INDONESIAN JOURNAL OF SPORT MANAGEMENT

INDONESIAN JOURNAL OF ¢
SPORT MANAGEMENT

Department of Physical Education, Universitas Majalengka, Indonesia

ISSN 2776-706X.

The Effect of Active Arcade Games on Physical Fitness and
Concentration of Eighth Grade Students at State Junior
High School 6 Manggar

Rhio Shuhendra™*®*, Yudanto?®?, Claudio Fadia Akbar3¢

"Faculty of Health Sports Science, Universitas Negeri Yogyakarta, Yogyakarta Special Region, Indonesia

ABSTRACT

Background: Physical fitness and concentration are two important factors that
influence student learning success. Unfortunately, many junior high school students
experience a decline in fitness and concentration due to sedentary lifestyles and
excessive use of electronic devices. Interactive technology-based games such as Active
Arcade offer a new approach that combines physical activity with engaging game
elements. These games are designed to improve physical fitness while training students'
focus and mental responsiveness. At State Junior High School 6 Manggar, physical
education methods remain conventional and have not fully accommodated the need for
enjoyable and stimulating activities. Results: The results of data analysis on the fitness
test obtained a sig. value of 0.000, indicating that the Active Arcade game has a
significant effect on the physical fitness of eighth-grade students at State Junior High
School 6 Manggar. Furthermore, the results of data analysis on the concentration test
obtained a sig. value of 0.000, indicating that the Active Arcade game has a significant
effect on the concentration of eighth-grade students at State Junior High School 6
Manggar. Furthermore, it appears that the average post-test score on the TKSI for the
experimental group is higher (13.80) than the average post-test score for the control
group (12.80). Similarly, the results of the Grid Concentration Test also show that the
average post-test score for the experimental group is higher (9.10) than the average
post-test score for the control group (7.85). Conclusion: There is a difference in the
effect of using Active Arcade games between the group that was given Active Arcade
treatment and the group that was not given treatment on children's fitness, where the
use of Active Arcade games was able to improve the physical fitness and concentration
of eighth grade students at State Junior High School 6 Manggar.
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Physical fitness is the body's ability to perform daily activities without experiencing
excessive fatigue and still having energy reserves for other activities. Concentration, on the
other hand, is an individual's ability to focus fully on an object or activity for a certain period
of time (Sugiarto et al., 2023). In the context of education, these two aspects are very
important because they directly affect the effectiveness of the learning process and the
academic achievement of students. (Rasyid Ridho et al., 2024) Educational technology-
based games like Active Arcade are increasingly being used as an alternative form of
learning that is both enjoyable and interactive. Active Arcade is a motion-based game
application that combines physical activity with cognitive challenges, thereby stimulating
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both physical fitness and concentration simultaneously. With its enjoyable and technology-
driven approach, this game has the potential to become an innovative solution for
enhancing the quality of learning in schools.

Previous research has shown that physical activity-based games can improve
students' physical fitness and cognitive abilities. For example, a study by (Winda Amalia et
al., 2024) found that an 8-week active game intervention improved the endurance and
learning focus of elementary school students. Another study by (Yoga et al., 2023) stated
that structured physical activity has a positive correlation with executive function,
including concentration and working memory. In Indonesia, several studies have also
examined the impact of educational games on students psychological and physical aspects;
however, these studies are limited to conventional or outdoor-based games. Few studies
have specifically examined the effects of technology-based games like Active Arcade on
the physical fitness and concentration of middle school students (Natal, 2022)

The problem that has emerged is the low level of physical fitness and concentration
among junior high school students, which has led to a decline in active participation in
learning and academic performance (Rusdiyanto & Arief, 2023). Many students experience
physical fatigue, lack of focus during lessons, and show signs of low motivation to learn.
This is exacerbated by daily activity patterns that tend to be passive, such as excessive use
of electronic devices and a lack of structured physical activity. Therefore, an approach is
needed that can integrate physical activity with cognitive stimulation in a fun and adaptive
way that keeps up with the times (Yuddy Pramudyanto et al., 2023)

