124

DAFTAR PUSTAKA

Agustiani, H. 2006. Psikologi Perkembangan. Bandung: Refika Aditama.

Ambarina, D. F. 2008. Konseling Kognitif untuk Mereduksi Perilaku Adiksi Game
online pada remaja. Skripsi pada FIP UPI Bandung: tidak diterbitkan.

American Medical Association. (2008). Featured report: Emotional and
Behavioral Effects of Video Games and Internet Overuse (A-07). Retreived
20 November 2008
from:http://www.amaassn.org/ama/pub/category/print/17694.html. Anastasi,
A., & Urbina, S. (1997).Psychological Testing. (7th Ed). USA:Prentice Hall.

Ameliya, S. (2008). Pelatihan Asertif Training untuk Mereduksi Perilaku Adiksi
Online Game pada Remaja. Skripsi Sarjana pada UPI Bandung: tidak
diterbitkan.

Arikunto, Suharsini. 2006. Prosedur Penelitian (Suatu Pendekatan Praktik).
Jakarta : Rineka Cipta.

Asrori, M. (1995). Strategi Pengelolaan Diri untuk Pengembangan Proaktivitas
Remaja dengan Menggunakan Model Cormier dan Cormier. Disertasi PPB
FIP UPI Bandung: Tidak diterbitkan.

Bandura, A. (1986). Social Foundation of Thought and Action. Englewood Cliffs.
New Jersey: Prentice-hall, Inc.

Blais, J.J., Craig, W. M., Pepler, D., Conolly, J. (2007). “Adolescents Online: The
Importance of Internet Activity Choices to Salient Relationships™. Journal
Youth Adolescence, 37:522-536.

Blue Bird, Jernigan, Valarie., Lorig Kate. (2010). The Internet Diabetes Self
Management Workshop for American Indians and Alaska Natives.

Brown. Harry J. (1972). Video Games and Edication. M.E. Sarpe Armonk, new
York London. England.

Calleja Gordon. (2007). Digital Game Involvement A Conceptual Model. Journal
Victoria University of Wellington Games and Culture Volume 2 Number 3.

Cari Wijayanti dan Muhari (2009). Penerapan Konseling Kelompok Dengan
Strategi Self-Management Untuk Mengurangi Kebiasaan Bermain Video
Games. Jurnal. Surabaya: tidak diterbitkan.

Detria, 2013

Efektivitas Teknik Manajemen Diri Untuk Mengurangi Kecanduan Online Game (Penelitian Eksperimen
Kuasi Terhadap Siswa Kelas 1X SMPN 40 Bandung Tahun Ajaran 2012/2013)

Universitas Pendidikan Indonesia | repository.upi.edu



125

Charlton, J.P., Danforth.I.D.W (2006). Correlation study-uses factor analyze
responses in an online survey of MMORPG-players. Computer in Human
Behavior article in Press.

Chaplin, J. (1999). Kamus Istilah Psikologi. Jakarta: Rajawali Press.

Chiang, Yu-Tzu., dan Sunny Lin. (2010). “Early Adolescent Players Playfulness
And Psychological Needs In Online Games”. Social Behavior and
Personality. 38(5): 627-636.

Clark, N., Scott, P. S. (2009). Game Addiction The Experience and The Effects.
North Carolina: McFarland & Company, Inc.

Claus W. Langfred. (2007). The Downside Of Self Management: A Longitudinal
Study Of The Effects Of Conflict On Trust, Autonomy, And Task
Interdependence In Self-Managing Teams. Academy Of Management
Journal 2007, Vol. 50, No. 4, 885-900.

Corey, Gerald. (2005). Teori dan Praktek Konseling dan Psikoterapi. Bandung:
PT. Refika Aditama.

Cypra, O. (2005). Correlations study-self perception of people’s gaming habits,
relationship between real and virtual world, dependency. Journal University
of Mainz, Department for Sociology, Germany http://www.mmorpg-
research.de , results published 2005.

