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Abstract. The use of Islamic therapy to treat college students’ addiction to internet gaming.
Addiction to online gaming has become a major issue for college students, having a detrimental
effect on their social lives, mental health, and academic performance. The purpose of this study
is to investigate how well Islamic counseling works to treat college students' addiction to online
gaming. Eight college students who had been diagnosed with an addiction to online gaming were
among the 80 students in the quantitative-experimental sample employed in this study. An
online gaming addiction scale that had undergone validity and reliability testing served as the
tool. Data analysis employed an N-Gain test to observe changes in outcomes following the
intervention, and a normality test to guarantee data distribution. Further analysis was made
possible by the study's demonstration that the data were regularly distributed. After that,
information was gathered via in-depth interviews to learn about the experiences of the
participants and a questionnaire that assessed the degree of online gaming addiction before and
after the intervention. The findings demonstrated that, in comparison to the control group,
students who got Islamic therapy saw a notable drop in their degree of online gaming addiction.
Additionally, participants felt that the counseling improved their social interactions and
enhanced their spiritual well-being. These results suggest that by bolstering spiritual elements
as a basis for recovery, Islamic counseling can be a successful and comprehensive approach to
treating college students' addiction to online gaming. Thus, by helping students internalize
spiritual ideals, cultivate self-control, and adopt healthy habits, an Islamic counseling method
can effectively assist them lessen their addiction to online gaming.
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INTRODUCTION

According to Azhary et al. (2026) an online game is a website that connects to a virtual
world through the internet. Online games can now be accessed from anywhere thanks to the
expanding online gaming industry's features and technology (Sanjaya et al., 2023). The issue of
game addiction receives a lot of attention and is frequently discussed by the general public. At the
moment, a lot of study is concentrated on measures to avoid gaming addiction. Unquestionably,
the quick advancement of technology will have detrimental effects, such as making elementary
school students more susceptible to gaming (Zuliaty et al., 2023).

The World Health Organization (WHO) has classified online game addiction as a mental
health issue. In order to address this issue, this paper identified an Islamic psychospiritual
method as a substitute for holistic therapy. Seven experts psychiatrists, counselors, and lecturers
from several Malaysian universities were interviewed for the study using qualitative approaches
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(Hanafiah & Van, 2015; Aga, 2013). Islamic psychospiritual remedies as well as the signs,
consequences, and contributing aspects of addiction are identified through thematic analysis.

Experts have found solutions utilizing the Islamic psychospiritual approach to lessen the
problem, and the outcomes demonstrate a variety of consequences and contributing aspects to
the issues (Lukman et al., 2024). Online game X is a multiplayer online battle arena (MOBA) game
that is played concurrently by teams, each of which contains five players. In addition to selecting
their own heroes, players can select the members of their team (Chen et al., 2018; Carlini & Lullj,
2019; Thavamuni et al., 2023). The idea behind the online game X is to assault and beat the other
team (Rani et al., 2018).

54.1% of Indonesian teens between the ages of 15 and 18 suffer from an addiction to online
gaming; specifically, 77.5% of male teenagers and 22.5% of female teenagers play online games
for two to ten hours every week (Gurusinga et al., 2020; Manora et al., 2023; Bahri, 2023).
According to Yee's research, 64.45% of male teenagers and 47.85% of female teenagers who play
online games between the ages of 12 and 22 reported having an online gaming addiction
(Anggreyani etal., 2020). According to (Istigomah & Suyadi, 2019), game addiction is an excessive
amount of online or offline gaming that interferes with social life, the family environment,
employment, education, and other areas of a person's life.

Online gaming addiction, according to (Seay & Kraut, 2007), is when playing online games
takes precedence over other activities, leading to tension and anxiety when one is unable to play.
In this sense, efforts must be made to fight the addiction to online games, which indirectly affects
learning interest (Mauboy & Siagian, 2022). A data mining technique is needed to analyze data
pertaining to the association between playing online games (Gurning & Mustakim, 2021).

