
33 
 

DAFTAR PUSTAKA 
 
Allen, M., Dietz, M., Blair, K. S., van Beek, M., Rees, G., Vestergaard-Poulsen, P., 

Lutz, A., & Roepstorff, A. (2012). Cognitive-affective neural plasticity 
following active-controlled mindfulness intervention. The Journal of 
Neuroscience, 32(44), 15601-15610. doi:10.1523/JNEUROSCI.2957-
12.2012 

 
American Psychiatric Association. (2013). Diagnostic and statistical manual of 

mental disorder (DSM 5) 5th ed. Washington DC: Author.  
 
Asosiasi Penyelengara Jasa Internet Indonesia. (2016). Survei internet APJII 

2016. Diambil dari http://www.apjii.or.id/survei 
 
Baer, R. A. (2003). Mindfulness training as a clinical intervention: A conceptual 

and empirical review. Clinical Psychology: Science and Practice, 10(2), 
125-143. doi:10.1093/clipsy.bpg015 

 
Barak, A., & King, S. A. (2000). The two faces of the internet: Introduction to the 

special issue on the internet and sexuality. Cyberpsychology and 
Behavior,3(4), 517-520. doi:10.1089/109493100420133. 

 
Baskoro, R. (2015). Game online Indonesia tahun 2014: Ikhtisar dan infografis. 

Diambil dari http://www.duniaku.net/2015/02/20/game-online-indonesia-
tahun-2014-ikhtisar-dan-infografis/ 

 
Baumeister, R. F. (2002). Yielding to temptation: Self-control failure, impulsive 

purchasing, and consumer behavior. Journal of Consumer Research, 28(4), 
670-676. doi:10.1086/338209 

 
Baumeister, R. F., Heatherton, T. F., & Tice, D. M. (1994). Losing control: How 

and why people fail at self-regulation. London: Academic Press, Inc. 
Diambil dari http://courses.ucsd.edu/gkoob/psych188/188_losing_control 

 
Baumeister, R. F., Vohs, K. D., & Tice, D. M. (2007). The strength model of self-

control. Current Directions in Psychological Science, 16(6), 351-355. 
doi:10.1111/j.1467-8721.2007.00534.x 

 
Bechara, A. (2005). Decision making, impulse control and loss of willpower to 

resist drugs: A neurocognitive perspective. Nature Neuroscience, 8(11), 
1458-1463. doi:10.1038/nn1584 

 
Beranuy, M., Carbonell, X., & Griffiths, M. D. (2013). A qualitative analysis of 

online gaming addicts in treatment. International Journal of Mental Health 
and Addiction, 11(2), 149-161. doi:10.1007/s11469-012-9405-2 

 
Berke, J. D., & Hyman, S. E. (2000). Addiction, dopamine, and the molecular 

mechanisms of memory. Neuron, 25(3), 515-532. doi: 10.1016/S0896-
273(00)81056-9 

 

EFEKTIVITAS PELATIHAN MINDFULNESS UNTUK MENINGKATKAN KONTROL DIRI MAHASISWA
DENGAN ADIKSI GAME
ONLINE
ALIFA SYAMANTHA P, Dr. Neila Ramdhani, M.Si., M.Ed.
Universitas Gadjah Mada, 2017 | Diunduh dari http://etd.repository.ugm.ac.id/



34 
 

Bickel, W. K., Miller, M. L., Yi, R., Kowal, B. P., Lindquist, D. M., & Pitcock, J. A. 
(2007). Behavioral and neuroeconomics of drug addiction: Competing 
neural systems and temporal discounting processes. Drug and Alcohol 
Dependence, 90, S85-S91. doi:10.1016/j.drugalcdep.2006.09.016 

 
Bickel, W. K., Quisenberry, A. J., Moody, L., & Wilson, A. G. (2015). Therapeutic 

opportunities for self-control repair in addiction and related disorders 
change and the limits of change in trans-disease processes. Clinical 
Psychological Science, 3(1), 140-153. doi:10.1177/2167702614541260 

 
Block, J. J. (2008). Issues for DSM-V: Internet addiction. American Journal of 

Psychiatry, 165(3), 306-307. doi:10.1176/appi.ajp.2007.07101556 
 
Bodhi,B. (2000). The connected discourses of the Buddha. Boston: Wisdom 

Publications. Diambil dari http://lirs.ru/lib/sutra/Connected_Discourses_of_ 
the_Buddha (Samyutta_Nikaya).Vol.I.pdf 

 
Bowlin, S. L., & Baer, R. A. (2012). Relationships between mindfulness, self-

control, and psychological functioning. Personality and Individual 
Differences,52(3), 411-415. doi:10.1016/j.paid.2011.10.050 

 
Brown, K. W., Goodman, R. J., & Inzlicht, M. (2013). Dispositional mindfulness 

and the attenuation of neural responses to emotional stimuli. Social 
Cognitive and Affective Neuroscience, 8(1), 93-
99. doi:10.1093/scan/nss004 

 
Brown, K. W., & Ryan, R. M. (2003). The benefits of being present: Mindfulness 

and its role in psychological well-being. Journal of Personality and Social 
Psychology, 84(4), 822-848. doi:10.1037/0022-3514.84.4.822 