Cormier, L.J. & Cormier, L.S. (1985). Interviewing Strategies for Helpers Second
Edition, Montery, California: Brooks/Code Publ. Co.

Danfort, 1. (2003). Running Head: Addiction Classificatin and Personality
Correlates; Addiction to Online Game: Classification and Personality
Correlates. [Online]. Tersedia di: http//www.iandanforth.net. [1 april 2010].

Dinh Thai Son., Junko Yasuoka., Krishna C. Poudel., Keiko Otsukaan., Masamine
Jimba. (2012). Massively multiplayer online role-playing games
(MMORPG): Association between its addiction, self-control and
mentaldisorders among young people in Vietnam. International Journal of
Social Psychiatry 0(0) 1-8 Int J Soc Psychiatry published online 19 June
2012,

Lestarysri, Desy. (2011). Efektivitas teknik self-management untuk meningkatkan
kedisiplinan siswa. Skripsi PPB FIP UPI Bandung : Tidak diterbitkan

Dwiastuti, A. (2005). Hubungan antara Traits Kepribadian dengan Addiction
Level pada Pemain Game online. Skripsi pada Fakultas Psikologi UNPAD.
Bandung: tidak diterbitkan.

Detria, 2013

Efektivitas Teknik Manajemen Diri Untuk Mengurangi Kecanduan Online Game (Penelitian Eksperimen
Kuasi Terhadap Siswa Kelas 1X SMPN 40 Bandung Tahun Ajaran 2012/2013)

Universitas Pendidikan Indonesia | repository.upi.edu



126

Dwi L, Kristina. 2008. Jika Anak Telah Kecanduan Video Game (Online).
(http://www.sabda.org/c3i/jika_anak_telah_kecanduan_video_game 0,
diakses 17 November 2009).

Eidenbenz, F. (2004). Online between fascination and addiction [Online zwischen
Faszination und Sucht]. Journal Sozialpsychologische Beratungsstelle
Offene Tur, Zurich, Switzerland SuchtMagazin. 1: 3-12 (2004).

Eun Jin Lee. (2011). A case study of Internet Game Addiction. Fayetteville State
University, Fayetteville, NC, USA Journal of Addictions Nursing, 22:208—
213, 2011.

Ernkvist, Mirko., Strom, Patrik. (2008). Enmeshed In Games With The
Government Governmental Policies And The Development Of The Chinese
Online Game Industry. Journal Gdéteborg University Games and Culture
Volume 3 Number 1 January 2008 98-126.

Fauzan, Lutfi. (1992). Pengubahan Kebiasaan Belajar Siswa SMA dengan Siasat
Kelola Diri. Malang: Tesis S2 FPS IKIP Malang.

Fremouw, W.J., & Brown, J.P., Jr. (1980). The Reactivity of Addictive Behaviors
to Self-Monitoring: A Functional Analysis. Addictive Behaviors, 5, 209-
el

Furgon. (1999). Statistika Terapan Untuk Penelitian. Bandung: Alfabeta.

Gamesport. (2004). Jenis video game. Game sport [online]. Tersedia:
http://www.gamesport.com/featurs/htm. [11 september 2007.

Goldberg, 1. (2002). Internet Addiction Disorder. [Online]. Tersedia di:
http://www.phyaics.wisc.edu/~shaizi/internet_addition_criteria.html. [1 Juni
2010].

Gunarsa, D. Singgih. (1996). Konseling dan Psikoterapi. Jakarta: PT. BPK
Gunung Mulia.

Griffiths, M.D.; Dancaster 1. (1995). The effect of Type A personality on
physiological arousal while playing computer games. Journal University of
Plymouth, Psychology Dept, UK Addictive Behaviors. 1995 Jul-Aug; Vol
20 (4): 543-548.

Griffiths M.D.; Hunt N. (1998). Dependence on computer game playing by
adolescents. Journal Nottingham Trent University, Psychology Division,
Nottingham, UK Psychological Reports.1998 Apr; Vol 82(2): 475-480.