Research on Using the Fuzzy C-Means Algorithm to Group Online Game Addiction Levels
was done by Muhammad and Budianita in 2022. Based on the test findings, the silhouette
coefficient approach yielded 148 records in cluster 1, 50 records in cluster 2, and 102 records in
cluster 3. In order to help identify the order of hero launch, the study (Devil et al., 2022) used the
KMeans algorithm to cluster three groups of heroes and role-playing in the video game Mobile
Legend.

According to Mais et al. (2020) research, 49 students (72.1%) had an uncontrolled category
of online game addiction, which is consistent with the study's most prominent findings. According
to Mais's study's findings, participants developed an addiction to online gaming because they
were captivated by the game and wanted to play it nonstop till it was over without realizing it.
(Mais etal., 2020).

Overuse of online gaming can have detrimental effects on a player's health (less sleep,
irregular eating habits, headaches, back pain, social anxiety, and depression), academic
performance (missing school, dropping out, and losing educational opportunities), employment
(loss of job or career), and social relationships (committing crimes, withdrawing from the
environment, and acting badly toward family) (Istiqgomah & Suyadi, 2019). The usage of online
games or games that are played repeatedly and for extended periods of time is known as game
addiction (Kuss & Griffiths, 2012; Lu & Wang, 2008). This behavior results in the desire to play
online games using a computer or smartphone, which has an impact on attitudes that tend to
remove oneself from social life (Wahyudi, 2022).

Game addiction is the compulsive or excessive usage of video games that leads to a number
of issues, including emotional and social ones, despite the players' inability to quit playing
(Bramadan, 2021). Mental illnesses, anxiety, and feelings of insecurity are possible outcomes of
an addiction to online gaming because the goal of these games is to make them completely
enjoyable so that players can live with their hearts and minds (Putra et al., 2019). Boring routines,
a lack of opportunity to unwind from a demanding lecture schedule, and an uncomfortable living
environment are the main causes of excessive online gaming (Kurnisari, 2021).
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Environmental factors, personal characteristics, and a lack of parental supervision are the
main reasons of online gaming addiction (Schneider et al., 2017; Chung et al., 2019; Choi et al,,
2018). Students who want to play online games seek out activities that involve playing online
games (Dalimunte, 2020). An uncontrollable obsessive level to repeat a behavior without taking
into account the negative repercussions for the individual is one of the many levels of this
addiction (Batubara & Dina, 2022).

Online game addicts typically experience headaches, insomnia, and most hazardous of all
mental illnesses (Ondang et al., 2020). An addiction to online games results in a loss of self-control
over playing time, which can lead to issues in a person's life, a need to play for longer periods of
time, and emotional instability if playing time is cut down (Pratama et al., 2020). Some students
use online gaming as a business in addition to their leisure time, selling valuable in-game objects,
characters, and money (Budhi & Indrawati, 2016). People end up wasting time with no apparent
purpose, which is another detrimental effect (Putra et al., 2019).

The impulse to play online games will become uncontrollable for those who are addicted to
them. They will keep playing online games for longer periods of time and concentrate solely on
them Maulidi et al. (2020). Due to its intriguing characteristics, online games have a propensity
to become addicting for players (Fitria & Karneli, 2019). Because it can provide you a sense of
fulfillment and amusement in your spare time, playing online games appears to be a lifestyle in
and of itself, and it is popular among people of all ages (Rani et al., 2020).

Playing games onlineThe drawback for pupils is that it becomes consumptive and results
in behavioral addiction or addictive consequences. Students that use smartphones only have
basic thought processes (Krishnamurthy et al., 2026; Aspandi et al., 2026). Ideally, motivation can
help people who are studying or finishing their last assignments learn more effectively (Pratiwi
& Karneli, 2021). Therefore, in order to succeed in their prospective academic accomplishments,
people should be able to grasp how to carry out tasks in accordance with their responsibilities
and duties (Yani & Ningsih, 2022).

