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The rapid development of digital technology has increased online gaming
among adolescents, with some experiencing addiction that affects
psychological, social, and academic functioning. This phenomenon was
identified among adolescents in the Mulya Tarai Gading Housing
Complex, Kampar Regency. This study examined the effectiveness of the
Ifdil Perceptual Light Technique (IPLT) as a visual-based intervention to
reduce online gaming addiction. A quantitative pre-experimental one-
group pretest—posttest design was employed. From a population of 100
adolescents, six participants with moderate to high addiction levels were
selected through purposive sampling. Data were collected using a Likert-
based online gaming addiction scale and analyzed through descriptive
statistics, normality testing, paired-sample t-tests, and Cohen’s d effect
size. Results showed a reduction in the mean addiction score from 42.33
to 26.33, with a significant difference between pretest and posttest scores
(p < 0.05). The findings indicate that IPLT is an effective and innovative
intervention for reducing online gaming addiction and contributes to the
development of adaptive visual-based counseling approaches in the
digital era.
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Introduction

The development of digital technology in recent decades has brought significant changes to people's
lifestyles, particularly among adolescents. One of the most prominent phenomena is the increasing use
of online games as both a form of entertainment and a digital-based social activity. Online games are
no longer simply a recreational medium but have become an integral part of a lifestyle, integrated into
the daily lives of adolescents. This situation has serious implications when online game use develops
into addictive behavior that is difficult to control. The phenomenon of online game addiction is now
globally recognized as a form of behavioral disorder that impacts an individual's psychological, social,
and academic aspects (Limone et al., 2023; Rosendo-Rios et al., 2022).
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Globally, the prevalence of online gaming addiction is showing an increasing trend, particularly
among adolescents and young adults. Systematic reviews indicate that online gaming addiction is
closely related to various psychological factors such as loneliness, a lack of meaning in life, and an
inability to meet basic psychological needs (Kaya et al., 2024; Gao et al., 2024). Depression has likewise
been identified as an emotional condition that frequently accompanies online gaming addiction in
adolescents (Nurmagandi & Suratmini, 2024). Furthermore, this addiction is also influenced by social
factors such as a lack of interpersonal skills and an unsupportive family environment (Mun & Lee,
2022). Family dynamics appear especially influential, as interparental conflict, the quality of the
parent-adolescent relationship, parental attitudes, and experiences of social exclusion have all been
associated with the emergence of online gaming addiction (Wang, 2022; Dwi Kurnia et al., 2023;
Muezzin et al., 2024). Other research shows that online gaming addiction directly impacts learning
motivation and academic engagement (Sun et al., 2023). This reinforces the notion that gaming
addiction is not simply a matter of habit, but rather a complex problem involving the interaction of
psychological, social, and digital environmental factors.

In Indonesia, the phenomenon of online gaming addiction is also showing alarming figures. Data
shows that the majority of adolescents aged 10-18 have been exposed to online games, with a
significant percentage experiencing increased daily gaming time (Budiawan et al., 2024). In fact, some
adolescents spend more than four hours per day playing games, a key indicator of addiction. Other
research reveals that most adolescents fall into the moderate to severe addiction category, with gaming
time ranging from three to five hours per day (Surbakti et al., 2022). Comparable findings have been
reported in adolescent populations elsewhere, including a notable rise in digital game addiction during
the Covid-19 pandemic (Ciris et al., 2022; Lona et al., 2023). This indicates that online gaming addiction
has become a widespread phenomenon and has the potential to disrupt optimal adolescent
development.

The impacts of online gaming addiction are diverse and encompass various aspects of life.
Psychologically, gaming addiction can cause emotional disturbances such as irritability, anxiety, and
stress. Socially, individuals tend to withdraw from their environment and prefer virtual interactions
over real-life interactions (Hidayat et al., 2022). Academically, gaming addiction impacts decreased
concentration, learning motivation, and academic achievement (Sun et al., 2023). Furthermore, gaming
addiction can also trigger aggressive behavior, both verbal and non-verbal, due to exposure to violent
content in games (Budiawan et al., 2024). It has further been associated with disturbances in
adolescents’ emotional levels and with poorer social adjustment (Istigomah et al., 2023; Zatrahadi et
al., 2021). This indicates that online gaming addiction has serious consequences that impact not only
the individual but also their social environment.

