
 
 

DAFTAR PUSTAKA 

ABKIN. (2007). Rambu-rambu Penyelenggaraan Bimbingan dan Konseling 

dalam Jalur Pendidikan Formal. Jakarta: Departemen Pendidikan Nasional. 

 

APJII (Assosiasi Penyelenggara Jasa Internet Indonesia). Jumlah pengguna 

internet di Indonesia. [Online]. Tersedia di : http://www.apjii.or.id/v2/ind 

ex.php/read/page/halamandata/9/statistik.html#(20 Juni 2020). 

 

APJII. (2014). Google. Dipetik Desember 01, 2014. [Online]. Tersedia di : 
http://Asosiasi%20Penyelenggara%20Jasa%20Internet%20Indonesia.htm 

 

Arikunto, S. (2002). Prosedur penelitian : Suatu pendekatan praktek. Edisi revisi. 

Jakarta: PT Rineka Cipta.  

 

Arikunto, S. (2010). Prosedur penelitian : Suatu pendekatan praktek. Jakarta: PT. 

Rineka Cipta. 

 

Arikunto, S. (2016). Prosedur penelitian : Suatu pendekatan praktek. Jakarta: PT. 

Rineka Cipta. 

 

BBC News (2005) “China imposes online gaming curbs”. Retrieved on August 7, 

2007, from http://news.bbc.co.uk/1/hi/technology/4183340.stm. 

 

Brian, D., & Wiemer-Hastings, J. (2005). Addiction to the internet and online 

gaming. Journal cyberpsychology and behavior, 111, 2. 

 

Broto, G. S. D. (2014). Riset Kominfo dan UNICEF mengenai perilaku anak dan 

remaja dalam menggunakan internet. Kominfo Siaran Pres. Retrieved from 

https://kominfo.go.id/index.php/content/detail/3834/. 

 

Cavanagh, Michael E., dan Levitov, Justin E. (2002). The Counseling Experience: 

A Theoritical and Practical Approach. (2nd Ed). USA: Waveland Press, Inc. 

 

Chou, Chien., Condron, Linda., & Belland, John C. (2005). A Review of the 

Research on Internet Addiction. Educational Psychology Review, 17, (4). 

 

Corey, Gerald. (2013). Theory and Practice of Counseling and Psychotherapy. 

Canada: Nelson Education, Ltd. 

 

Creswell, W. Jhon. (2012). Educational Research: Planning, Conducting, and 

Evaluating Quantitative and Qualitative Research (fourth edition). New 

Jersey: Pearson Prentice Hall. 

 

De Jong, P., & Berg, I. K. (2008). Interviewing for solution (3rded). 

Belmont,CA:Brooks/Cole. 

-
-

www.lib.umtas.ac.id

Perpustakaan Universitas Muhammadiyah Tasikmalaya
-
-

http://www.apjii.or.id/v2/ind
http://news.bbc.co.uk/1/hi/technology/4183340.stm
https://kominfo.go.id/index.php/content/detail/3834/


 
 

De Shazer, S., & Molnar, A. (1964). Four useful interventions in brief family 

therapy. Journal of Marital and Family Therapy, (10(3), 297-304. 

 

De Shazer, S. (1991). Putting difference to work. New York: Norton 

 

Fauziawati, Wieke. (2015). Upaya Mereduksi Kebiasaan Bermain Game Online 

Melalui Teknik Diskusi Kelompok. PSIKOPEDAGOGIA. Vol. 4, No. 2. 

 

Ginting, Lisinus Rafael, M.Pd & Siagian, C Suryati, S.Pd. (2017). Pengaruh 

Layanan Konseling Individual Cognitive Behavioral Therapy Terhadap 

Adiksi Game Online Pada Siswa SMP Swasta Puteri Sion Medan. Prosiding. 

 

Guterman, Jeffrey. (2013). Mastering The Art of Solution Focused Counseling. 

Alexandria, VA: American Counseling Association. 