At State Junior High School 6 Manggar, this phenomenon was also observed in initial
observations, which showed that most eighth-grade students had low physical fitness
levels and difficulty maintaining concentration during the learning process. Physical
education teachers reported that students' interest in conventional sports is declining,
while their interest in technology and digital games is increasing. This presents an
opportunity to integrate technology-based games such as Active Arcade as an alternative
learning medium that can simultaneously improve students' physical fitness and
concentration (Jasmani et al., 2020)

The purpose of this study was to determine the effect of Active Arcade games on the
physical fitness and concentration of eighth-grade students at State Junior High School 6
Manggar. This study is expected to contribute to the development of innovative and
technology-based learning methods and serve as a basis for policy-making in improving the
quality of physical education and learning in general at the junior high school level.

METHOD

This type of research is quantitative research with a quasi-experimental approach using a
pre-test and post-test control group design. Jack R. Fraenkel (in Mustaqgim, 2021) states
that quasi-experiments are studies intended to determine whether there is an effect or
influence of something imposed on the sample subjects. This method is used to determine
the effect of Active Arcade games on students' fitness and concentration. The research
design used is a Pre-test and Post-test Control Group Design, which will use one control
group and one experimental group. Both groups will be given different treatments, and
pre-tests and post-tests will be conducted on both groups. The experimental group will be
given treatment using a modern method, namely activities through the Active Arcade
Game, which consists of three categories of games, namely Box Attack, Cone Knock Out,
and Reaction Flow. Meanwhile, the control group will only be given activities using the old
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method, namely SKJ 2021 gymnastics or Anak Indonesia Hebat (AIH) 2024 gymnastics. The
independent variable in this study is the Game Active Arcade, while the dependent
variables are the students’' physical fitness levels and concentration

The type of research

This type of research is quantitative research with a quasi-experimental approach
using a pre-test and post-test control group design. Jack R. Fraenkel (in Mustagim, 2021)
states that quasi-experiments are studies intended to determine whether there is an effect
or influence of something imposed on the sample subjects. This method is used to
determine the effect of Active Arcade games on students' fitness and concentration. The
research design used is a Pre-test and Post-test Control Group Design, which will involve
one control group and one experimental group.

The time and location

This study was conducted at State Junior High School 6 Manggar JI Tengah, Kelubi
Village, East Belitung Regency. The author chose State Junior High School 6 Manggar as
the location for this study because that was where the researcher found the problem. This
study was conducted during the second semester of the 2024/2025 academic year over a
period of 4 weeks with a frequency of 3 sessions per week. Each session lasted between
50-60 minutes (including warm-up activities). As recommended by the World Health
Organization (WHO), participants should engage in 150-300 minutes of moderate-to-
vigorous physical activity per week, or 30 minutes to 1 hour per day. The study was
conducted in the afternoon or after school hours to avoid interfering with regular classes.
Due to the researchers' limitations, the total number of experimental sessions was set at
12, plus 1 session for the pre-test and 1 session for the post-test, making a total of 14
sessions. Sarwono & Ismaryanti (in Mustaqgim, 2021) state that “the optimal frequency of
practice sessions is 5—-6 sessions or 2—4 times per week.” This can be categorized as follows:
a) 5 sessions x 2 times per week = 10 meetings (minimum) b) 5 sessions x 3 times per week
= 15 meetings (medium) c) 5 sessions x 4 times per week = 20 meetings (maximum) For
further clarification, the following table illustrates the research implementation schedule.