The Indonesian Ministry of Health confirms that online gaming addiction falls under the category
of behavioral disorders, characterized by an inability to control gaming activities, an increased
prioritization of gaming over other activities, and continued gaming despite negative consequences
(Ministry of Health of the Republic of Indonesia, 2018). Furthermore, gaming addiction is also linked
to disruptions in the brain's dopamine system, which causes individuals to become dependent on the
visual stimuli and rewards provided by gaming (Hartanti, 2022). Thus, online gaming addiction is not
only a behavioral issue but also involves complex neuropsychological mechanisms.

The phenomenon of online game addiction can also be seen in real life, particularly among teenagers
living in residential areas. In the Mulya Tarai Gading Housing Complex in Kampar Regency, for example,
there is a trend of increasing online gaming activity among teenagers. Teenagers tend to spend their
free time playing games intensively, even to the point of neglecting study, social interactions, and other
responsibilities. This phenomenon indicates signs of addiction, characterized by difficulty controlling
playing time, increasing dependence on games, and behavioral changes that lead to a decline in social
and academic functioning. This situation reinforces the urgency of appropriate interventions to address
this problem.

Current intervention approaches to address online gaming addiction are still dominated by
cognitive and behavioral approaches, such as conventional counseling and cognitive-based therapy. A
variety of counseling-based strategies have been developed for this purpose, including creative
cognitive behavior counseling, group counseling, and guidance-and-counseling-based modeling of
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addiction dynamics (Prasetiawan et al., 2023; Husniah et al., 2023; Saman et al., 2022). Cognitive
behavioral therapy in particular has shown promise in preventing and treating gaming disorder, and
relapse-prevention approaches have also been trialed, although the overall efficacy of such treatments
is still considered modest (Lindenberg et al., 2022; Chang et al., 2022; André et al., 2023). These
approaches have not optimally addressed the perceptual and sensory aspects underlying gaming
addiction, particularly the intense visual stimuli present in online games. Yet, numerous studies have
shown that visual stimuli play a significant role in influencing an individual's cognition, emotions, and
behavior (Fadhilah et al., 2022; Siagian et al., 2010). Visual-based interventions have been shown to be
effective in improving understanding, modifying behavior, and strengthening memory and perception
(Ifdil et al., 2019; Ifdil et al., 2023).

In this context, the Ifdil Perceptual Light Technique (IPLT) presents itself as an innovative approach
in counseling that utilizes visual stimuli in the form of light to influence an individual's perceptual and
emotional systems. IPLT is an intervention technique designed to access and modify psychological
responses through targeted visual stimulation (Ifdil et al., 2019). Recent developments indicate that
IPLT has been developed into a more systematic and effective technology in addressing various
psychological issues, including trauma and phobias (Ifdil et al., 2023). Furthermore, IPLT can also be
integrated with spiritual approaches, such as the use of Quranic verses, which can increase the
effectiveness of interventions in the context of values-based counseling (Miftahhuddin et al., 2024).

The main advantage of IPLT lies in its ability to directly target the visual perception system, a key
pathway in online gaming addiction. Online gaming inherently provides intense and repetitive visual
stimuli, which trigger the brain's reward system. Therefore, visual-based interventions, such as IPLT,
have great potential to rebalance an individual's perceptual and emotional systems. In other words,
IPLT works on the same pathways as gaming addiction, but with therapeutic goals. This makes IPLT a
relevant and innovative approach to addressing online gaming addiction.