Detria, 2013

Efektivitas Teknik Manajemen Diri Untuk Mengurangi Kecanduan Online Game (Penelitian Eksperimen
Kuasi Terhadap Siswa Kelas 1X SMPN 40 Bandung Tahun Ajaran 2012/2013)

Universitas Pendidikan Indonesia | repository.upi.edu


http://www.gamesport.com/featurs/htm.%20%5b11

127

Griffiths, M. (2000). “Does Internet and Computer addiction exist? Some case
study evidence. CyberPsychology & Behavior. 3: 211-218.

Griffiths, M.D.; Davies, M.D.; Chappell, D. (2002). (Research Note) Excessive
Online gaming: Implications for education. Journal of Computer Assisted
Learning (2002), 18, 379-381.

Griffiths, M.D.; Davies, M.N.; Chappell, D. (2003). Breaking the stereotype: the
case of online gaming. Journal Psychology Division, Nottingham Trent
University, UK Cyberpsychology and Behavior, Vol 6. No 1 (2003) 81-91.

Griffiths, M.D.; Davies, M.N.; Chappell, D. (2004). Demographic factors and
playing variables in online computer gaming. Journal Psychology Division,
Nottingham Trent University, UK Cyberpsychology & Behavior (2004),
Vol. 7 (4), p: 479-87.

Griffiths, M.D., Davies, M.N., Chappell, D. (2004). Online computer gaming: a
comparison of adolescent and adult gamers. Journal of Adolescence 27
(2004) 87-96.

Golub, Alex., Lingley, Kate. (2008). “Just Like the Qing Empire” Internet
Addiction, MMOGs, and Moral Crisis in Contemporary China. Journal
University of Hawai’i, Manoa Games and Culture Volume 3 Number 1
January 2008 59-75.

Hafid D.H (1997). Profil latar belakang Kehidupan dan Perilaku Klien Adiksi.
Tesis Magister pada sekolah Pasca Sarjana UPI. Bandung. Tidak
diterbitkan.

Hao Lee, Yu., Lin, Holin. (2011). ‘Gaming is my work’: identity work in internet-
hobbyist game workers. Journal Michigan State University, USA &
National Taiwan University, Taiwan Work, Employment and Society 25(3)
451-467.

Hauge, Marny R., Gentile, Douglas A. (2003). Video Game Addiction Among
Adolescents: Associations with Academic Performance and Aggression.
Minnesota School on Professional Psychology, Argosy University National
Institute of Media and the Family Presented at Society for Research in Child
Development Conference.

Henry, Samuel. 2010. Mengapa Anak Mencandui Games (Online).
(http://samuelhenry.com/mengapa-anak-mencandui-game, diakses 24 maret
2010).

Detria, 2013

Efektivitas Teknik Manajemen Diri Untuk Mengurangi Kecanduan Online Game (Penelitian Eksperimen
Kuasi Terhadap Siswa Kelas 1X SMPN 40 Bandung Tahun Ajaran 2012/2013)

Universitas Pendidikan Indonesia | repository.upi.edu



128

Horn, Patricia., A. Brigham Thomas. (1996). A Self-Management Approach To
Reducing Aids Risk In Sexually Active Heterosexual College Students.
Behavior And Social Issues, Volume 6, No. 1, Spring 1996.

Horner, Robert H. Et al,. (2005). The Use of Singel-Subject Research to Identify
Evidence-Based Pratice in Special Education. Council for hoxpmmmil
ChiUm. Vol. 71(2) pp. 165-179

Hurlock, Elizabeth. B. (1992). (a.b. Meitasari Tjandarasa). Psikologi
Perkembangan (Edisi lima). Jakarta: Erlangga.