 
Brown, K. W., Ryan, R. M., & Creswell, J. D. (2007). Mindfulness: Theoretical 

foundations and evidence for its salutary effects. Psychological 
Inquiry, 18(4), 211-237. doi:10.1080/10478400701598298 

 
Brunborg, G. S., Mentzoni, R. A., Melkevik, O. R., Torsheim, T., Samdal, O., 

Hetland, J., Andreassen, C. S., & Palleson, S. (2013). Gaming addiction, 
gaming engagement, and psychological health complaints among 
Norwegian adolescents. Media Psychology, 16(1), 115-128. 
doi:10.1080/15213269.2012.756374 

 
Bush, G., Luu, P., & Posner, M.I. (2000). Cognitive and emotional influences in 

anterior cingulate cortex. Trends in Cognitive Sciences, 4(6), 215-222. 
doi:10.1016/S1364-6613(00)01483-2 

 
Byrne, S., Cooper, Z., & Fairburn, C. (2003). Weight maintenance and relapse in 

obesity: A qualitative study. International Journal of Obesity, 27(8), 955-962. 
doi:10.1038/sj.ijo.0802305 

 
Caplan, S., Williams, D., & Yee, N. (2009). Problematic internet use and 

psychosocial well-being among MMO players. Computers in Human 
Behavior,25(6), 1312-1319. doi:10.1016/j.chb.2009.06.006 

EFEKTIVITAS PELATIHAN MINDFULNESS UNTUK MENINGKATKAN KONTROL DIRI MAHASISWA
DENGAN ADIKSI GAME
ONLINE
ALIFA SYAMANTHA P, Dr. Neila Ramdhani, M.Si., M.Ed.
Universitas Gadjah Mada, 2017 | Diunduh dari http://etd.repository.ugm.ac.id/



35 
 

Carver, C. S., & Scheier, M. F. (2000). On the structure of behavioral self-
regulation. Dalam M. Boekaerts, P.R. Pintrich& M. Zeidner (Eds), 
Handbook of self-regulation (hlm. 41-84) San Diego, CA: Academic Press. 
Diambil dari https://books.google.co.id 

 
Casey, B. J., Trainor, R. J., Orendi, J. L., Schubert, A. B., Nystrom, L. E., Giedd, 

J. N., Castellanos, F.X., Haxby, J.V., Noll, D.C., Cohen, J.D., Forman, S. D., 
Dahl, R.E., & Rapoport, J.L. (1997). A developmental functional MRI study 
of prefrontal activation during performance of a go-no-go task. Journal of 
Cognitive Neuroscience, 9(6), 835-847. doi:10.1162/jocn.1997.9.6.83 

 
Chambers, R., Lo, B. C. Y., & Allen, N. B. (2008). The impact of intensive 

mindfulness training on attentional control, cognitive style, and 
affect. Cognitive Therapy and Research, 32(3), 303-322. 
doi:10.1007/s10608-007-9119-0 

 
Chang, C. Y., & Chen, P. K. (2005). Human response to window views and 

indoor plants in the workplace. HortScience, 40(5), 1354-1359. Diambil dari: 
http://hortsci.ashspublications.org/content/40/5/1354.short 

 
Chiesa, A., & Serretti, A. (2009). Mindfulness-based stress reduction for stress 

management in healthy people: a review and meta-analysis. The Journal of 
Alternative and Complementary Medicine, 15(5), 593-600. 
doi:10.1089/acm.2008.0495 

 
Cole, H., & Griffiths, M. D. (2007). Social interactions in massively multiplayer 

online role-playing gamers. Cyberpsychology and Behavior, 10(4), 575-583. 
doi:10.1089/cpb.2007.9988 

 
Contrada, R. J., & Goyal, T. M. (2004). Individual differences, health and illness: 

The role of emotional traits and generalized expectancies. Dalam S. Sutton, 
A. Baum, & M. Johnston (Eds.) The sage handbook of health psychology, 
(hlm.143-168). London: Sage Publications.  

 
Dalen, J., Smith, B. W., Shelley, B.M., Sloan, A. L., Leahigh, L., & Begay, D. 

(2010). Pilot study: Mindful eating and living (MEAL): Weight, eating 
behavior, and psychological outcomes associated with a mindfulness-
based intervention for people with obesity. Complementary Therapies in 
Medicine, 18, 260-264. doi:10.1016/j.ctim.2010.09.008 

 
Davis, R. A. (2001). A cognitive-behavioral model of pathological internet 

use.Computers in Human Behavior, 17(2), 187-195.doi:10.1016/S0747-
5632(00)00041-8 

 
De Dios, M. A., Herman, D. S., Britton, W. B., Hagerty, C. E., Anderson, B. J., & 

Stein, M. D. (2012). Motivational and mindfulness intervention for young 
adult female marijuana users. Journal of Substance Abuse 
Treatment, 42(1), 56-64. doi:10.1016/j.jsat.2011.08.001 

 