 

Griffin, K. W., & Botvin, G. J. (2010). Evidence-based intervention for preventing 

substance use disorders in adolescents. Child and Adolescent Psychiatric 

Clinics, 19(3), 505–526. 

 

Griffiths, M. D., Davies, M. N., & Darren, C. (2004). Online computer gaming: a 

comparison of adolescent and adult gamers. Journal of Adolescence, 27, 87–

96. 

 

Griffiths, M. (2000). “Does Internet and Computer addiction exist? Some case 

study evidence. CyberPsychology & Behavior. 3: 211-218. 

 

Horner, R. H., Carr, E. G., Halle, J., Mcgee., Odom, S., & Wplery, M. (2005) The 

use of single-subject research to identify evidence-based practice in spesial 

education. Exceptional Children, & (2), 165-179. https://doi.org/ 

10.1177/001440290507100203  

 

Hurlock, Elizabeth B. (1980). Development Psychologi: A Life Span Approach. 

Alihbahasa.(1997). Istiwidayanti dan Soedjarwo. Psikologi Perkembangan: 

Pendekatan Sepanjang Rentang Kehidupan. Jakarta: Erlangga. 

 

Hurlock, Elizabeth B. (1990). Developmental Psychology: A lifespan Approach. 

Jakarta. Erlangga Gunarsa. 

 

Hurlock, Elizabeth B. (2004). Psikologi Perkembangan. Jakarta : PT. Gelora 

Aksara Pratama. 

 

Hurlock, Elizabeth. B. (2010). Psikologi perkembang-an: Suatu pendekatan 

sepanjang rentang kehidupan (Alih Bahasa Istiwidayanti) (Edisi Kelima). 

Jakarta: Erlangga. 

 

-
-

www.lib.umtas.ac.id

Perpustakaan Universitas Muhammadiyah Tasikmalaya
-
-



 
 

Hur, M. H. (2006). Internet addiction in Korean teenagers. Cyber Psychology & 

Behavior, 9 (5), 514–525. 

 

Indotelkom.com. Menguak potensi “Mobile Gaming” di Indonesia. [Online]. 

Tersedia di https://www.indotelko.com/read/1539922440/menguak-mobile-

gaming-indonesia. Diakses (01 Juli 2020). 

 

Internet World Stats. (2018). Top 20 countries with the highest number of Internet 

users. Internet World Stats: Usage and Population Statistics. Retrieved from 

https://www.internetworldstats.com/top20.htm. 

 

Jannah, N., Mudjiran, M., & Nirwana, H. (2015). Hubungan kecanduan game 

dengan motivasi belajar siswa dan implikasinya terhadap Bimbingan dan 

Konseling. Konselor, 4(4), 200–207. 

 

Jordan, C. J., & Andersen, S. L. (2016). Sensitive periods of substance abuse: 

Early risk for the transition to dependence. Developmental Cognitive 

Neuroscience, 25(10), 29–44.  

 

Kaplan M. David, Tarvydas M. Vilia, & Gladding T. Samuel. (2014). Journal of 

Counseling and Development. Volume 92, Hal 366-372. 

 

King, D. L., & Delfabbro, P. H. (2018). Internet gaming disorder: Theory, assess-

ment, treatment and prevention. New York: Academic Press. 

 

KOMINFO (Kementrian komunikasi dan Informatika). Riset Kominfo dan 

UNICEF Mengenai Perilaku Anak dan Remaja Dalam Menggunakan 

Internet. [Online]. 

 

Krori, Smita Deb. (2011). Developmental Psychology, dalam Homeopathic 

Journal: Vol. 4, Issue: 3, Jan, 2011. 

 

Kwon, J. H., Chung, C. S., & Lee, J. (2011). The effects of escape from self and 

interpersonal relationship on the pathological use of internet games. 

Community Mental Health Journal, 47(1), 113–121. 

