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ABSTRAK

Latar Belakang: Video game banyak digunakan di seluruh dunia dan dapat
dimainkan oleh siapa saja. Video game tipe endless running memerlukan koordinasi
visual dan motorik yang baik karena jenis game ini menuntut pemainnya untuk
berkonsentrasi penuh dan bereaksi cepat. Waktu reaksi merupakan salah satu
parameter yang dapat diukur untuk menilai kemampuan koordinasi visual dan
motorik.

Tujuan: Mengetahui pengaruh bermain video game tipe endless running terhadap
waktu reaksi.

Metode: Penelitian ini menggunakan metode eksperimental dengan rancangan
comparison group pre-test and post-test design. Subjek penelitian adalah 34
mahasiswi Fakultas Kedokteran Universitas Diponegoro berusia 17-22 tahun yang
dibagi menjadi dua kelompok yaitu kelompok kontrol yang tidak bermain video game
selama 4 minggu dan kelompok perlakuan yang bermain video game tipe endless
running 5 hari/minggu selama 4 minggu dengan frekuensi 1 jam/hari. Masing-masing
subjek penelitian diukur waktu reaksi sebelum dan sesudah perlakuan 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 T-tidak berpasangan.

Hasil: Ditemukan rerata penurunan waktu reaksi yang bermakna pada subjek
penelitian kelompok perlakuan (p<0,001). Terdapat perbedaan rerata perubahan
waktu reaksi yang bermakna antara subjek penelitian pada kelompok kontrol dan
kelompok perlakuan (p=0,003).

Kesimpulan: Bermain video game tipe endless running dapat menurunkan waktu
reaksi.

Kata Kunci: Waktu Reaksi, Video Game, Endless Running, Attention Network Test

Xiii



ABSTRACT

Background: Video game is widely used throughout the world and can be played by
anyone. Endless running is a type of video game that requires a good visual and
motor coordination because this video game needs players to concentrate and react
quickly. The reaction time is one of the parameters that can be measured to assess the
ability of visual and motor coordination.

Aim: To investigate the effect of playing an endless running video game on reaction
time.

Methods: This research was an experimental study with pre-test and post-test design.
Thirty four female college student aged 17-22 were recruited as research subjects
who divided into two groups: control group who did not play video game for 4 weeks
and treatment group who play endless running video game 5 days/week for 4 weeks
with a frequency of 1 hour/day. Their reaction time were measured using Attention
Network Test before and after treatment. The reaction time before and after playing
video game were analyzed using paired T-test. Changes in reaction time between
groups were analyzed using unpaired T-test.

Results: There was a significant mean reaction time reduction on subjects in
treatment group (p<0.001). There were significant mean reaction time changes
between subjects in control group and treatment group (p=0.003).

Conclusions: Playing an endless running video game decrease the reaction time.

Keywords: Reaction Time, Video Game, Endless Running, Attention Network Test
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