The aforementioned online gaming addiction can be overcome by making a sincere
commitment to never play online games again, adopting a frugal mindset in place of spending
money on them, and attempting other constructive pursuits like reading, working out, and other
hobbies (Eka, 2020). Some findings from studies on treating students' addiction to online games,
including the use of aversion conditioning methods (Handayani, 2020), behavioral counseling
combined with self-management techniques, group counseling combined with acceptance and
commitment therapy techniques (Handayani, 2020), group counseling combined with
bibliotherapy techniques (Rizai, 2021), and the use of family counseling to lessen students’
addiction to online games (Pratanti & Nuryono, 2021).

Islamic counseling assigns spiritual order and domicile order to the client's face with the
goals of prevention, healing, rehabilitation, and development. Spiritual approaches reflect al-
qudwah al-hasanah, impart spiritual lesson suggestions, and foster compassion and love (Yahya
et al, 2021). The approach is where Islamic counseling services differ from general counseling
services, which include information services, placement and distribution services, tutoring
services, individual counseling services, group counseling services, and group guidance services,
as suggested by Fahyuni (2018).

METHODS

This study employed quantitative experimental research as its methodology. Thirteen
students were selected as samples from the 80 students that made up the population of this study
on the application of Islamic counseling to online game addiction in students. The purposive
sampling strategy was the sampling method employed in this investigation. Based on this, the
study's sampling criteria are students in the high and medium categories who have an addiction
to playing online games. Inferential statistical methods will be used to analyze the research data.
The dependent variable (Y) and the independent variable (X) are the only variables present in the
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data, which the author analyzes using linear regression analysis techniques. Because SPSS 23
software is extensively used in research, including social research, and because computer
services are easy to use, the researcher employed it to examine the validity of this item. The item
validity test results are as follows.

Table 1. Item Validation Results

Item r count r table Information
1 0.897 0.381 Valid
2 0.895 Valid
3 0.056 Invalid
4 0.756 Valid
5 0.968 Valid
6 0.922 Valid
7 0.796 Valid
8 0.954 Valid
9 0.959 Valid
10 0.929 Valid
11 0.943 Valid
12 0.811 Valid
13 0.537 Valid
14 0.956 Valid
15 0.955 Valid
16 0.970 Valid
17 0.966 Valid
18 0.957 Valid
19 0.953 Valid
20 0.564 Valid
21 0,000 Invalid
22 0.575 Valid
23 0.826 Valid
24 0.905 Valid
25 0.800 Valid
26 0.462 Valid
27 0.677 Valid

34 students participated in a trial run of the study tool by the researcher. 27 of the original
54 elements were deemed genuine, while the remaining 27 were deemed invalid. Additionally,
the study included 27 legitimate items. Following a trial with 27 students at the study site, there
were 25 valid items and 2 invalid items. Lastly, there were twenty-five valid items in the
instrument employed in this investigation. Islamic counseling can be used to treat online game
addiction in a way that is grounded in Islamic principles, such as emphasizing the significance of
preserving equilibrium in life, abstaining from excessive behavior (ghuluw), and fortifying
spiritual bonds with Allah.

Table 2. Data Reliability Test Reliability Statistics

Cronbach's Alpha N of Items
,976 27

The study instrument's dependability test was carried out on location. Initially, forty
students from semesters three and five at UINSU. The instrument is regarded as reliable as the
reliability test results revealed a Cronbach's Alpha score of 0.683, which is higher than 0.60. The
reliability of this instrument was then confirmed by the Cronbach's Alpha result of 0.976, which
was also greater than 0.60, at UIN Ar-Raniry, where the study was carried out with 40 class IX A
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students. These findings suggest that the tool utilized in the research on the utilization of Islamic
therapy to address addiction to online games is dependable and operational.

RESULTS AND DISCUSSION

From the results of the distribution of the Likert scale, the results obtained students who
have online game addiction in the high and medium categories. So that 8 students were selected
into one group that would be given treatment.

