out of 50 students who played games and a total population of 88 fourth-grade 

students at Al-Istiqamah Islamic Elementary School Banjarmasin. From the pretest results, a 

score of 588 with an average score of 80 was obtained. After receiving treatment four times, 

the students were retested using an instrument in the form of a questionnaire, resulting in a 

decrease in scores to 343 with an average/mean score of 49. The results of the paired samples 

test above explained that the calculated t-value was -12.952 with degrees of freedom (df) n-1= 

7-1= 6, resulting in a tabulated t-value of 1.943. There is a positive and significant influence 

between Group Counseling with Problem Solving Techniques to Reduce Online Game 

Addiction in Students of Al-Istiqamah Islamic Elementary School Banjarmasin with a t-value 

of -12.952 and a significance of 0.00 which means 0.00 < 0.05, there is a difference before and 

after the group counseling service at Al-Istiqamah Islamic Elementary School Banjarmasin, 

with the effectiveness of Counseling N-Gain percentage of 157% using problem solving 

techniques, proven effective in reducing student addiction to playing online games. 
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ABSTRAK 

Penelitian ini bertujuan untuk mengetahui efektivitas konseling kelompok dengan teknik 

problem solving sebelum dan sesudah konseling serta menurunkan kecanduan game online 

siswa kelas VI Madrasah Ibtidaiyah Al-Istiqamah Banjarmasin. Penelitian ini menggunakan 

pendekatan kuantitatif dengan desain penelitian Model yang digunakan adalah model pretest 

posttest control group design dengan subjek efektivitas konseling kelompok dengan teknik 

problem solving dan objek siswa kelas VI Madrasah Ibtidaiyah Al-Istiqamah Banjarmasin yang 

kecanduan game online, Data dikumpulkan melalui angket dan dokumentasi. Analisis data 

dilakukan dengan menggunakan uji prasayarat analisis, uji validitas, uji reliabilitas, uji 

normalitas kemudian dilakukan analisis uji t dan N-gain Score. Berdasarkan dari hasil 

pembahasan dan analisis, terdapat 7 siswa kelas VI yang mengalami kecanduan game online 

dari 50 siswa yang bermain game dan total populasi 88 siswa kelas IV di Madrasah Ibtidaiyah 

Al-Istiqamah Banjarmasin. Dari hasil pretest didapatkan hasil 588 dengan rata-rata skor 80. 

Setelah mendapatkan treatment sebanyak 4 kali peserta didik dites kembali menggunakan 

instrument berupa angket dengan adanya penurunan hasil sebesar 343 dengan rata-rata/mean 

skor 49.Hasil uji paired samples test di atas menjelaskan bahwa nilai thitung sebesar -12.952 

dengan derajat kebebasan (df) n-1= 7-1= 6, maka diperoleh untuk nilai ttabel sebesar 1,943. 

Terdapat pengaruh positif dan signifikan antara Koseling Kelompok dengan Teknik Problem 

Solving untuk Mengurangi Kecanduan Game Online pada Siswa Madrasah Ibtidaiyah Al-

Istiqamah Banjarmasin dengan nilai t sebesar -12.952 dengan signifikan 0,00 yang berarti 

0,00< 0,05,terdapat perbedaan sebelum dan sesudah dari layanan konseling kelompok di 

Madrasah Ibtidaiyah Al-Istiqamah Banjarmasin, dengan keefektivitasan Konseling N-Gain 

persen sebesar 157% teknik problem solving, terbukti efektif dalam menurunkan kecanduan 

siswa dalam bermain game online. 

Kata kunci: Efektivitas, Problem Solving, Game Online  
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