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ABSTRAK

Latar belakang: Bermain video game merupakan kegiatan rekreasi yang populer
di seluruh dunia. Video game tipe First Person Shooter menuntut pemainnya
untuk selalu waspada dan memikirkan strategi sehingga memerlukan kemampuan
kognisi yang baik. Salah satu parameter untuk mengevaluasi kemampuan kognisi
adalah atensi.

Tujuan: Mengetahui pengaruh bermain video game tipe first person shooter
terhadap atensi.

Metode: Penelitian ini menggunakan metode eksperimental murni. Sampel
penelitian adalah mahasiswa Fakultas Kedokteran Undip (n=36) yang diukur
atensinya menggunakan software Attention Network Test sebelum dan sesudah
bermain video game selama 30 menit, satu jam dan dua jam. Atensi antara
sebelum dan sesudah bermain video game dianalisis menggunakan uji T
berpasangan, sedangkan perubahan atensi antar kelompok dianalisis dengan
menggunakan One Way ANOVA.

Hasil: Ditemukan rerata peningkatan atensi pada fungsi conflict subyek penelitian
yang bermain video game tipe first person shooter selama satu jam dari
107,0£20,88 ms menjadi 88,9+12,30 ms dengan P = 0,010.

Kesimpulan: Bermain video game tipe first person shooter selama satu jam dapat
meningkatkan atensi pada fungsi conflict.

Kata Kunci : Video Game, First Person Shooter, Atensi, Attention Network Test
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ABSTRACT

Background: Playing video game is one of the most popular recreational
activities in the world. First Person Shooter video games require gamers to
always have high alert and strategy so they need better cognition skills. One of
many parameters of cognition skills is attention.

Objective: To investigate the effect of playing first person shooter video game on
attention.

Method: This was true experimental research and the samples were students of
Faculty of Medicine at Diponegoro University (n=36). The attention was
measured using Attention Network Test software before and after playing video
game for 30 minutes, one hour and two hours. The data were analyzed using
Paired T-Test and One Way ANOVA.

Results: There is attention enhancement on conflict/executive function in samples
who played first person shooter video game for an hour from 107,0+20,88 ms to
88,9+12,30 ms with P=0,010.

Conclusion: Playing first person shooter video game for an hour enhances
attention skill on conflict function.

Keywords: Video Game, First Person Shooter, Attention, Attention Network Test
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