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Abstract
This research is to solve the problem of game addiction behavior of 21
students in the first year of the vocational certificate level, group 13, the mechanical
engineering department, Satuk Vocational College. The research instruments used in
the study are observation and interviews, which the researcher has created himself. In
collecting data, the researcher used observation and gave the developed instruments
to the first year of the vocational certificate level students, group 13, the mechanical
engineering department, Satuk Vocational College, to answer the questionnaires and
collect data by themselves. The researcher used percentages to analyze the data.
The research results found that the solution to the problem of game
addiction behavior of 21 students in the first year of the vocational certificate level,
group 13, Mechanical Engineering Department, Satuk Vocational College, used the
method of talking and agreeing that during the study, students were not allowed to
bring out their phones to play by requesting and explaining the negative effects of
playing with phones during the study that it would cause students problems with
studying, and creating an interesting study atmosphere by teaching interactively,
designing the teaching and learning to have discussions and exchange of opinions
among students, which helped increase participation and made students more
interested in studying, causing many students to stop playing games on their mobile
phones during the study, and students were more attentive to studying than before.
The comparison of the differences before and after used the method
of talking and agreeing that during the study, students were not allowed to bring out
their phones to play by requesting and explaining the negative effects of playing with
phones during the study, including creating an interesting study atmosphere by
teaching interactively and designing the teaching and learning to have discussions and
exchange of opinions among students. The differences were significant at the 0.84
level, which was in accordance with the hypothesis.