Hurlock, Elizabeth. B. (1978). (a.b. Meitasari Tjandarasa). Perkembangan Anak
(Edisi Lima). Jakarta: Erlangga.

llfiandra. (2008). Model Konseling Kognitif-Perilaku untuk Mengurangi
Prokrastinasi Akademik Mahasiswa. Disertasi PPB FIP UPI Bandung:
Tidak diterbitkan.

Jansz, Jeroen., Martens Lonneke. (2005). Gaming at a LAN event: the social
context of playing video games. Journal Amsterdam School of
Communications Research (ASCoR) University of Amsterdam 2005 SAGE
Publications London, Thousand Oaks, CA and New Delhi VVol7(3):333-355.

Jones, R.T. ;Nelson, R.E.; & Kazdin, A.E. (1977). “The Role of External
Variables in Self-reincforcement: A Review.” Behavior Modification, 1,
147-178.

Kharisma, W. (2008).”Candu Permainan Jaringan”. Pikiran Rakyat (3 Maret
2008).

Kanfer, F.H. (1980). Self-management Methods. “dalam F.H. Kanfer & A.P
Goldstein (Eds.), Helping People Change Second Edition, New York :
Pergamon Press, 334-389.

Karoly, D. & Kanfer, F.H. (1982). Self-management and Behavior Change. New
York: Pergamon Press.

Kem. L. (2005). Gamers addiction: A threat to student success! What advisors
need to know., 13.58 from NACADA Clearinghouse of Academic Advising
Resources  Web site: http://www.nacada.ksu.edu/Clearinghouse
o/Advisinglssues/Gamer-Addiction.htm.

Ko, C.H.; Yen, J.Y.; Chen, C.C.; Chen, S.H.; Yen, C.F. (2005). Gender
Differences and Related Factors Affecting Online Gaming Addiction Among
Taiwanese Adolescents. Journal of Nervous and Mental Disease. Vol 193
(4) Apr 2005, 273-277.

Detria, 2013

Efektivitas Teknik Manajemen Diri Untuk Mengurangi Kecanduan Online Game (Penelitian Eksperimen
Kuasi Terhadap Siswa Kelas 1X SMPN 40 Bandung Tahun Ajaran 2012/2013)

Universitas Pendidikan Indonesia | repository.upi.edu


http://www.nacada.ksu.edu/Clearinghouse%20o/AdvisingIssues/Gamer-Addiction.htm
http://www.nacada.ksu.edu/Clearinghouse%20o/AdvisingIssues/Gamer-Addiction.htm
http://www.nacada.ksu.edu/Clearinghouse%20o/AdvisingIssues/Gamer-Addiction.htm

129

Krumboltz, H.B. dan Shapiro,J. (1979). “Counseling Women In Behavioral Self-
Direction”. The Personel and Guidance Journal, 57, 415-418.

Kusumadewi, Theodora. 2009. Hubungan antara Kecanduan Internet Game
Online dan Keterampilan Sosial pada Remaja (Relation Between Internet
Game Online and Social Skills in Adolecents). Skripsi Jakarta: Fakultas
Psikologi Universitas Indonesia.

Lehdonvirta, Mika., Nagashima, Yosuke., Lehdonvirta Vili., Baba Akira. (2012).
The Stoic Male: How Avatar Gender Affects Help-Seeking Behavior in an
Online Game. Journal Games and Cultur 7(1) 29-47.

Lindgren, H.C. (1976). Educational Psychology in The Classroom. Jhon Wiley &
Sons, Inc., New York.

Lo, S.K.; Wang, C.C.; Fang, W. (2005). Physical interpersonal relationships and
social anxiety among online game players. Cyberpsychology & behavior.
(2005) Vol. 8 (1), p: 15-20.

Mahoney, M.K. & Thorensen, C.E. (1974). Self-Control: Power to the Person.
Monterey, California: Brooks/Cole Publishing Company.