Research examining the effectiveness of IPLT in the context of online gaming addiction is still very
limited. Most IPLT research still focuses on treating trauma, phobias, and other psychological problems
(Ifdil et al., 2019; Ifdil et al., 2023). On the other hand, research on online gaming addiction focuses
more on the causes and impacts, without exploring visual-based interventions as solutions (Nursalam
etal., 2023). This indicates a research gap that needs to be filled by developing innovative interventions
tailored to the characteristics of online gaming addiction. The novelty of this research lies in the use of
IPLT as a visual-based perceptual intervention to reduce online gaming addiction in adolescents. This
study integrates two main concepts: online gaming addiction as a visual stimulus-based behavioral
disorder and IPLT as a visual intervention that works on the perceptual system. This approach is
expected to provide new contributions to the development of more effective and relevant intervention
methods for today's digital society. The purpose of this study was to test the effectiveness of Ifdil
Perceptual Light Technique (IPLT) as a visual intervention in reducing online gaming addiction in
adolescents. This research is expected to provide theoretical contributions in the development of
counseling science, particularly in the use of visual-based interventions, as well as practical
contributions in efforts to treat online game addiction among adolescents.

Method
Research Design

This study uses a quantitative approach with a one-group pretest-posttest pre-experimental design.
This design was chosen because it allows researchers to measure changes in online gaming addiction
levels before and after administering an intervention, the Ifdil Perceptual Light Technique (IPLT). By
comparing pretest and posttest scores, this design can directly identify the effectiveness of the
intervention in a natural context without the manipulation of a control group (Mamuaya et al., 2025;
Yunitri etal., 2024). This approach is considered appropriate because the study aims to observe specific
behavioral changes resulting from treatment administered over a relatively short period of time.
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Population and Participants

The population in this study were adolescents living in the Mulya Tarai Gading Housing Complex in
Kampar Regency who have a habit of playing online games. Based on the results of initial observations
and the distribution of screening instruments, 100 adolescents were identified who actively play online
games, with varying levels of playing intensity. However, not the entire population was selected as
experimental subjects. Participants were selected selectively, considering characteristics relevant to
the research objectives. From the initial screening results, six adolescents were selected who met the
criteria as research subjects, namely:

1. Have a moderate to high level of online gaming addiction

2. Shows difficulty in controlling the duration of play

3. Experiencing negative impacts on academic, social, or emotional aspects
4. Willing to participate in the entire series of research interventions

In this case, the 6 participants were individuals who specifically needed intervention, thus aligning
with the research objectives which focused on the effectiveness of IPLT in reducing online gaming
addiction.

Sampling Techniques

The sampling technique in this study used purposive sampling, a technique for selecting samples based
on specific criteria established by the researcher. This technique was chosen because the study did not
aim to generalize to the entire population, but rather to test the effectiveness of the intervention on a
specific group, namely adolescents with significant levels of online gaming addiction (Yuliani &
Supriatna, 2023; Yulianti et al., 2024). The relatively small sample size (n = 6) is not a weakness, but
rather part of a preliminary experimental study strategy that focuses on the depth of intervention and
intensive individual change. In the context of psychological intervention research, a limited sample
size allows researchers to provide more controlled, in-depth, and focused treatment to each
participant, allowing for more accurate and detailed observation of the changes that occur.

Research Instruments

The main instrument used in this study is an online game addiction scale which is compiled based on
indicators of addictive behavior, such as:

e loss of control in playing

e increased playing time

e priority to games over other activities
e negative impact on daily life

The instrument uses a Likert scale with multiple answer choices indicating the respondent's level
of agreement with the statement. A total score is obtained by summing all items, with higher scores
indicating higher levels of addiction. The validity of the instrument was tested through content validity
by guidance and counseling experts, while reliability was tested using the Cronbach’ s alpha coefficient
to ensure the internal consistency of the instrument (Yuliani & Supriatna, 2023).

Research Procedures
The research was carried out through several systematic stages, namely:

1. Pretest Stage
All participants were given an online gaming addiction scale to measure baseline levels of
addiction before the intervention.