Table 1. Research Implementation Schedule

Schedule Experimental Group Control Group Duration
Meeting 1 Pre-Test Pre-Test Adjusting
Meeting 2 Game Active Arcade SKJ Student 2021/ SAIH 2024  50-60 minutes
Meeting 3 Game Active Arcade SKJ Student 2021/ SAIH 2024  50-60 minutes
Meeting 4 Game Active Arcade SKJ Student 2021/ SAIH 2024  50-60 minutes
Meeting 5 Game Active Arcade SKJ Student 2021/ SAIH 2024  50-60 minutes
Meeting 6 Game Active Arcade SKJ Student 2021/ SAIH 2024  50-60 minutes
Meeting 7 Game Active Arcade SKJ Student 2021/ SAIH 2024  50-60 minutes
Meeting 8 Game Active Arcade SKJ Student 2021/ SAIH 2024  50-60 minutes
Meeting 9 Game Active Arcade SKJ Student 2021/ SAIH 2024  50-60 minutes
Meeting 10 Game Active Arcade SKJ Student 2021/ SAIH 2024  50-60 minutes
Meeting 11 Game Active Arcade SKJ Student 2021/ SAIH 2024  50-60 minutes
Meeting 12 Game Active Arcade SKJ Student 2021/ SAIH 2024  50-60 minutes
Meeting 13 Game Active Arcade SKJ Student 2021/ SAIH 2024  50-60 minutes
Meeting 14  Post-test Post-Test Adjusting
The goals or target
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The population used in this study were eighth grade students at State Junior High
School 6 Manggar. The sampling technique used in this study was saturated sampling,
according to Sugiyono (2014), “saturated sampling is a technique for determining a sample
when all members of the population are used as samples.” Based on this opinion, the
sample in this study was the entire population consisting of 40 students divided into group
A (experimental group) and group B (control group). To divide the sample groups from the
population, lottery tickets were used.

Instruments

In this study, the instrument used to measure students' physical fitness levels is the
TKSI Fase-D (Indonesian Student Fitness Test Phase-D for junior high school students)
observation test. The TKSI Fase-D instrument

Data collection techniques

The data collection technique in this study used tests to measure students' fitness
and concentration levels. To measure students' physical fitness, the TKSI (Indonesian
Student Fitness Test) Phase-D instrument was used, which can be accessed online from the
Ministry of Education and Culture website. Then, to measure students' concentration
levels, the Grid Concentration Test (GCT) was used. The Grid Concentration Test has a
validity of 0.912 and reliability of 0.803, while the validity and reliability of the TKSI
instrument can be observed in the following table.

Table 2. the validity and reliability of the TKSI instrument

TKSI Validity Reliability
Hand and Eye Coordination 0.706 0.701
Sit-Up 0.740 0.698
Standing Broad Jump Test 0.766 0.695
T-Test 0.795 0.692
Beep Test 0.744 0.697

To determine the effect of treatment on the experimental group and control group
on students’' physical fitness and concentration, a Paired Sample T-test was used for each
group with a significance level of 5% (0.05). This hypothesis testing was conducted using
SPSS 23 for Windows.

Data analysis techniques

Hypothesis testing using parametric statistics. To determine the effect of treatment
on the experimental group and control group on students' physical fitness and
concentration, a Paired Sample T-test was used for each group with a significance level of
5% (0.05). The experimental group implemented the Active Arcade game, while the control
group implemented SKJ 2021 exercises and AlH 2024 exercises. The pre-test and post-test
data will then be analyzed using SPSS 23 for Windows. The explanation of the data test
analysis will be described as follows.

RESULTS AND DISCUSSION

Results
The results of the students' fitness tests will be described through pre-test and post-
test results using TKSI. The pre-test is the TKSI result for the 67 experimental group and
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the control group before both groups were given treatment to determine the students'
initial fitness level. Meanwhile, the post-test is the TKSI result for the experimental group
and the control group after both groups were given treatment. The results of the TKSI
using the Active Arcade game can be seen in the table below.