Manna A, Alma., Sijrike F, Van der Mei., W. Nathalie, Feitsma; Johan W,
Groothoff., Theo G, Van Tilburg., Theo P. B. M. Suurmeijer. (2011).
Loneliness and Self-Management Abilities in the Visually Impaired Elderly.
Journal of Aging and Health 23(5) 843-861.

Mustika, Argiasri. (2009). Peningkatan Keterampilan Mengarang Reproduksi
Pada Anak Tunarungu Melalui Gambar Animasi. Sripsi PLB FIP UPI
Bandung. Tidak diterbitkan.

Mugodas, Idat (2011). CBT: Solusi Pendekatan Praktek Konseling di Indonesia.
Dalam Yusuf Syamsu (editor). 2011. Contempory And Creative Counseling
Technique: How To Be More Creative In Counseling Sessions. Bandung:
Rizki Press

Ng, B.D.; Wiemer-Hastings, P. (2005). Addiction to the Internet and Online
Gaming. CyberPsychology and Behavior. Vol 8 (2) Apr 2005, 110-113.

Nursalim, Mochamad dan Tri H, Retno. 2007. Konseling Kelompok. Surabaya:
Unesa University Press.

Oktorina, Sebastian Jaya, Tjibeng dan Tiatri. (2009). Pengaruh Faktor Protektif
Sekolah, Terutama ‘Harapan Yang Tinggi’, Pada Kebiasaan Bermain
Game Online Siswa. Jurnal Penelitian Universitas Tarumanegara.

Detria, 2013

Efektivitas Teknik Manajemen Diri Untuk Mengurangi Kecanduan Online Game (Penelitian Eksperimen
Kuasi Terhadap Siswa Kelas 1X SMPN 40 Bandung Tahun Ajaran 2012/2013)

Universitas Pendidikan Indonesia | repository.upi.edu



130

Oemarjoedi, A. Kasandra. (2003). Pendekatan Cognitive Behavior dalam
Psikoterapi. Jakarta: Kreativ Media.

Patonah, Siti Peti (2010) Profil Siswa Pecandu Game Online (Studi Deskriptif
Kualitatif Pada Siswa Kelas XIlI Di SMA Negeri 1 Cimalaka). Skripsi pada
Fakultas Ilmu Pendidikan UPI. Bandung: tidak diterbitkan.

Pradipta Christy Pratiwi., Tri Rejeki Andayani., Nugraha Ari Karyana. (2012).
Perilaku Adiksi Game-Online Ditinjau dari Efikasi Diri Akademik dan
Keterampilan Sosial pada Remaja di Surakarta. Jurnal Universitas Sebelas
Maret Fakultas Kedokteran Program Studi Psikologi.

Proudfoot, Judith., Parker, Gordon., Hyett, Matthew., Manicavasagar, Vijaya;
Smith Meg., Grdovic, Sue., Greenfield, Leah. (2007). Next generation of
self-management education: Web-based bipolar disorder program.
Australian and New Zealand Journal of Psychiatry 2007; 41:903 909.

Poerwadarminta. (1988). Kamus Besar Bahasa Indonesia. Balai Pustaka. Jakarta:
Erlangga.

Rahmayani N, Roza. (2011). Pengembangan Program Konseling untuk Siswa
yang Mengalami Kecenderungan Body Dysmorphic Disorder (BDD)
dengan Menggunakan Teknik Self-Management. Skripsi PPB FIP UPI
Bandung: Tidak Diterbitkan.

Rachel Anne, Mooney., Seth A, Darst., Robert Landick (2005). Sigma And Rna
Polymerase: Review An On-Again, Off-Again Relationship?. Molecular
Cell, Vol. 20, 335-345, November 11, 2005.

Rani A, Desai., Suchitra, Krishnan-Sarin., Dana, Cavallo., Marc N, Potenza.
(2010). Video-Gaming Among High School Students: Health Correlates,
Gender Differences, and Problematic Gaming. Official Journal Of The
American Academy Of Pediatrics DOI: 10.1542/peds.2009-2706.