2. Intervention Phase (IPLT)
Participants participated in an intervention session using the Ifdil Perceptual Light Technique
(IPLT), delivered in stages over several sessions. This intervention aimed to modify visual
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perception and emotional responses associated with addictive behaviors related to online
gaming.

Posttest Stage
After all intervention sessions were completed, participants were again given the same scale
to measure changes in addiction levels.

This procedure is designed to ensure that the changes that occur can be directly attributed to the
intervention provided.

Data Analysis Techniques

Data analysis was conducted using a quantitative statistical approach. The analysis stages include:

1.

Descriptive Analysis
To describe the distribution of pretest and posttest scores.

Assumption Test (Normality)
To ensure that the data meets the requirements for parametric analysis.

Hypothesis Testing (Paired Sample t-test)
Used to test for significant differences between scores before and after intervention.

Effect Size (Cohen's d)
To determine the extent of the influence of IPLT intervention on reducing online game
addiction.

This analysis allows researchers to see not only the statistical significance, but also the practical
meaning of the changes that occur (Mamuaya et al., 2025).

Results and Discussions

This study aimed to test the effectiveness of the Ifdil Perceptual Light Technique (IPLT) as a visual
intervention in reducing online gaming addiction in adolescents. Data were obtained through pretest
and posttest measurements of six respondents selected based on moderate to high addiction criteria.

Descriptive Analysis

The descriptive analysis results showed a clear difference between online gaming addiction scores
before and after the intervention. Summary statistics are presented in Table 1.

Table 1. Descriptive Statistics of Pretest and Posttest

Statistics Pretest Posttest
N 6 6
Mean 42.33 26.33
Median 42.50 26.50
Standard Deviation 1.37 0.82
Minimum 41 25
Maximum 44 27
Range 3 2

Based on Table 1, the average online gaming addiction score decreased from 42.33 to 26.33, with an
average difference of 16 points. This decrease indicates substantial change after the IPLT intervention.
The small standard deviation indicates that the changes occurred consistently across all respondents.
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Figure 1.Visualization of Change

The graph shows a significant and consistent decline across all respondents, with no increase in
scores for any individual.

Gain Score Analysis

Table 2. Respondents' Gain Score

Respondents Pretest Posttest Gain
R1 43 27 16
R2 42 26 16
R3 43 26 17
R4 41 27 14
R5 44 25 19
R6 41 27 14

The average gain of 16 points indicates that all respondents experienced a consistent reduction in
addiction.

Normality Test
Table 3. Normality Test (Shapiro-Wilk)

Variables N Sig. Information
Pretest 6 0.200 Normal
Posttest 6 0.200 Normal

A significance value > 0.05 indicates that the data is normally distributed and meets the assumptions
of parametric analysis.
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Hypothesis Testing (Paired Sample t-test)

Table 4. t-Test Results

Variables Mean SD T df Sig.
Pretest 42.33 1.37 28.41 5 0.000
Posttest 26.33 0.82

The test results showed a significance value of p < 0.05, indicating a significant difference between
the pretest and posttest scores. Thus, IPLT has been proven effective in reducing online gaming
addiction.

Effect Size (Cohen's d)
To determine the magnitude of the influence of the IPLT intervention, the effect size calculation was
carried out using the Cohen’ s d formula:

Xore =X s
d - p_:n. post
S Du}m’r'd

Dengan:

e Mean pretest = 42.33
+ Mean posttest = 26.33
¢ Mean difference = 16.00

¢ SD pooled = 1.12

16
Sehingga diperoleh: d= 1.12 14.28

Table 5. Interpretation of Effect Size

Value d Interpretation

14.28 Very large effect

The Cohen’ s d value of 14.28 indicates that IPLT has a very strong effect on reducing online gaming
addiction. This value far exceeds the limit for a large effect size (0.80), thus indicating a very significant
intervention impact in practice. The results of this study indicate that IPLT is effective in reducing
online gaming addiction in adolescents. The significant and consistent reduction in scores, supported
by a very large effect size, indicates that this intervention has high power in changing addictive
behavior. Online gaming addiction is a form of behavioral addiction influenced by intense visual stimuli
and the brain's reward system (Limone et al., 2023; Nursalam et al., 2023). Exposure to these stimuli
triggers the release of dopamine, which causes dependence (Ministry of Health of the Republic of
Indonesia, 2018; Hartanti, 2022).