EFEKTIVITAS PELATIHAN MINDFULNESS UNTUK MENINGKATKAN KONTROL DIRI MAHASISWA
DENGAN ADIKSI GAME
ONLINE
ALIFA SYAMANTHA P, Dr. Neila Ramdhani, M.Si., M.Ed.
Universitas Gadjah Mada, 2017 | Diunduh dari http://etd.repository.ugm.ac.id/



36 
 

De Freitas, S., & Griffiths, M. (2007). Online gaming as an educational tool in 
learning and training. British Journal of Educational Technology, 38(3), 535-
537. doi:10.1111/j.1467-8535.2007.00720.x 

 
Denson, T. F., De Wall, C. N., & Finkel, E. J. (2012). Self-control and 

aggression. Current Directions in Psychological Science, 21(1), 20-25. 
doi: 10.1177/0963721411429451 

 
Dewi, R.P. (2012). Pengaruh pelatihan manajemen distress berbasis mindfulness 

(MDBM) terhadap peningkatan kesejahteraan psikologis pada orang 
dengan HIV AIDS (ODHA) (Tesis Magister Tidak Dipublikasikan). 
Universitas Gadjah Mada, Yogyakarta. 

 
Dill, B., & Holton, R. (2014). The addict in us all. Frontiers in Psychiatry, 5(139), 

1-20. doi: 10.3389/fpsyt.2014.00139 
 
Elkins-Brown, N., Teper, R., & Inzlicht, M. (2017). How mindfulness enhances 

self-control. Dalam J.C Karremans & E.K Papies (Eds). Mindfulness in 
Social Psychology (hlm. 65-78) London, UK: Routledge. Diambil dari 
https://books.google.co.id 

 
Farb, N. A., Anderson, A. K., & Segal, Z. V. (2012). The mindful brain and 

emotion regulation in mood disorders. The Canadian Journal of 
Psychiatry, 57(2), 70-77. doi:10.1177/070674371205700203 

 
Feldman, G., Greeson, J., & Senville, J. (2010). Differential effect of mindful 

breathing, progressive muscle relaxation, and loving-kindness meditation 
on decentering and negative reactions to repetitive thoughts. Behavior 
Research and Therapy, 48, 1002-1011. doi:10.1016/j.brat.2010.06.006 

 
Ferguson, C. J., Coulson, M., & Barnett, J. (2011). A meta-analysis of 

pathological gaming prevalence and comorbidity with mental health, 
academic and social problems. Journal of Psychiatric Research, 45(12), 
1573-1578. doi:10.1016/j.jpsychires.2011.09.005 

 
Friese, M., Messner, C., & Schaffner, Y. (2012). Mindfulness meditation 

counteracts self-control depletion. Consciousness and Cognition, 21(2), 
1016-1022. doi:10.1016/j.concog.2012.01.008 

 
Gailliot, M. T., & Baumeister, R. F. (2007). The physiology of willpower: Linking 

blood glucose to self-control. Personality and Social Psychology 
Review, 11(4), 303-327. doi:10.1177/1088868307303030 

 
Germer, C., Siegel, R., & Fulton, P. (Eds.) (2005). Mindfulness and 

psychotherapy. New York: Guilford Press.  
 
 
 
 
 

EFEKTIVITAS PELATIHAN MINDFULNESS UNTUK MENINGKATKAN KONTROL DIRI MAHASISWA
DENGAN ADIKSI GAME
ONLINE
ALIFA SYAMANTHA P, Dr. Neila Ramdhani, M.Si., M.Ed.
Universitas Gadjah Mada, 2017 | Diunduh dari http://etd.repository.ugm.ac.id/



37 
 

Gogtay, N., Giedd, J. N., Lusk, L., Hayashi, K. M., Greenstein, D., Vaituzis, A. 
C.,Nugent, T.F., Herman, D.H., Clasen, L.C., Toga, A.W., Rapoport, J. L., & 
Thompson, P.M. (2004). Dynamic mapping of human cortical development 
during childhood through early adulthood. Proceedings of the National 
Academy of Sciences of the United States of America, 101(21), 8174-8179. 
doi:10.1073/pnas.0402680101 

 
Gottfredson, M. R., & Hirschi, T. (1990). A general theory of crime. Stanford, CA: 

Stanford University Press. 
 
Griffiths, M. (2003). The therapeutic use of videogames in childhood and 

adolescence. Clinical Child Psychology and Psychiatry, 8(4), 547-554. 
doi:10.1177/13591045030084012 

 
Griffiths, M.D. (2008). Internet and video-game addiction. Dalam C. Essau (Ed.), 

Adolescent Addiction: Epidemiology, Assessment and Treatment (hlm. 231-
267). San Diego: Elsevier.  

 
Griffiths, M. D. (2010). The role of context in online gaming excess and addiction: 

Some case study evidence. International Journal of Mental Health and 
Addiction, 8(1), 119-125. doi: 10.1007/s11469-009-9229-x 

 
Grüsser, S. M., Thalemann, R., & Griffiths, M. D. (2007). Excessive computer 

game playing: Evidence for addiction and aggression? Cyberpsychology 
and Behavior, 10(2), 290-292. doi:10.1089/cpb.2006.9956 

 
Haghbin, M., Shaterian, F., Hosseinzadeh, D., & Griffiths, M. D. (2013). A brief 

report on the relationship between self-control, video game addiction and 
academic achievement in normal and ADHD students. Journal of 
Behavioral Addictions, 2(4), 239-243. doi:10.1556/JBA.2.2013.4.7 

 
Han, D. H., Bolo, N., Daniels, M. A., Arenella, L., Lyoo, I. K., & Renshaw, P. F. 