Rinvolucri. (1995). Grammar Games Cognitive, affective and drama activities for
EFL students. Published by the Press Syndicate of the University of
Cambride The Pitt Building. New York, USA.

Rohan. (2009). Game Station-Indonesia’s Best Selling Game Magazine. Open
Beta. Jakarta.

Santrok, JW. (1983). Life-Span Develovment. Alih Bahasa (2002). Achmad
Cusairi dan Santrok, J.W. Life-Span Develovment perkembangan mata
hidup’. Jakarta.

Detria, 2013

Efektivitas Teknik Manajemen Diri Untuk Mengurangi Kecanduan Online Game (Penelitian Eksperimen
Kuasi Terhadap Siswa Kelas 1X SMPN 40 Bandung Tahun Ajaran 2012/2013)

Universitas Pendidikan Indonesia | repository.upi.edu



131

Sattar, P.; Ramaswamy, S. (2004). Internet Gaming Addiction. School Counselor.
Vol 31 (1) Sep 1983, 40-43.

Shelton, J.L. (1979). Behavior Modification for Counseling Centers: A Guide for
Program Development. Washington DC: ACPA-APGA.

Shotton, M. (2004). Computer and Cyberspace "Addiction™. Journal Universitat
Nacional de Educacion a Distancia, Los Jazmines, 46, Algeciras, Spain,
11207, Adicciones. Vol 13(4) 2001, 407-413.

Sorensen, E. (2005). Addiction to online games? When children and adolescents
play too much [Nar Born og unge spiller meget online - Og voksne frygter
afhaengighed]. Journal Kobenhavns Universitet, Kobenhavns, Denmark,
Psyke and Logos. Vol 26(1) 2005, 137-152.

Steed L, Kong R, Stygall J et al. (2001) . The role of apolipoprotein E in cognitive
decline after cardiac operation. Ann Thorac Surg vol. 71, (3) 823-826.

Steinkuehler, Constance A. (2006). Why Game (Culture) Studies Now?. Journal
University of Wisconsin—Madison Games and Culture Volume 1 Number 1
January 2006 97-102.

Stinson, Jennifer.,, Wilson, Rita., Yamada, Janet., Holt, Jessica. (2008). A
Systematic Review of Internet-based Self-Management Interventions for
Youth with Health Conditions. Journal of Pediatric Psychology 34(5) pp.
495-510.

Sugiyono. (2009). Metode Penelitian Pendidikan Pendekatan Kuantitatif,
Kualitatif, dan R&D. Bandung: CV. Alfabeta.

Sukardi. (2003). Metodologi Penelitian Pendidikan. Jakarta: Bumi Aksara.

Sukmadinata, N.S. (2006). Metode Penelitian Pendidikan. Bandung: PT. Remaja
Rosda Karya.

Sunahwa dan Warsito. (2008). Penggunaan Strategi Self-Management Untuk
Meningkatkan Penyesuaian Diri Di Lingkungan Pesantren. Jurnal
Bimbingan dan Konseling Fakultas llmu Pendidikan UNESA.

Suler, J. (2004). Computer and Cyberspace "Addiction. International Journal of
Applied Psychoanalytic Studies. Vol 1 (4) 2004, 359 -362.

Supendi, Rosna Pentiaratin (2011) Program Bimbingan Dan Konseling
Untuk Mengurangi Kecanduan Online Game Pada Siswa SMP (Studi
Deskriptif Terhadap Siswa Kelas VIII SMPN 1 Lembang Kab. Bandung

Detria, 2013

Efektivitas Teknik Manajemen Diri Untuk Mengurangi Kecanduan Online Game (Penelitian Eksperimen
Kuasi Terhadap Siswa Kelas 1X SMPN 40 Bandung Tahun Ajaran 2012/2013)

Universitas Pendidikan Indonesia | repository.upi.edu



132

Barat Tahun Ajaran 2011/2012)). Skripsi Pada Jurusan Fakultas Ilmu
Pendidikan Upi. Bandung: Tidak Di Terbitkan.