 

Lee, M. (2007). “China to limit teens’ online gaming for exercise”. Retrieved on 

August 7, 2007, from http://www.msnbc.msn.com/id/19812989/ 

 

Lemmens, J. S., Valkenburg, P. M., & Peter, J. (2009). Development and 

validation of a game addiction scale for adolescents. Media Psychology. Vol. 

12 (Nomor 1), 77–95. 

 

Lemmens, J. S., Valkenburg, P. M., & Peter. J. (2011). Psychosocial causes and 

consequences of pathological gaming. Computers in Human Behavior 27 

(2011) 144–152. 

-
-

www.lib.umtas.ac.id

Perpustakaan Universitas Muhammadiyah Tasikmalaya
-
-

https://www.indotelko.com/read/1539922440/menguak-mobile-gaming-indonesia
https://www.indotelko.com/read/1539922440/menguak-mobile-gaming-indonesia
https://www.internetworldstats.com/top20.htm
http://www.msnbc.msn.com/id/19812989/


 
 

Lemmens, Jeroens et al. (2019). Normative, passionate, or problematic? 

Identification of adolescent gamer subtypes over time. Vol. 8 (Nomor 3). Hal 

574-585. 

 

Masya, Hardiyansayh & Candra, Adi Dian. (2016). Faktor-Faktor yang 

Mempengaruhi Perilaku Gangguan Kecanduan Game Online pada Peserta 

Didik Kelas X di Madrasah Aliyah Al Furqon Prabumulih Tahun Pelajaran 

2015/2016. Jurnal Bimbingan dan Konseling. 03 (2) 103-118. 

 

Margono. (2004). Metodologi Penelitian Pendidika, Jakarta: Rineka Cipta. 

 

McDonald, N. (2018). Digital in 2018: World’s Internet users pass the 4 billion 

mark. We Are Social: Special Reports. Retrieved from https:// 

wearesocial.com/us/blog/2018/01/global-digital-report-2018. 

 

Metacalf, L. (2001). The parent conference: An opportunity for requesting 

parental collaboration. Canadian Journal of School Psychology, 17(1), 17-25 

 

Milatillah, Hazran. (2019). Rasional Emotive Behavior Therapy (REBT) Untukl 

Mereduksi Kecanduan Game Online Pada Peserta Didik SMP”. Quanta. Vol. 

3, No. 1. 

 

Morgan, D. L., & Morgan, R. K. (2009) Single-Case Reseach Methods for the 

Behavioral and Health Sciences. Los Angeles: Sage. 

 

Nazir. (2005). Metode Penelitian, Jakarta: Ghalia Indonesia. 

 

Nourbakhsh, M. R., & Ottenbacher, K. J. (1994). The statistical analysis of single 

subject data:. A comparative examination. Physical Therapy, 74 (8), 768-776. 

https://doi.org/10.1093/ptj/74.8.768 

 

Novrialdy, Eryzal. (2019). Kecanduan Game Onlinepada Remaja: Dampak dan 

Pencegahannya. Vol. 27, No. 2, 148-158. 

 

Nungdyasti et al, (2018). Penerapan Konseling Kelompok Perilaku Dengan 

Strategi Pengelolaan Diri (Self-Management) Untuk Mengurangi Kecanduan 

Game Online Siswa Kelas VIII di SMP Negeri 2 Sidoarjo. 

 

Nurihsan, A Juntika dan Syamsu Yusuf. (2010). Landasan Bimbingan dan 

Konseling. Bandung: PT. Remaja Rosdakarya 

 

Nurmalasari, Yuli. (2016). Konseling Singkat Berfokus Solusi Dalam 

Mengembangkan  Kemampuan Mengendalikan Compulsive Internet Use 

Siswa. Vol. 3 (Nomor 2) : ISSN 2406 – 8691. 

 

-
-

www.lib.umtas.ac.id

Perpustakaan Universitas Muhammadiyah Tasikmalaya
-
-



 
 

Oblinger, D., & Oblinger, J., Eds. (2005). Educating the Net Gen. Washington, D. 

C.: EDUCAUSE.  