(2011). Brain activity and desire for internet video game 
play. Comprehensive Psychiatry, 52(1), 88-95. 
doi:10.1016/j.comppsych.2010.04.004 

 
Hartono, V. E. K. (2016). Program peningkatan regulasi diri berbasis mindfulness 

untuk menurunkan gangguan stress pasca trauma pada penyintas KDRT. 
(Tesis Magister Tidak Dipublikasikan). Universitas Gadjah Mada, 
Yogyakarta. 

 
Heatherton, T. F. (2011). Neuroscience of self and self-regulation. Annual Review 

of Psychology, 62, 363-390. doi:10.1146/annurev.psych.121208.131616 
 
Herzog, T. R., Black, A. M., Fountaine, K. A., & Knotts, D. J. (1997). Reflection 

and attentional recovery as distinctive benefits of restorative 
environments. Journal of Environmental Psychology, 17(2), 165-170. 
doi:10.1006/jevp.1997.0051 

 
 

EFEKTIVITAS PELATIHAN MINDFULNESS UNTUK MENINGKATKAN KONTROL DIRI MAHASISWA
DENGAN ADIKSI GAME
ONLINE
ALIFA SYAMANTHA P, Dr. Neila Ramdhani, M.Si., M.Ed.
Universitas Gadjah Mada, 2017 | Diunduh dari http://etd.repository.ugm.ac.id/



38 
 

Hoeft, F., Watson, C. L., Kesler, S. R., Bettinger, K. E., & Reiss, A. L. (2008). 
Gender differences in the mesocorticolimbic system during computer 
game-play. Journal of Psychiatric Research, 42(4), 253-258. 
doi:10.1016/j.jpsychires.2007.11.010 

 
Hofmann, W., Friese, M., & Strack, F. (2009). Impulse and self-control from a 

dual-systems perspective. Perspectives on Psychological Science, 4(2), 
162-176. doi:10.1111/j.1745-6924.2009.01116.x 

 
Hölzel, B. K., Ott, U., Hempel, H., Hackl, A., Wolf, K., Stark, R., & Vaitl, D. (2007). 

Differential engagement of anterior cingulate and adjacent medial frontal 
cortex in adept meditators and non-meditators. Neuroscience 
Letters, 421(1), 16-21. doi:10.1016/j.neulet.2007.04.074 

 
Hsu, S. H., Wen, M. H., & Wu, M. C. (2009). Exploring user experiences as 

predictors of MMORPG addiction. Computers and Education, 53(3), 990-
999. doi:10.1016/j.compedu.2009.05.016 

 
Hussain, Z., & Griffiths, M. D. (2009). Excessive use of massively multi-player 

online role-playing games: A pilot study. International Journal of Mental 
Health and Addiction, 7(4), 563-571. doi:10.1007/s11469-009-9202-8 

 
Internet Live Stat. (2016). Internet users by country. Diambil dari 

http://www.internetlivestats.com/internet-users-by-country/ 
 
Jeong, E. J., & Kim, D. H. (2011). Social activities, self-efficacy, game attitudes, 

and game addiction. Cyberpsychology, Behavior, and Social 
Networking, 14(4), 213-221. doi:10.1089/cyber.2009.0289 

 
Jha, A. P., Krompinger, J., & Baime, M. J. (2007). Mindfulness training modifies 

subsystems of attention. Cognitive, Affective, and Behavioral 
Neuroscience, 7(2), 109-119. doi:10.3758/CABN.7.2.109 

 
Jha, A. P., Stanley, E. A., Kiyonaga, A., Wong, L., & Gelfand, L. (2010). 

Examining the protective effects of mindfulness training on working memory 
capacity and affective experience. Emotion, 10(1), 54-64. 
doi:10.1037/a0018438 

 
Kabat-Zinn, J. (1990). Full catastrophe living: The program of the stress reduction 

clinic at the University of Massachusetts Medical Center. Di ambil dari: 
https://books.google.com 

 
Kabat‐Zinn, J. (2003). Mindfulness‐based interventions in context: Past, present, 

and future. Clinical Psychology: Science and Practice, 10(2), 144-156. 
doi:10.1093/clipsy.bpg016 

 
Kabat-Zinn, J. (2012). Mindfulness for beginners: Reclaiming the present 

moment—and your life. Colorado: Sounds True. 
 

EFEKTIVITAS PELATIHAN MINDFULNESS UNTUK MENINGKATKAN KONTROL DIRI MAHASISWA
DENGAN ADIKSI GAME
ONLINE
ALIFA SYAMANTHA P, Dr. Neila Ramdhani, M.Si., M.Ed.
Universitas Gadjah Mada, 2017 | Diunduh dari http://etd.repository.ugm.ac.id/



39 
 

Kandell, J. (1998). Internet addiction on campus—the vulnerability of college 
student. Cyberpsychology and Behavior, 1, 46-59. 
doi:10.1089/cpb.1998.1.11 

 
Katterman, S. N., Kleinman, B. M., Hood, M. M., Nackers, L. M., & Corsica, J. A. 