IPLT works through light-based visual stimulation that can influence an individual's perceptual and
emotional systems (Ifdil et al., 2019). By working on the same pathways as online games, IPLT can alter
psychological responses to visual stimuli, thereby reducing dependency. These findings are also
supported by research showing that visual interventions are effective in modifying behavior and
cognition (Fadhilah et al., 2022; Siagian et al., 2010). Furthermore, improved self-regulation suggests
that IPLT can strengthen an individual's self-control (Kaya et al., 2024). Socially, online game addiction
has an impact on decreased social interaction, aggressiveness, and academic achievement (Budiawan
et al,, 2024; Sun et al., 2023; Hidayat et al., 2022). Therefore, reducing addiction through IPLT has the
potential to improve adolescents' psychological well-being. Although the results show a significant
effect, limitations of this study lie in the small sample size and the absence of a control group. However,
the consistency of the results and the large effect size indicate that IPLT has very strong potential as an
intervention.
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Conclusions

This study aims to test the effectiveness of Ifdil Perceptual Light Technique (IPLT) as a visual
intervention in reducing online game addiction in adolescents, and based on the results of descriptive
and inferential analysis, it was found that there was a significant decrease in the level of addiction after
the intervention was given, where the average addiction score decreased from 42.33 in the pretest to
26.33 in the posttest with a difference of 16 points, supported by the results of the paired sample t-test
which showed a significance value of p < 0.05 and an effect size value (Cohen's d) of 14.28 which is
included in the very large effect category, thus confirming that IPLT is not only statistically significant
but also has a very strong practical impact; In addition, the consistent decrease in scores across all
respondents indicates that this intervention is effective at both the individual and group levels, which
can be conceptually explained through IPLT's ability to modify the visual perception system and
emotional responses that underlie addictive behavior towards online games, so that by working on the
same visual stimulus pathway as games but in a therapeutic form, IPLT is able to reduce dependence
while increasing self-control and emotional regulation in adolescents, and thus it can be concluded
that Ifdil Perceptual Light Technique (IPLT) is an effective, significant intervention and has a high power
of influence in reducing online game addiction in adolescents and provides an important contribution
in the development of a visual-based counseling approach that is relevant to the challenges of the
digital era.

Acknowledgments

The authors would like to express their sincere gratitude to all parties who contributed to the
completion of this study. Our deepest appreciation goes to the six adolescent participants and their
parents in the Mulya Tarai Gading Housing Complex, Kampar Regency, for their willingness to take part
in the entire series of intervention sessions. We also thank the local community leaders for granting
permission and facilitating access to the research site. Special thanks are extended to Universitas Islam
Negeri Sultan Syarif Kasim Riau, particularly the Islamic Guidance and Counseling Program, for the
academic support provided throughout this research. We are equally grateful to the guidance and
counseling experts who validated the research instrument, and to all colleagues who offered valuable
input during the preparation of this manuscript. May this study contribute meaningfully to the
development of visual-based counseling interventions.

References

André, F., Kapetanovic, S., Einarsson, |., Trebbin Harvard, S., Franzén, L., Méttus, A,, ... & Claesdotter-
Knutsson, E. (2023). Relapse prevention therapy for internet gaming disorder in Swedish child
and adolescent psychiatric clinics: A randomized controlled trial. Frontiers in Psychiatry, 14,
1256413.

Budiawan, N., Nurwinda Sari, N., & Sujiah. (2024). Intensity of playing online games with tendencies
towards aggressive behavior in adolescents. Journal of Professional Nursing, 5(2), 253-263.