Table 3. Pretest Results of Online Game Addiction in Students

No. Learners Score Category
1 NHMR 84 Medium
2 MR 86 Medium
3 NA 90 High
4 MRA 87 Medium
5 APS 89 High
6 IG 98 High
7 MA 89 High
8 AP 87 Medium

Total 710 )

Average 88,75 High

Eight students took the online gaming addiction pretest, and the results showed a total
score of 710 with an average of 88.75, which falls into the high range. Four students (or 50% of
the total) fell into the intermediate category, and four students (or 50%) fell into the high
category. This suggests that students generally have a high level of online game addiction,
necessitating follow-up efforts in the form of counseling services, learning support, and time
management strategies to prevent game playing from interfering with students' social and
academic development.

Table 4. Post-test Results of Online Game Addiction in Students

No. Learners Score Category
1 NHMR 59 Low
2 MR 52 Low
3 NA 58 Low
4 MRA 53 Low
5 APS 66 Low

6 IG 73 Currently

7 MA 68 Currently
8 AP 63 Low
Total 492 Low

The majority of students fell into the low category, according to the findings of the post-test
on online game addiction, which was completed by eight students and had a total score of 492
points. Six kids (75 percent) had low levels of online game addiction, two students (25 percent)
had medium levels, and none of the students had severe levels. This indicates that while there are
still a few students who fall into the medium category and still need more care and direction,
overall student addiction to online games is at a low level.
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Figure 1. Implementation of Islamic Counseling in Handling Online Game Addiction

The value limit >65 falls into the high group, indicating that eight students have a high
degree of addiction to online games, as each category has its own value limit. The medium
category is represented by the value limit <65, which indicates that 57 students fall into the
medium category for online game addiction. Thirteen pupils have a level of online game addiction
in the low category, as shown by the value limit <148. As can be seen from the pre-test results or
before treatment, which were included in the high and medium categories, the bar chart above
demonstrates that the 13 students who served as study samples had varying scores for online
game addiction.

M Total Ideal Score ™ Total Real Score

26N

Think about Increased Difficulty Stopping Withdrawal Stuck
online games play time play games from the environment rules by online
games on line playing games

Figure 2. Online Game Addiction Pretest Data Bar Chart

While the sample in this study had moderate scores for the aspects of finding it difficult to
stop playing online games (mood modification) and breaking rules for playing online games
(problem), they had high scores for the aspects of thinking about online games (salience),
increasing the amount of time spent playing online games (tolerance), and withdrawing from the
environment (withdrawal).

Test for Data Normalcy

The purpose of the data normalcy test is to ascertain whether or not the study data is
normally distributed. When assessing the normality of data, the rule of thumb is that the data is
considered normally distributed if the analysis's findings show a significance value greater than
0.05, and not normally distributed if the significance value is less than 0.05.
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Table 5. Data Normality Test Results Tests of Normality

Kolmogorov-Smirnova Shapiro Wilk
Statistics Df Sig. StactS‘St‘ Df Sig.
Pretest ,258 8 ,125 ,842 8 ,080
Posttest ,133 8 ,200* ,963 8 ,837

*. This is a lower bound of the true significance. a. Lilliefors Significance Correction

The results of the Shapiro-Wilk test produce a significance value of the pretest data of 0.080
> 0.05 and for the significance value of the post-test data of 0.837 > 0.05. From this it can be seen
that the pretest and post-test data are normally distributed because the significance value
produced is greater than 0.05.

Test Results of Homogeneity of Variances Data

Table 6. Pretest _Posttest

Levene Statistics dfl df2 Sig.
3,866 1 14 ,069

The results of the Test of Homogeneity of Variances produced a significance value of the
pretest and post-test data of 0.069 > 0.05. From this, it can be seen that the pretest and post-test
data have the same variance because the significance value produced is greater than 0.05.

Table 7. Paired Samples t-test ResultsPaired Samples Statistics

Mean N Std. Deviation Std. Error Mean
Pair 1 Pretest 88.75 8 4,200 1,485
Posttest | 61.50 8 7,348 2,598

The average pretest score of online game addiction in students was 88.75 and the average
post-test score was 61.50. This means that there is a difference in online game addiction scores
in students between the pretest and post-test of 27.25.