(2014). Mindfulness meditation as an intervention for binge eating, 
emotional eating, and weight loss: A systematic review. Eating 
Behaviors, 15(2), 197-204. doi:10.1016/j.eatbeh.2014.01.005 

 
Kemp, S. (2016). Digital in 2016. Diambil dari: https://wearesocialsg.com 
 
Khaerani, N.M. (2009). Pelatihan mindfulness untuk mengurangi kecemasan 

pada penderita penyakit jantung (Tesis Magister Tidak Dipublikasikan). 
Universitas Gadjah Mada, Yogyakarta. 

 
Kinasih, A.S. (2010). Pelatihan mindfulness untuk meningkatkan kesejahteraan 

psikologis pada remaja difabel fisik (Tesis Magister Tidak Dipublikasikan). 
Universitas Gadjah Mada, Yogyakarta. 

 
King, D. L., & Delfabbro, P. (2009). Understanding and assisting excessive 

players of video games: A community psychology perspective. Australian 
Community Psychologist, 21(1), 62-74. Diambil dari 
http://groups.psychology.org.au/Assets/Files/21(1)-King-Delfabbro.pdf 

 
King, D. L., Haagsma, M. C., Delfabbro, P. H., Gradisar, M., & Griffiths, M. D. 

(2013). Toward a consensus definition of pathological video-gaming: A 
systematic review of psychometric assessment tools. Clinical Psychology 
Review, 33(3), 331-342. doi:10.1016/j.cpr.2013.01.002 

 
Kim, E. J., Namkoong, K., Ku, T., & Kim, S. J. (2008). The relationship between 

online game addiction and aggression, self-control and narcissistic 
personality traits. European Psychiatry, 23(3), 212-218. 
doi:10.1016/j.eurpsy.2007.10.010 

 
Ko, C. H., Liu, G. C., Hsiao, S., Yen, J. Y., Yang, M. J., Lin, W. C., Yen, C.F.,& 

Chen, C. S. (2009). Brain activities associated with gaming urge of online 
gaming addiction. Journal of Psychiatric Research, 43(7), 739-747. 
doi:10.1016/j.jpsychires.2008.09.012 

 
Kuss, D. J., & Griffiths, M. D. (2012). Internet gaming addiction: A systematic 

review of empirical research. International Journal of Mental Health and 
Addiction, 10(2), 278-296. doi:10.1007/s11469-011-9318-5 

 
Lee, O., & Shin, M. (2004). Addictive consumption of avatars in cyberspace. 

Cyberpsychology and Behavior, 7(4), 417-420. doi:10.1089/cpb.2004.7.417. 
 
Lemmens, J. S., Valkenburg, P. M., & Peter, J. (2009). Development and 

validation of a game addiction scale for adolescents. Media 
Psychology, 12(1), 77-95. doi:10.1080/15213260802669458 

 

EFEKTIVITAS PELATIHAN MINDFULNESS UNTUK MENINGKATKAN KONTROL DIRI MAHASISWA
DENGAN ADIKSI GAME
ONLINE
ALIFA SYAMANTHA P, Dr. Neila Ramdhani, M.Si., M.Ed.
Universitas Gadjah Mada, 2017 | Diunduh dari http://etd.repository.ugm.ac.id/



40 
 

Levy, N (2013). Addiction and self-control. Dalam N. Levy (Ed) Addiction and 
self-control: Perspective from philosophy, psychology, and neuroscience 
(hlm.1-15) Oxford: Oxford University Press. 
doi:10.1093/acprof:oso/9780199862580.001.0001 

 
Liu, M., & Peng, W. (2009). Cognitive and psychological predictors of the 

negative outcomes associated with playing MMOGs (massively multiplayer 
online games). Computers in Human Behavior, 25(6), 1306-1311. 
doi:10.1016/j.chb.2009.06.002 

 
Mace, C. (2008). Mindfulness and mental health: Therapy, theory, and science. 

New York: Routledge. 
 
Masicampo, E. J., & Baumeister, R. F. (2007). Relating mindfulness and self-

regulatory processes. Psychological Inquiry, 18(4), 255-258. 
doi:10.1080/10478400701598363 

 
Mehroof, M., & Griffiths, M. D. (2010). Online gaming addiction: The role of 

sensation seeking, self-control, neuroticism, aggression, state anxiety, and 
trait anxiety. Cyberpsychology, Behavior, and Social Networking, 13(3), 
313-316. doi:10.1089=cyber.2009.0229 

 
Mentzoni, R. A., Brunborg, G. S., Molde, H., Myrseth, H., Skouverøe, K. J. M., 

Hetland, J., & Pallesen, S. (2011). Problematic video game use: Estimated 
prevalence and associations with mental and physical 
health.Cyberpsychology, Behavior, and Social Networking, 14(10), 591-596. 
doi:10.1089/cyber.2010.0260. 