Surya, Hendra. 2005. Kiat Mengatasi Penyimpangan Perilaku Anak (2). Jakarta:
PT Elex Media Kompetindo.

Timm, Paul R. (1993). Successfull Self-Management Increasing Your Personal
Effectiveness. Axzo Press. Washington.

Thorensen, C.E. & Mahoney, M.J. (1974). Behavioral Self-Control. New York:
Holt, Reinhart &Winston.

Trihendradi, C. (2009). Step by Step SPSS 16 Analisis Data Statistik. Yogyakarta.

Widayanti. (2007). Dampak Kebiasaan Bermain Video Game terhadap
Perkembangan Sosial Anak Usia Sekolah Dasar. Skripsi Sarjana pada UPI
Bandung: Tidak diterbitkan.

Wan, C.S & Chiou, W.B. 2006. Why Are Adolescents Addicted to Online
Gaming? An Interview Study in Taiwan. cyberPsychology and Behavior.
Vol. 9 No. 6,p:762-766

Wilkinson, Lee A. (2008). Self-Management for Children With High Functioning
Autism Spectrum Disorders. Intervention in School and VOL. 43, NO. 3,
JANUARY 2008 (PP. 150-157).

Winsen Sanditaria., Siti Yuyun Rahayu Fitri., Ai Mardhiyah. (2010). Adiksi
Bermain Game Online Pada Anak Usia Sekolah Di Warung Internet
Penyedia Game Online Jatinangor Sumedang. Jurnal  Fakultas IImu
Keperawatan Universitas Padjajaran.

Yusuf, Syamsu. (1989). Disiplin Diri dalam Belajar Dihubungkan dengan
Penanaman Disiplin yang Dilakukan oleh Orang tua dan Guru. Tesis
Magister pada FPS IKIP Bandung: Tidak Diterbitkan.

Yates, B.T. (1985). Self-Managrement: The Science and Art! of Helping Yourself.
Berlmont, California; Wardsworth Publ. Co., A Division of Wardsworth,
Inc.

Yee, N. (2003). “Motivations of Play in Online Games”. Cyberpschology &
Behaviour. 9: 772-775.

Young Kimberly S. (2004). Internet Addiction A New Clinical Phenomenon and
Its Consequences. Journal St. Bonaventure University Center for Online
Addiction American Behavioral Scientist, VVol. 48 No. 4.

Detria, 2013

Efektivitas Teknik Manajemen Diri Untuk Mengurangi Kecanduan Online Game (Penelitian Eksperimen
Kuasi Terhadap Siswa Kelas 1X SMPN 40 Bandung Tahun Ajaran 2012/2013)

Universitas Pendidikan Indonesia | repository.upi.edu



133

Young, K. S. (2009). “Understanding Online Gaming Addiction and Treatment
issues for adolescents”. The American Journal of Family Therapy. 37:
355-372.

Young, K. S., de Abreu, C. N. (2011). Internet Addiction A Handbook and Guide
to Evaluation and Treatment. USA: John Wiley & Sons, Inc.

Zakiyah Nur, Siti. (2010). Efektivitas Teknik Self-Management Dalam Mereduksi
Body Disk Order (BDD) Remaja. Skripsi PPB FIP UPI Bandung : Tidak
diterbitkan.. (2009). Praktik Teknik Konseling.

Van Rooij, A. J. (2011). Online Video Game Addiction. Exploring a new
phenomenon [PhD Thesis].Rotterdam, The Netherlands: Erasmus
University Rotterdam.

Detria, 2013

Efektivitas Teknik Manajemen Diri Untuk Mengurangi Kecanduan Online Game (Penelitian Eksperimen
Kuasi Terhadap Siswa Kelas 1X SMPN 40 Bandung Tahun Ajaran 2012/2013)

Universitas Pendidikan Indonesia | repository.upi.edu