Table 3. Summary of TKSI Results Data

Pre-Test Post-Test
Experiment | Control | Experiment | Control
Maximum Score 19 17 20 17
Minimum Score 9 8 10 9
Amount 244 244 276 256
Average 12,2 12.2 13,8 12,8

Looking at the results of the pre-test and post-test TKSI above, it can be concluded
that before the treatment was given, the initial TKSI scores between the experimental
group and the control group were relatively the same, whereas after the treatment in the
form of Active Arcade games was given, there was an increase in the TKSI scores in the 68
experimental groups. In the control group, there was also an increase, but not in significant
numbers. This was because the control group did not receive the Active Arcade game
treatment and was only given regular activities such as SKJ exercises or SAIH exercises.
Furthermore, based on observations conducted by the researcher, children who were
given physical activities using technology and games became more enthusiastic about
moving.

The description of the research results obtained by the researcher is data derived
from the pre-test and post-test results. A summary of the TKSI results for the experimental
group and the control group can be seen in the following table.

Table 4. Results of TKSI in the experimental group and control group

Categories Experiment Control
Pre-Test Post-Test Pre-Test Post-Test
Verry Less (Skor 1-5) o o o o
Less (Score 6-10) 8 2 7 5
Currently (Score 11-15 10 12 1 12
Good (Score 16-20) 2 6 2 3
Verry Good (Score 21-25 0 0 0 0

If we look closely at the summary of the TKSI results, the experimental group
achieved better results than the control group. This is shown by the experimental group in
the “poor” category, which initially had 8 people and now has 2 people, while the control
group initially had 7 people and now has 5 people. Furthermore, the experimental group
showed animprovement in the “moderate” category, which decreased from 10 to 12, while
the control group remained at 11. Additionally, the experimental group experienced an
improvement in the “good” category, increasing from 2 to 6, while the control group
remained at 3. After discussing the fitness test results through the TKSI, the next section
will explain the concentration test results, which will be described through the pre-test and
post-test results on the Grid Concentration Test. For further clarification, the summary of
the Grid Concentration Test results for the experimental group and the control group can
be seen in the following table.

Table 5. Summary of Grid Concentration Test Results
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Pre-Test Post-Test
Experiment | Control | Experiment | Control
Maximum Score 9 9 13 11
Minimum Score 4 4 7 5
Amount 136 138 182 157
Average 6,78 6,89 9,05 7,72

Based on the summary table of the Grid Concentration Test data, the pre-test results
for the experimental group were a maximum score of 9 and a minimum score of 4, with a
total score of 136 and an average score of 6.78. Meanwhile, the pre-test results for the
control group were a maximum score of 9 and a minimum score of 4, with a total score of
138 and an average score of 6.89. The post-test results of the Grid Concentration Test
obtained by the experimental group were a maximum score of 13 and a minimum score of
7, with a total score of 182 and an average score of 9.05. Meanwhile, the post-test results
of the control group obtained a maximum score of 11 and a minimum score of 5, with a total
score of 157 and an average score of 7.72.

Looking at the pre-test and post-test results of the Grid Concentration Test above, it
can be concluded that before the treatment was given, the initial Grid Concentration Test
scores between the experimental group and the control group were relatively the same,
while after the treatment in the form of the Active Arcade game was given, there was an
increase in the Grid Concentration Test scores in the experimental group. In the control
group, there was also an increase, but not in large numbers. This was because the control
group was not given the Active Arcade game treatment and was only given regular physical
fitness activities such as SKJ or SAIH exercises (Destriana et al., 2022). Furthermore, based
on observations made by the researcher, children who were given physical activities using
technology and games would try to optimize their concentration in receiving movement
commands from the game application (Tirtana & Yuli Hartati, 2022).