 
Mirams, L., Poliakoff, E., Brown, R. J., & Lloyd, D.M. (2013). Brief body scan 

meditation practice improves somatosensory perceptual decision making. 
Consciousness and Cognition, 22, 348-359. 
doi:10.1016/j.concog.2012.07.009 

 
Moore, A., & Malinowski, P. (2009). Meditation, mindfulness and cognitive 

flexibility. Consciousness and cognition, 18(1), 176-186. 
doi:10.1016/j.concog.2008.12.008 

 
Muraven, M., & Baumeister, R. F. (2000). Self-regulation and depletion of limited 

resources: Does self-control resemble a muscle? Psychological 
Bulletin, 126(2), 247-259. doi:10.1037//0033-2909.126.2.247 

 
Muraven, M., Shmueli, D., & Burkley, E. (2006). Conserving self-control 

strength. Journal of Personality and Social Psychology, 91(3), 524. 
doi:10.1037/0022-3514.91.3.524 

 
Ng, B. D., & Wiemer-Hastings, P. (2005). Addiction to the internet and online 

gaming.Cyberpsychology  and Behavior, 8(2), 110-113. 
doi:10.1089/cpb.2005.8.110. 

 
 

EFEKTIVITAS PELATIHAN MINDFULNESS UNTUK MENINGKATKAN KONTROL DIRI MAHASISWA
DENGAN ADIKSI GAME
ONLINE
ALIFA SYAMANTHA P, Dr. Neila Ramdhani, M.Si., M.Ed.
Universitas Gadjah Mada, 2017 | Diunduh dari http://etd.repository.ugm.ac.id/



41 
 

Niemz, K., Griffiths, M., & Banyard, P. (2005). Prevalence of pathological internet 
use among university students and correlations with self-esteem, the 
General Health Questionnaire (GHQ), and disinhibition. Cyberpsychology 
and Behavior, 8(6), 562-570. doi:10.1089/cpb.2005.8.562. 

 
Oh, W. O. (2003). Factors influencing internet addiction tendency among middle 

school students in Gyeong-buk area. Taehan Kanho Hakhoe Chi, 33(8), 
1135-1144. Diambil dari http://data.healthis.org/ns/200308/a07.pdf 

 
Olson, C. K. (2010). Children's motivations for video game play in the context of 

normal development. Review of General Psychology, 14(2), 180. 
doi:10.1037/a0018984 

 
Orkin, J., & Roy, D. (2007). The restaurant game: Learning social behavior and 

language from thousands of players online. Journal of Game 
Development,3(1), 39-60. Diambil dari 
https://www.researchgate.net/profile/Jeff_Orkin/publication/ 

 
Özdemir, Y., Kuzucu, Y., & Ak, Ş. (2014). Depression, loneliness and internet 

addiction: How important is low self-control? Computers in Human 
Behavior,34, 284-290. doi:10.1016/j.chb.2014.02.009 

 
Pandiangan, A. P. (2016). Program mindfulness untuk pendamping skizofrenia 

(Tesis Magister Tidak Dipublikasikan). Universitas Gadjah Mada, 
Yogyakarta. 

 
Perlman, D. M., Salomons, T. V., Davidson, R. J., & Lutz, A. (2010). Differential 

effects on pain intensity and unpleasantness of two meditation 
practices. Emotion, 10(1), 65-71. doi:10.1037/a0018440 

 
Peters, C. S., & Malesky Jr, L. A. (2008). Problematic usage among highly-

engaged players of massively multiplayer online role playing games. 
Cyberpsychology and Behavior, 11(4), 481-484. 
doi:10.1089/cpb.2007.0140. 

 
Phillips, J.J.,& Stone, R.D. (2002). How to measure training results: A practical 

guide to tracking the six key indicators. New York: McGraw-Hill.  
 
Porter, G., Starcevic, V., Berle, D., & Fenech, P. (2010). Recognizing problem 

video game use. Australian and New Zealand Journal of Psychiatry, 44(2), 
120-128. Diambil dari 
http://www.academia.edu/download/45189489/Recognizing_Problem_Vide
o_Game_Use20160428-10583-may995.pdf 

 
Primasari, A. (2016). Menikmati setiap moment: Meningkatkan subjective well-

being remaja melalui program mindfulness remaja (PRIMA) (Tesis Magister 
Tidak Dipublikasikan). Universitas Gadjah Mada, Yogyakarta.    

 
Priyudha, P.A. (2016). “Program Young Mindful Warrior” untuk meningkatkan 

regulasi diri remaja yang mengalami adiksi game online (Tesis Magister 
Tidak Dipublikasikan). Universitas Gadjah Mada, Yogyakarta. 

EFEKTIVITAS PELATIHAN MINDFULNESS UNTUK MENINGKATKAN KONTROL DIRI MAHASISWA
DENGAN ADIKSI GAME
ONLINE
ALIFA SYAMANTHA P, Dr. Neila Ramdhani, M.Si., M.Ed.
Universitas Gadjah Mada, 2017 | Diunduh dari http://etd.repository.ugm.ac.id/



42 
 

Ramdhani, N. (2016). Game internet dan adiksi, kontrol dirikah solusinya?.Dalam 
N. Ramdhani, S. Wimbarti, & Y.F. Susetyo (Eds.) Psikologi untuk Indonesia 
tangguh dan bahagia (hlm.46-65). Yogyakarta: Gadjah Mada University 
Press.  

