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ABSTRAK 
 
 
Latar Belakang: Bermain video game merupakan salah satu kegiatan rekreasi 
yang paling populer. Video game tipe First Person Shooter menuntut pemainnya 
untuk berkonsentrasi, berpikir dan bereaksi cepat sehingga memerlukan  
koordinasi visual dan motorik yang baik. Salah satu parameter fisiologis untuk 
mengevaluasi kemampuan koordinasi visual dan motorik adalah waktu reaksi. 
Tujuan: Mengetahui pengaruh bermain video game tipe First Person Shooter 
terhadap waktu reaksi. 
Metode: Penelitian menggunakan metode eksperimental murni. Subjek penelitian 
adalah mahasiswa Fakultas Kedokteran Universitas Diponegoro (n=36) yang 
diukur waktu reaksi sebelum dan sesudah bermain video game selama 30 menit, 1 
jam dan 2 jam menggunakan software Attention Network Test. Waktu reaksi 
sebelum dan sesudah bermain video game dianalisis dengan uji-T berpasangan. 
Perubahan waktu reaksi antarkelompok dianalisis dengan uji One Way ANOVA 
dilanjutkan dengan uji post-hoc Tukey. 
Hasil: Ditemukan rerata penurunan waktu reaksi yang bermakna pada subjek 
penelitian yang bermain video game First Person Shooter selama 30 menit yaitu 
37,00±28,24 milisekon (p=0,004) dan selama 1 jam yaitu 35,88±15,61 milisekon 
(p<0,001). Terdapat perbedaan perubahan waktu  reaksi yang bermakna antara 
subjek penelitian yang bermain video game simulasi dengan yang bermain video 
game First Person Shooter (p=0,046) dan antara subjek penelitian yang bermain 
First Person Shooter selama 30 menit dengan 2 jam (p=0,003) dan yang bermain 
video game First Person Shooter selama 1 jam dengan 2 jam (p=0,004). 
Kesimpulan: Bermain video game tipe first person shooter selama 30 menit dan 
1 jam menurunkan waktu reaksi seseorang. 
 
 
Kata Kunci: Waktu Reaksi, Video Game, First Person Shooter, Attention 

Network Test 
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ABSTRACT 
 
 
Background: Playing video games is one of the most popular leisure activities in 
the world. First Person Shooter video game requires players to concentrate, think 
and react quickly that needs good visual-motor coordination. Reaction time is one 
of many physiological parameters to evaluate the visual-motor coordination 
ability.  
Aim: To investigate the effect of playing First Person Shooter video game on 
reaction time 
Method: This research was true experimental study using Faculty of Medicine 
Diponegoro University’s students as research subjects (n=36), their reaction time 
were measured by Attention Network Test before and after playing video game for 
30 minutes, 1 hour and 2 hours. For data analysis paired T-test, One Way Anova 
and tukey post-hoc tests were used. 
Result: There is significant mean reaction time reduction on subjects playing 
First Person Shooter video game for 30 minutes (37,00±28,2 milliseconds; 
p=0,004) and 1 hour (35,88±15,61 milliseconds; p<0,001). Then there is a 
significant difference in mean reaction time alteration between subjects playing 
simulation video game and First Person Shooter video game (p=0,046). Later, 
there is a significant difference in mean reaction time alteration between subjects 
playing First Person Shooter video game for 30 minutes and 2 hours (p=0,003) 
and between subjects playing First Person Shooter video game for 1 hour and 2 
hours (p=0,004). 
Conclusion: Playing First Person Shooter video game for 30 minutes and 1 hour 
reduce reaction time. 
 
 
Keywords: Reaction Time, Video Game, First Person Shooter, Attention Network 

Test 
 
 
 
 
 

 

 

 