Table 6. Results of the Grid Concentration Test in the experimental group and control group

Categories Experiment Control
Pre-Test Post-Test Pre-Test Pre-Test
Verry Less (Skor 1-5) 4 o 3 1
Less (Score 6-10) 16 15 17 18
Currently (Score 11-15 0 5 0 1
Good (Score 16-20) 0 0 0 0
Verry Good (Score 21-25 0 0 0 0

If we look closely at the summary of the Grid Concentration Test results, the
experimental group obtained better results than the control group. This is shown by the
experimental group in the “very poor” category, which initially had 4 people and now has
none, while the control group initially had 3 people and now has 1 person. Furthermore,
the experimental group showed an improvement in the “moderate” category, which
decreased from 16 to 15, while the control group increased from 17 to 18. Additionally, the
experimental group showed anincrease in the “moderate” category, which initially had no
students and now has 5 students, while the control group, which initially had no students,
now has 1student. For the ‘good’ and “very good” categories, no students from either the

experimental or control groups achieved these categories.
Data analysis to test this hypothesis used the Paired Sample T-test. The following are the
results of the Paired Sample T-test from the concentration test of the experimental class.
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Table 7. Results of Paired Sample T-test on TKSI (Experimental Class)

Std. Mean t df  Sig. (2-tailed)
Deviation Pre-Test Post-Test
Paired Sample .503 12.20 13.80 14.236 19 .000
Test

Source

Data analysis to test this hypothesis used the Paired Sample T-test. The following are the
results of the Paired Sample T-test from the concentration test data of the control class.

Table 8. Results of Paired Sample T-test on TKSI (Control Class)
Std. Mean t df Sig. (2-tailed)
Deviation Pre-Test Post-Test
Paired Sample .503 12.20 12.80 -5.339 19 .000
Test

Source

To determine whether there was a difference in the effect of treatment on the two groups,
analysis of covariance (ANCOVA) was used. The following are the results of the analysis of
covariance test from the fitness test data.

Table 2. Results of ANCOVA Test of Indonesian Student Fitness Test (TKSI)

Type Il Sum Mean (Post-Test) Mean .
Source . F Sig
of Squares Experiment  Control Square
ANCOVA 10.000 13.80 12.80 1 10.000 38.564 .000

Based on the ANCOVA test results table above, in the “treatment” row, a significance
value of 0.000 was obtained. Because the significance value is far below 0.05, Ho is rejected
and H1 is accepted. Thus, it can be concluded that there is a difference in the effect
between the group given the Active Arcade game treatment and the group not given the
Active Arcade game treatment. Furthermore, when examining the post-test average
scores, it is evident that the post-test average score of the experimental group (13.80) is
higher than that of the control group (12.80). From these post-test average scores, it can
be concluded that there is a difference in the effect of Active Arcade games and fitness
exercises on children's fitness levels, where the use of Active Arcade games is more
effective in improving the fitness of eighth-grade students at State Junior High School 6
Manggar.

Discussion

Social This study aims to determine whether there is an effect of Active Arcade games
on the fitness and concentration of eighth-grade students at State Junior High School 6
Manggar. In this study, the researcher conducted an experiment using Active Arcade
games applied to students using smartphones. This is expected to make children interested
and enthusiastic about moving while playing to improve their physical fitness levels. As
stated by (Lisvianto et al., 2024) in his research, he used the development of a multimedia
interactive fitness learning media product based on speed using Autoplay media. In this
application development product, there are eight forms of speed-based physical fitness
games packaged in the form of games. The results of the study indicate that this product
is suitable for use in the learning process and can serve as an educational tool to enhance
students abilities (Sumantri et al., 2024)

Additionally, (Arifah et al., 2025) in the journal Interactive Learning Environments also
discussed research on improving students' physical fitness and physical development
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through the use of digital applications. The results showed that digital technology has
proven effective in increasing students' motivation to participate in physical education.
(Yanuarius Ricardus Natal et al., 2023) also argues that to encourage student engagement
and greater interest in learning content as well as motivation to move, the application of
digital technology can be utilized. With the availability of devices such as smartphones and
the implementation of the Active Arcade game, children today will be more interested in
moving while playing, thereby making them healthier. In addition, activities that make
children fitter can also have a positive impact on their concentration/focus abilities. As
stated by (Fadhlan et al., 2025), physical fitness is one of the systems of the body that
supports brain performance, enabling it to concentrate well. Therefore, we understand the
importance of engaging in regular physical activity, which offers numerous positive
benefits for the body, including cognitive abilities such as concentration. (Sidik et al., 2024)
emphasizes that physical activity can improve important bodily functions, such as
concentration, memory, and intellectual abilities.