 
Rehbein, F., Kleimann, M., & Mößle, T. (2010). Prevalence and risk factors of 

video game dependency in adolescence: Results of a German nationwide 
survey. Cyberpsychology, Behavior, and Social Networking, 13(3), 269-277. 
doi:10.1089/cyber.2009.0227. 

 
Rubia, K. (2009). The neurobiology of meditation and its clinical effectiveness in 

psychiatric disorders. Biological Psychology, 82(1), 1–11. 
doi:10.1016/j.biopsycho.2009.04.003 

 
Sarafino, E. P.,& Smith, T. W. (2012). Health psychology: Biopsychososial 

interaction 7th Ed. Hoboken, NJ: John Wiley & Sons. 
 
Shadish, W.R., Cook, T.D., & Campbell, D. (2002). Experimental and quasi-

experimental designs for generalized causal inference. New York: 
Houghton Mifflin Company. 

 
Shonin, E., Van Gordon, W., & Griffiths, M. D. (2014a). The treatment of 

workaholism with meditation awareness training: A case study. Explore: 
The Journal of Science and Healing, 10(3), 193-195. 
doi:10.1016/j.explore.2014.02.004 

 
Shonin, E., Van Gordon, W., & Griffiths, M. D. (2014b). Mindfulness as a 

treatment for behavioural addiction. Journal of Addiction Research and 
Therapy,5, e122. doi:10.4172/2155-6105.1000e122 

 
Singh, N. N., Lancioni, G. E., Winton, A. S., Adkins, A. D., Wahler, R. G., 

Sabaawi, M., & Singh, J. (2007). Individuals with mental illness can control 
their aggressive behavior through mindfulness training. Behavior 
Modification,31(3), 313-328. doi:10.1177/0145445506293585 

 
Skoric, M. M., Teo, L. L. C., & Neo, R. L. (2009). Children and video games: 

Addiction, engagement, and scholastic achievement. Cyberpsychology and 
Behavior, 12(5), 567-572. doi:10.1089=cpb.2009.0079 

 
Smahel, D., Blinka, L., & Ledabyl, O. (2008). Playing MMORPGs: Connections 

between addiction and identifying with a character. Cyberpsychology and 
Behavior, 11(6), 715-718. doi:10.1089/cpb.2007.0210 

 
Son, D. T., Yasuoka, J., Poudel, K. C., Otsuka, K., & Jimba, M. (2012). Massively 

multiplayer online role-playing games (MMORPG): Association between its 
addiction, self-control and mental disorders among young people in 
Vietnam. International Journal of Social Psychiatry. 1-8. 
doi:10.1177/0020764012445861 

 
Spilgames. (2013). State of online gaming report. Diambil dari 

http://spilgames.com/1384952861.25_State_of_Gaming_2013_US_FINAL 

EFEKTIVITAS PELATIHAN MINDFULNESS UNTUK MENINGKATKAN KONTROL DIRI MAHASISWA
DENGAN ADIKSI GAME
ONLINE
ALIFA SYAMANTHA P, Dr. Neila Ramdhani, M.Si., M.Ed.
Universitas Gadjah Mada, 2017 | Diunduh dari http://etd.repository.ugm.ac.id/



43 
 

Susilowati, D. W. (2016). Program regulasi diri pada narapidana penyandang 
hipertensi. (Tesis Magister Tidak Dipublikasikan). Universitas Gadjah Mada, 
Yogyakarta. 

 
Tangney, J. P., Baumeister, R. F., & Boone, A. L. (2004). High self-control 

predicts good adjustment, less pathology, better grades, and interpersonal 
success. Journal of Personality, 72(2), 271-324. doi:10.1111/j.0022-
3506.2004.00263.x 

 
Tarullo, A. R., Obradovic, J., & Gunnar, M. R. (2009). Self-control and the 

developing brain. Zero to Three, 29(3), 31. Diambil dari  
http://www.bu.edu/cdl/files/2013/08/Tarullo-Obradovic-Gunnar-2009.pdf 

 
Teixeira R.J. (2015). The role of mindfulness in addictions: Can it be an effective 

treatment option? MOJ Addiction Medicine Therapy, 1(2), 1-7. 
doi:10.15406/mojamt.2015.01.00007 

 
Teper, R., Segal, Z. V., & Inzlicht, M. (2013). Inside the mindful mind how 

mindfulness enhances emotion regulation through improvements in 
executive control. Current Directions in Psychological Science, 22(6), 449-
454. doi:10.1177/0963721413495869 

 
Thomas, N. J., & Martin, F. H. (2010). Video-arcade game, computer game and 

internet activities of Australian students: Participation habits and prevalence 
of addiction. Australian Journal of Psychology, 62(2), 59-66. 
doi:10.1080/00049530902748283 

 
Toneatto, T., Pillai, S., & Courtice, E. L. (2014). Mindfulness-enhanced cognitive 

behavior therapy for problem gambling: A controlled pilot 
study.International Journal of Mental Health and Addiction, 12(2), 197-205. 
doi:10.1007/s11469-014-9481-6 