 

Orme, J. G., & Cox, M. E. (2001). Analyzing single-subject design data using 

statistical process control charts. Social Work Research, 25 (2), 11-127. 

http://doi.org/10/1093/swr/25.2.115 

 

Ramadan, Mariana P. (2013). Hubungan Antara Penerimaan Perkembangan Fisik 

Dengan Kematangan Emosi Pada Remaja Awal. Bandung. 

 

Sadock, B.J., Sadock, V.A., & Ruiz, P. (2015). Kaplan & Sadock’s Synopsis of 

 Psychiatry (11th ed.). Philadelphia: Wolters Kluwer. 

 

Santrock, John W. 2003. Adolescence: Perkembangan Remaja). Jakarta : penerbit 

Erlangga. 

 

Sarwono, Sarlito W. (2011) Psikologi Remaja. Jakarta: Rajagrafindo Persada. 

 

Sholihah, Nur Anna. (2019). Restrukturisasi Kognitif dengan Setting Kelompok 

untuk Mengurangi Kecanduan Online Game Remaja. Jurnal Bimbingan dan 

Konseling. Vol. 6, No. 1. Hal 33-42. 

 

Smith, L. Robert. (2015). Treatment Strategies For Subtance and Process 

Addiction. American Counseling Association, 

 

Soetjipto. (2007). Berbagai macam adiksi dan penatalaksanaanya. Anima: 

Indonesia Psychological Journal. 84-90. 

 

Sugara, Sugiana Gian. (2019). Konseling Singkat Berorientasi Solusi (Teknik 

Efektif Untuk Perubahan Positif). Bandung. Edupotensia. 

 

Sugiyono. (2001). Statistika untuk Penelitian. Bandung: Alfabeta. 

 

Sugiyono. (2012). Metode Penelitian Pendidikan Pendekatan Kuantitatif, 

Kualitatif, dan R&D. Bandung: Alfabeta. 

 

Sugiyono. (2013). Metode Penelitian Pendidikan Pendekatan Kuantitatif, 

Kualitatif, dan R&D. Bandung: Alfabeta. 

 

Sugiyono. (2016). Metode Penelitian Kuantitatif, Kualitatif, dan R&D. Bandung: 

Alfabeta. 

 

Sugiyono. (2018). Metode Penelitian Pendidikan Pendekatan Kuantatif, Kualitatif 

dan R&D. Bandung: Alfabeta. 

 

-
-

www.lib.umtas.ac.id

Perpustakaan Universitas Muhammadiyah Tasikmalaya
-
-



 
 

Sunanto, J., Takeuchi, K., & Nakata, H. (2005). Pengantar penelitian dengan 

subjek tunggal. Tsukuba: Cricied university of tsukuba. 

 

Suplig, Maurice. (2017). Pengaruh Adiksi Game Online Siswa SMA Kelas X 

Terhadap Kecerdasan Sosial Sekolah Kristen Swasta di Makasar. Jurnal 

Jaffray, Vol. 15, No. 2. Oktober 2017. 

Tankersley, M., Harjusola-Webb, S., & Landrum, T. J. (2008).  Using single-

subject research to establish the evidence from panel time-diary data. 

Computer in Human Behavior. 26 (3), 329-328. 

 

Utami, N. A, & Kurniawati, F. (2019). Dampak Negatif Adiksi Penggunaan 

Smartphone Terhadap Aspek-aspek Akademik Personal Remaja. Perspektif 

Ilmu Pendidikan. Vol. 33, Issues 1. 

 

Van der Aa, Niels., Overbeek, Geertjan., Engels, Rutger C. M. E., Scholte, Ron H. 

J., Meerkerk, Gert-Jan., dan Van den Eijnden, R.J. J. M. (2009). Daily and 

Compulsive Internet Use and Well-Being in Adolescence: A Diathesis-Stress 

Model Based on Big Five Personality Traits. J Youth Adolescence, (38), 

765–776. 