Adding to this, research conducted by (Aghla, 2023) also explains that regular
physical activity will increase the number of capillaries in the brain, which allows for the
transport of oxygen in the blood. The amount of oxygen in the blood has an impact on a
person's cognitive abilities. Therefore, engaging in physical activity through games like
Active Arcade can make children today more interested in moving while playing, thereby
improving their concentration and cognitive abilities. As stated by (Pratama & Winarno,
2022) one of the positive effects of playing games is improving concentration, as some
games require players to focus, which can help enhance a person's concentration skills.
The use of SKJ or SAIH exercises can also improve fitness and concentration, but when
compared to Active Arcade games, it turns out that games using smartphones are more
effective in improving fitness and concentration. This may be because children are more
interested and enthusiastic about engaging in activities while playing on a smartphone
compared to traditional activities like exercise (Krissanthy et al, 2020). The
implementation of Active Arcade games has been found to encourage students to move
actively without realizing that they are engaging in physical activities that can improve their
fitness and concentration abilities (Widohardhono et al., 2024)

Based on the above explanation, Active Arcade games can support fitness and
concentration levels. This shows that Active Arcade games have an effect on children's
fitness and concentration abilities. Applying this, the treatment results in this study were
obtained. The sig. value was 0.000 in the TKSI results and 0.000 in the Grid Concentration
Test results. If the significance value is far below 0.05, Ho is rejected and H1 is accepted.
Thus, in this study, it can be concluded that there is an effect of Active Arcade games on
the fitness and concentration of eighth-grade students at State Junior High School 6
Manggar (Lature, 2024)

Furthermore, the provision of physical activities such as fitness exercises (SKJ 2021
and SAIH 2024) to the control group may also influence students fitness levels and
concentration. In the analysis of the control group data, the significance values obtained
were sig. 0.000 in the TKSI results and sig. 0.000 in the Grid Concentration Test results,
indicating that fitness exercises (SKJ 2021 and SAIH 2024) also have an effect on the fitness
and concentration of eighth-grade students at State Junior High School 6 Manggar.
However, when examining the Effect Size calculations for both groups, it can be seen that
the Effect Size for the experimental group in the fitness test was 3.183, which is larger than
that of the control group, which was 1.194. Similarly, the Effect Size calculation for the
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experimental group in the concentration test was 2.35, which was also larger than that of
the control group, which was 1.251. Thus, the experimental group had a greater influence
compared to the control group. By implementing the Active Arcade game, the
experimental group had a positive influence on the fitness level of the students. Based on
the researcher's observations, this occurred because children who engaged in physical
activities using the Active Arcade game were more enthusiastic, enabling them to optimize
their abilities. (Hezron Alhim Dos Santos, 2020)

Furthermore, to see the improvement in the achievement categories in the fitness
test results (TKSI), it can be seenin the table of student achievement categories in the TKSI
results, where the experimental group obtained better results than the control group. This
is shown by the experimental group in the “poor” category, which initially consisted of 8
people and decreased to 2 people, while the control group initially consisted of 7 people
and decreased to 5 people. Furthermore, the experimental group experienced an increase
in the “moderate” category, which initially consisted of 10 students and increased to 12
students, while the control group remained at 11 students. Additionally, the experimental
group also showed an increase in the “good” category, which initially consisted of 2
students and increased to 6 students, while the control group remained at 3 students.