 
Toneatto, T., Vettese, L., & Nguyen, L. (2007). The role of mindfulness in the 

cognitive-behavioural treatment of problem gambling. Journal of Gambling 
Issues, 91-100. doi:10.4309/jgi.2007.19.12 

 
Tyler, J. M., & Burns, K. C. (2008). After depletion: The replenishment of the 

self's regulatory resources. Self and Identity, 7(3), 305-321. 
doi:10.1080/15298860701799997 

 
Wan, C.S. & Chiou, W. B. (2007). The motivations of adolescents who are 

addicted to online games: A cognitive perspective. Adolescence, 42(165), 
179-197. Diambil dari http://search.proquest.com/docview/ 
195938559?accountid=13771 

 
Wanandhi, R.S. (2016). Literasi digital dan control diri sebagai prediktor terhadap 

internet addiction pada mahasiswa (Skripsi Tidak Dipublikasikan). 
Universitas Gadjah Mada, Yogyakarta. 

 

EFEKTIVITAS PELATIHAN MINDFULNESS UNTUK MENINGKATKAN KONTROL DIRI MAHASISWA
DENGAN ADIKSI GAME
ONLINE
ALIFA SYAMANTHA P, Dr. Neila Ramdhani, M.Si., M.Ed.
Universitas Gadjah Mada, 2017 | Diunduh dari http://etd.repository.ugm.ac.id/



44 
 

Widyatmoko, C.S. (2010). Terapi berdasar psikoedukasi dan mindfulness untuk 
meningkatkan gairah dan bangkitan seksual pada perempuan (Tesis 
Magister Tidak Dipublikasikan). Universitas Gadjah Mada, Yogyakarta. 

 
Winstanley, C. A., Theobald, D. E., Cardinal, R. N., & Robbins, T. W. (2004). 

Contrasting roles of basolateral amygdala and orbitofrontal cortex in 
impulsive choice. The Journal of Neuroscience, 24(20), 4718-4722. 
doi:10.1523/JNEUROSCI.5606-03.2004 

 
Witkiewitz, K., Marlatt, G. A., & Walker, D. (2005). Mindfulness-based relapse 

prevention for alcohol and substance use disorders. Journal of Cognitive 
Psychotherapy, 19(3), 211-228. doi:10.1891/jcop.2005.19.3.211 

 
Wood, R. T., Gupta, R., Derevensky, J. L., & Griffiths, M. (2004). Video game 

playing and gambling in adolescents: Common risk factors. Journal of Child 
and Adolescent Substance Abuse, 14(1), 77-100. 
doi:10.1300/J029v14n01_05 

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

Motivation and prevention factors. European Journal of Information 
Systems, 21(3), 321-340. Diambil dari http://www.palgrave-
journals.com/ejls/ 

 
Yang, B. E., & Brown, T. J. (1992). A cross-cultural comparison of preferences for 

landscape styles and landscape elements. Environment and 
Behavior, 24(4), 471-507. doi:10.1177/0013916592244003 

 
Young, K. (2009). Understanding online gaming addiction and treatment issues 

for adolescents. The American Journal of Family Therapy, 37(5), 355-372. 
doi:10.1080/01926180902942191 

 
Young, K., & De Abreu, C.N. (2011). Internet addiction: A handbook and guide to 

evaluation and treatment. New Jersey: John Wiley & Sons, Inc.  
 
Young, K. S., & Rogers, R. C. (1998). The relationship between depression and 

internet addiction. Cyberpsychology and Behavior, 1(1), 25-28. 
doi:10.1089/cpb.1998.1.25. 

 
Zeidan, F., Johnson, S. K., Diamond, B. J., David, Z., & Goolkasian, P. (2010). 

Mindfulness meditation improves cognition: Evidence of brief mental 
training. Consciousness and Cognition, 19(2), 597-605. 
doi:10.1016/j.concog.2010.03.014 

 
Zelazo, P. D., Carlson, S. M., & Kesek, A. (2008). The development of executive 

function in childhood. Dalam C.A. Nelson & M. Luciana (Eds.) Handbook of 
developmental cognitive neuroscience 2nd Ed (hlm. 553-574). Cambridge, 
MA: MIT Press.  

 
 

 

EFEKTIVITAS PELATIHAN MINDFULNESS UNTUK MENINGKATKAN KONTROL DIRI MAHASISWA
DENGAN ADIKSI GAME
ONLINE
ALIFA SYAMANTHA P, Dr. Neila Ramdhani, M.Si., M.Ed.
Universitas Gadjah Mada, 2017 | Diunduh dari http://etd.repository.ugm.ac.id/



45 
 

 

EFEKTIVITAS PELATIHAN MINDFULNESS UNTUK MENINGKATKAN KONTROL DIRI MAHASISWA
DENGAN ADIKSI GAME
ONLINE
ALIFA SYAMANTHA P, Dr. Neila Ramdhani, M.Si., M.Ed.
Universitas Gadjah Mada, 2017 | Diunduh dari http://etd.repository.ugm.ac.id/