Table 8. Paired Samples t-test ResultsPaired Samples Test

Paired Differences
95%
Std. Std. Confidencelnter t | df Slg- (2-
Mean e Error val of the tailed)
Deviation .
Mean Difference
Lower Upper
. Pretest -
Pairl 1o sttest | 27,250 5,230 1,849 22,877 | 31,623 ;;é 7 ,000

At 0.05 df =7, the paired sample t-test results from the pretest and posttest data indicated
that (14.736) > tt (2.364). At a significance level of 0.05, this indicates a substantial difference or
decline in online game addiction behavior. When the pretest and post-test data were manually
tested, the paired sample t-test findings revealed that (14.737) > tt (2.364) at a 0.05 df = 7.
Therefore, at a significance level of 0.05, it indicates a significant change or decline in online game
addiction behavior. Additionally, even though the results of the manual test indicated a difference
of one point in the final digit behind the comma, both the paired sample t-test using SPSS and the
manual test revealed a significant difference or decrease in online game addiction behavior at a
significance level of 0.05.

Islamic Counseling's Function: Because it incorporates religious principles that are
significant to many students, particularly in an Islamic-based setting, Islamic counseling emerges
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as a pertinent and successful strategy in this context. Techniques and Methods of Counseling
Quranic and Hadith counselors help students relate their issues to spiritual solutions by offering
guidance and inspiration based on texts from the Quran and Hadith. Students are urged to
increase their zikir and prayer as a means of calming themselves and avoiding the temptation to
play video games too much.

Cognitive-Behavioral Techniques in Islam. Cognitive-behavioral techniques tailored to
Islamic principles are used to assist students in altering their attitudes and actions around
internet gaming. Group Direction. In order to encourage one another and exchange experiences,
other students who are dealing with similar problems might attend group guidance sessions.
Important for players, interesting, quiet, forgetting time, accepting one's situation, playing online
games more than other hobbies, and feeling satisfied are some of the 20 research indications that
make up the study on online gaming addiction. Students who are addicted to online games fall
into the high category when it comes to thinking about them (salience), playing them more
(tolerance), and withdrawing from their surroundings (withdrawal).

On the other hand, they fall into the medium category when it comes to the difficulty of
quitting playing online games (mood modification) and breaking the rules to play them (problem)
In 2020, Mais et al. High and moderate levels of online game addiction among students are caused
by external factors, that is, factors that originate from outside the students themselves. Examples
of these factors include the absence of parental supervision, which makes students more likely to
spend their time playing online games with other players who are connected to the game, the lack
of control from the local community and parents in student relationships with local youth, which
permits students to stay up late on night patrols while playing online games (Nursalim & Rahman,
2021).

CONCLUSION

Teenagers who are addicted to online gaming frequently experience high levels of
emotional stress, anxiety, despair, and diminished social skills, all of which have a detrimental
effect on mental health. By fusing spiritual principles with contemporary counseling techniques,
an Islamic counseling approach has shown promise in mitigating these effects. This disorder
arises when an individual has an intense and uncontrollable need to play online games all the
time, to the point of neglecting other significant facets of their lives. Online gaming frequently
takes up time that could be spent working, studying, or interacting with others. The goal of this
study was to ascertain whether Islamic counseling can be used to treat online gaming addiction
and whether this strategy is successful in assisting people in overcoming their addiction.
Suggestions for upcoming studies: To improve the results, do more thorough study with a greater
range of scenarios. Next, create an Islamic counseling technique that incorporates technology or
contemporary methods, and assess the long-term effects of Islamic counseling on changing the
behavior of people who are addicted to online gaming. With an average pretest score of 88.75 and
an average post-test score of 61.5, the data analysis of this study suggests that Islamic counseling
has a significant impact on reducing students' online game addiction. This indicates that there is
a 27.25 difference between the pretest and post-test scores for students' levels of online game
addiction. At alpha 0.05 and df 7, the paired t-test findings indicate that to (14.737) > tt (2.364).
Therefore, HO is rejected, indicating that students' addiction to online games is significantly
reduced by group counseling using a behavioral approach to self-control strategies.
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