To see the improvement in category achievement in the concentration test results,
refer to the table of student achievement categories in the Grid Concentration Test results,
which shows that the experimental group achieved better results than the control group.
This is indicated by the experimental group in the “very poor” category, which decreased
from 4 to o, while the control group decreased from 3 to 1. Furthermore, the experimental
group experienced an increase in the “poor” category, which decreased from 16 students
to 15 students, while the control group increased from 17 students to 18 students.
Additionally, the experimental group showed an improvement in the “moderate”
category, which increased from none to 5 students, while the control group, which had
none, increased to 1 student. For the ‘good’ and “very good” categories, no students from
either the experimental or control groups achieved these categories.

Then, when examining the average scores of the children's post-test results, it
appears that the average score in the experimental group's post-test is higher than the
average score in the control group's post-test. In the fitness test (TKSI), the average post-
test score of the experimental group of children reached 13.80, higher than the average
post-test score of the control group, which only reached 12.80. Meanwhile, in terms of
concentration ability, the average post-test score of the experimental group of children
reached 9.10, higher than the average post-test score of the control group, which only
reached 7.85. Based on the average scores obtained from the post-test, the conclusion that
can be drawn is that there is a difference in the effect between the group that received the
Active Arcade game treatment and the group that did not receive the Active Arcade game
treatment in terms of improving the physical fitness and concentration of eighth-grade
students at STATE JUNIOR HIGH SCHOOL 6 Manggar.

Based on the explanation of the theory and results of the Active Arcade game
treatment, it can be concluded that this study supports the theories that physical activity
using the Active Arcade game on smartphones can stimulate children to improve their
fitness and concentration (Zainudin et al., 2019). Based on the research findings, it is
concluded that the Active Arcade game has a positive impact on the physical fitness and
concentration of eighth-grade students at State Junior High School 6 Manggar. This is a
good innovation to support the development of physical education in the future, as it is
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hoped that this idea will not only be applied at home but also in classroom learning
contexts, such as incorporating Active Arcade games into lessons to make children more
interested and enthusiastic about engaging in physical activities while playing, thereby
improving their physical fitness and concentration skills (Aprianti, 2020). Therefore, in
terms of training and maintaining fitness levels and concentration, this can be achieved by
regularly using Active Arcade games, as these games are very easy to play for both students
and the general public, and can be done anywhere and anytime (Repiansyah et al., 2016).

CONCLUSION

There is an influence of Active Arcade games on the physical fitness of eighth-grade
students at State Junior High School 6 Manggar. This was proven by the results of data
analysis, which showed a sig. value of 0.000. If the significance value is below 0.05, Ho is
rejected and H1is accepted. Therefore, it can be concluded that there is an influence of the
Active Arcade game on the physical fitness of eighth-grade students at State Junior High
School 6 Manggar. From these post-test average scores, it can be concluded that there is
a difference in the effect of using the Active Arcade game between the group that received
the Active Arcade game treatment and the group that did not receive the treatment on the
physical fitness of students, where the use of the Active Arcade game was able to improve
the physical fitness of eighth-grade students at State Junior High School 6 Manggar.

Then, there is an influence of Active Arcade games on the concentration of eighth-
grade students at State Junior High School 6 Manggar. This was proven by the results of
data analysis, which obtained a sig. value of 0.000. If the significance value is below 0.05,
Ho is rejected and H1is accepted. Therefore, it can be concluded that there is an influence
of the Active Arcade game on the concentration of eighth-grade students at State Junior
High School 6 Manggar. Additionally, the average post-test score of the experimental
group (9.10) was higher than that of the control group (7.85). From these post-test average
scores, it can be concluded that there is a difference in the effect of using the Active Arcade
game between the group that received the Active Arcade game treatment and the group
that did not receive the treatment on students' concentration ability, where the use of the
Active Arcade game was able to improve the concentration of eighth-grade students at
State Junior High School 6 Manggar.
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