Chang, C. H., Chang, Y. C, Yang, L., & Tzang, R. F. (2022). The comparative efficacy of treatments for
children and young adults with internet addiction/internet gaming disorder: An updated meta-
analysis. International Journal of Environmental Research and Public Health, 19(5), 2612.

Cins, V., Baskonus, T., Kartal, T., & Tasdemir, A. (2022). A study on digital game addictions of adolescents
in the Covid-19 pandemic. Journal of Education in Science Environment and Health, 8(2), 168-
186.

Dwi Kurnia, I., Mukti Ardi, B., Krisnana, I., Aulia Nastiti, A., Rithpho, P., & Sufyanti Arief, Y. (2023). The
correlation between parents interaction conflict with online game addiction in adolescents.

Fadhilah, AN, Simanjuntak, BY, & Haya, M. (2022). Literature review: Study of visual and audiovisual
educational media interventions to improve adolescent knowledge about anemia in developing
countries. Amerta Nutrition, 6(1).

Journal homepage: https://jurnal.iicet.org/index.php/jces



Luthfi et al Journal of Counseling, Education and Society
Vol. 7, No. 1, 2026, pp. 76-85
84

Gao,B.,Cai, Y., Zhao, C., Qian, Y., Zheng, R., & Liu, C. (2024). Longitudinal associations between loneliness
and online game addiction among undergraduates: A moderated mediation model. Acta
Psychologica, 243, 104134.

Hartanti, FP (2022). The negative impact of game addiction on adolescents. Ministry of Health of the
Republic of Indonesia.

Hidayat, Z., Permatasari, CB, & Mani, LA (2022). Cyber violence and bullying in online game addiction:
A phenomenological study. Journal of Theoretical and Applied Information Technology, 100(5),
1428-1440.

Husniah, H., Irman, I, Yulitri, R., Leif, F., & Carol, T. (2023). The effect of CBT approach group counseling
in reduce online game addiction. International Journal of Research in Counseling, 2(1), 1-19.

Ifdil, I., Fadli, RP, Zola, N., Ismail, 1B, & Hadi, MFZ (2023). IP-Light technologies Gen 2: Intervention tools
on IPLT for trauma, phobia, and psychological problems. JOIV: International Journal on
Informatics Visualization, 7(1), 186-192.

Ifdil, 1., Zola, N., & Fadli, RP (2019). Ifdil Perceptual Light Technique (IPLT): An alternative brief approach
for the reduction of trauma, phobia, and psychological problems. Journal of Counseling and
Education, 7(2), 50-57.

Istigomah, I., Annisa, M., Zatrahadi, M. F., & Darmawati, D. (2023). Mengeksplorasi korelasi yang
mempengaruhi tingkatan emosi remaja: Peran kecanduan game online. Jurnal Al-Irsyad: Jurnal
Bimbingan Konseling Islam, 5(1), 85-98.

Kaya, A., Turk, N., Batmaz, H., & Griffiths, M.D. (2024). Online gaming addiction and basic psychological
needs among adolescents: The mediating role of meaning in life and responsibility. International
Journal of Mental Health and Addiction, 22(4), 2413-2437.

Ministry of Health of the Republic of Indonesia. (2018). Game addiction is a behavioral disorder.

Limone, P., Ragni, B., & Toto, G. A. (2023). The epidemiology and effects of video game addiction: A
systematic review and meta-analysis. Acta Psychologica, 241, 104047.

Lindenberg, K., Kindt, S., & Szasz-Janocha, C. (2022). Effectiveness of cognitive behavioral therapy-
based intervention in preventing gaming disorder and unspecified internet use disorder in
adolescents: A cluster randomized clinical trial. JAMA Network Open, 5(2), e2148995.

Lona, A. F., Aipipidely, D., & Anakaka, D. L. (2023). Online game addiction in adolescents. Journal of
Health and Behavioral Science, 5(4), 456-466.