 

Van Den Eijnden, R. J. J. M., Spijkerman, R., Vermulst, A. A., van Rooij, T. J., & 

Engels, R. C. M. E. (2010). Compulsive internet use among adolescents: 

Bidirectional parent-child relation-ships. Journal of Abnormal Child Psycho-

logy, 38(1), 77–89. 

 

Van Den Eijnden, R., Koning, I., Doornwaard, S., Van Gurp, F., & Ter Bogt, T. 

(2018). The impact of heavy and disordered use of games and social media 

on adolescents’ psychological, social, and school functioning. Journal of 

Behavioral Addictions, 7(3), 697–706. 

 

Van Rooij AJ, Schoenmakers TM, Vermulst AA, Van den Eijnden RJ, Van de 

Mheen D. (2011). Online video game addiction: identification of addicted 

adolescent gamers. Addiction. (1) 205–212. 

 

Watson, J.C. (2005). Internet addiction diagnosis and assessment: implications 

for counselors. Journal of Professional Counseling, Practice, Theory, & 

Research.  

 

Walter, J. L., & Peller, J. E. (1992). Becoming solution-focused in brief therapy. 

New York: Brunner/Mazel. 

 

Weakland, J., Fisch, R., Watzlawick, P., & Bodin, A. (1974). Brief therapy: 

focused problem resolution. Family Process, 13: 141-168. 

 

-
-

www.lib.umtas.ac.id

Perpustakaan Universitas Muhammadiyah Tasikmalaya
-
-



 
 

Wells, J., Barlow, J., & Stewart-Brown, S. (2003). A systematic review of 

universal approaches to mental health promotion in schools. Health 

Education, 

 

Weinsten & Sanditaria. (2012). Adiksi Bermain Game Online Pada Anak Usia 

Sekolah Di Warung Internet Penyedia Game Online Jatinangor Sumedang. 

Jurnal : http//jurnal.unpad.ac.id?journal/article/view/745/791. Vol. 2, No. 1. 

39-43. 

Wulandari, Ade.  (2014). Karakteristik Pertumbuhan Perkembangan Remaja dan 

Imlikasinya Terhadap Masalah Kesehatan dan Perawatannya. 

 

Xu, Z., & Yuan, Y. (2008). The impact of motivation and prevention factors on 

game addiction. Proceeding of SIGHCI.  

 

Xu, Z., Turel, O., & Yuan, Y. (2012). Online game addiction among adolescents: 

Motivation and prevention factors. European Journal of Information Systems, 

21(3. 

 

Yee, N. (2002). Ariadne: Understanding MMORPG addiction. Diakses dari 

http://www.nickyee.com/hub/addiction/addiction.pdf. 
 

Young, K. S. (1998). Internet addiction: The emergence of a new clinical disorder. 

CyberPsychology & Behavior, 1(3), 237–244. 
 

Young, K. S. (1999). Internet Addiction: Symptoms, Evaluation, and Treatment. 

Innovations in Clinical Practice. Vol. 17. Sarasota, Florida: Professional 

Resource Press. 

 

Young, Kimberly. (2007). Cognitive-behavioral therapy with Internet addicts: 

Treatment outcomes and implications. CyberPsychology & Behavior, 10(5), 

671–679. 

 

Young, Kimberly. (2009). Understanding Online Gaming Addiction and 

Treatment Issues for Adolescents. The American Journal of Family Therapy, 

37:355-372. 

 

Young. K.S, & Abreu. C. N. D. (2011). Internet Addiction: A Handbook and 

Guide to Evaluation and Treatment. Canada: JohnWiley & Sons, Inc. 

 

Yusuf, Syamsu., dan Nurihsan, A. Juntika. (2008). Landasan Bimbingan dan 

Konseling. Bandung: PT Remaja Rosdakarya. 

 

 
 

-
-

www.lib.umtas.ac.id

Perpustakaan Universitas Muhammadiyah Tasikmalaya
-
-

http://www.nickyee.com/hub/addiction/addiction.pdf