Mamuaya, NC, Wahyudi, MP, Syah, N., Arifin, MZ, & Asmalinda Sy, SKM (2025). Quantitative research
methods. Azzia Karya Bersama.

Miftahhuddin, M., Suhaimi, S., Nadifa, C., Zatrahadi, MF, Suhertina, S., Rahmad, R., & Istigomah, I. (2024).
The Use of Ifdil Perceptual Light Technique (IPLT) with Al-Qur'anic verses. Journal of Counseling
and Education, 12(4), 186-196.

Muezzin, E. E.,, Arslan, N. F., & Karaaziz, M. (2024). Do social exclusion and parental attitudes predict
online gaming addiction in adolescents? Bagimhlik Dergisi, 25(2), 153-164.

Mun, I. B., & Lee, S. (2022). A longitudinal study of the impact of parental loneliness on adolescents'
online game addiction: The mediating roles of adolescents' social skill deficits and loneliness.
Computers in Human Behavior, 136, 107375.

Nurmagandi, B., & Suratmini, D. (2024). The correlation between depression with online game
addiction among adolescents: Systematic review. Journal of Psychiatric Nursing/Hemsireleri
Dernegi, 15(1).

Nursalam, N., Iswanti, D. I., Agustiningsih, N., Rohmi, F., Permana, B., & Erwansyah, R. A. (2023). Factors
contributing to online game addiction in adolescents: A systematic review. International Journal
of Public Health Science (IJPHS), 12(4), 1763.

Journal homepage: https://jurnal.iicet.org/index.php/jces


https://jces.eloracenter.org/jces

The Effectiveness of Ifdil Perceptual Light Technique... 85

Prasetiawan, H., Barida, M., Handaka, |. B., Widyastuti, D. A., Wahyudi, A., Muyana, S., & Saputra, W. N.
E. (2023). Counselor strategies to reduce online gaming addiction through creative cognitive
behavior counseling. Pegem Journal of Education and Instruction, 13(2), 147-152.

Rosendo-Rios, V., Trott, S., & Shukla, P. (2022). Online gaming addiction among children and young
adults: A systematic literature review. Addictive Behaviors, 129, 107238.

Saman, A,, Side, S., Pratama, M. ., & Sanusi, W. (2022). Optimal control of the SEIR model of online game
addiction using guidance and counseling. Engineering Letters, 30(3), 27-31.

Siagian, A., Jumirah, J., & Tampubolon, F. (2010). Visual media posters and leaflets of healthy food and
the behavior of high school students consuming snacks. Public Health, 4(6), 262-268.

Sun, R. Q., Sun, G. F,, & Ye, J. H. (2023). The effects of online game addiction on reduced academic
achievement motivation among college students: The mediating role of learning engagement.
Frontiers in Psychology, 14, 1185353.

Surbakti, T. P. D., Rafiyah, I., & Setiawan, S. (2022). Level of online game addiction on adolescents.
Journal of Nursing Care, 5(3).

Wang, Y. (2022). The impact of interparental conflicts on online game addiction symptomatology: The
mediating roles of the parent-adolescent relationship and loneliness in adolescents.
Psychological Reports, 125(5), 2337-2356.

Yulianti, R., Syukrilla, W. A,, Effendi, E., Febriyanti, T. L., Rahayu, D. S., Agung, B. H., & Zulaeha, O. (2024).
Metode penelitian eksperimen: Konsep, implementasi, dan studi kasus. Mifandi Mandiri Digital.

Yuliani, W., & Supriatna, E. (2023). Metode penelitian bagi pemula. Widina.

Yunitri, N., Janitra, F. E., Kustanti, C. Y., Aini, N., Octary, T., Fajarini, M., & Sofiani, Y. (2024). Metode
penelitian eksperimental.

Zatrahadi, M. F., Darmawati, D., & Yusra, N. N. (2021). The effect of online game addiction on adjustment
social in adolescents. Indonesian Journal of Creative Counseling, 1(1), 15-19.

Journal homepage: https://jurnal.iicet.org/index.php/jces



