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LAMPIRAN 

Lampiran 1.1 Surat Izin Penelitian Dinas PTSP Kota Makassar 
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Lampiran 1.2. Surat Rekomendasi Persetujuan Etik Penelitian 
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Lampiran 1.3 Surat Keterangan Telah Menyelesaikan Penelitian 
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Lampiran 1.4 Informed Consent 
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Lampiran 1.5 Data Diri Responden 
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Lampiran 1.6 Bukti Pengisian Kuesioner 
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Lampiran 1.7 Alat Ukur Reaction time 
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Lampiran 1.8 Alat Ukur VO2max (Bangku Harvard) 
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Lampiran 1.9 Hasil Uji Statistik SPSS 

Umur 

 Frequency Percent Valid Percent 

Cumulative 

Percent 

Valid 18 1 2.0 2.0 2.0 

19 7 14.3 14.3 16.3 

20 15 30.6 30.6 46.9 

21 17 34.7 34.7 81.6 

22 3 6.1 6.1 87.8 

23 4 8.2 8.2 95.9 

24 2 4.1 4.1 100.0 

Total 49 100.0 100.0  

 

Genre E-sports 

 Frequency Percent Valid Percent 

Cumulative 

Percent 

Valid Battle Royal 15 30.6 30.6 30.6 

MOBA 34 69.4 69.4 100.0 

Total 49 100.0 100.0  

 

Tingkat Aktivitas Fisik 

 Frequency Percent Valid Percent 

Cumulative 

Percent 

Valid Rendah 15 30.6 30.6 30.6 

Sedang 34 69.4 69.4 100.0 

Total 49 100.0 100.0  

 

Umur * Tingkat Aktivitas Fisik Crosstabulation 

 

Tingkat Aktivitas Fisik 

Total Rendah Sedang 

Umur 18 1 0 1 

19 2 5 7 

20 4 11 15 

21 5 12 17 

22 0 3 3 

23 3 1 4 

24 0 2 2 

Total 15 34 49 
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Tingkat Kebugaran Kardiorespirasi 

 Frequency Percent Valid Percent 

Cumulative 

Percent 

Valid Kurang 6 12.2 12.2 12.2 

Cukup 20 40.8 40.8 53.1 

Baik 15 30.6 30.6 83.7 

Baik sekali 8 16.3 16.3 100.0 

Total 49 100.0 100.0  

 

Umur * Tingkat Kebugaran Kardiorespirasi Crosstabulation 

Count   

 

Tingkat Kebugaran Kardiorespirasi 

Total Kurang Cukup Baik Baik sekali 

Umur 18 0 0 1 0 1 

19 1 3 1 2 7 

20 1 5 6 3 15 

21 3 7 5 2 17 

22 0 2 0 1 3 

23 1 2 1 0 4 

24 0 1 1 0 2 

Total 6 20 15 8 49 

 

Descriptive Statistics 

 N Minimum Maximum Mean Std. Deviation 

Visual Reaction Time 49 193 301 237.16 23.176 

Auditory Reaction Time 49 537 738 619.04 48.537 

Ruler Drop Reaction Time 49 153 208 175.53 12.069 

Valid N (listwise) 49     

 

Correlations 

 Tingkat Aktivitas Fisik 

Spearman's rho Tingkat Aktivitas Fisik Correlation Coefficient 1.000 

Sig. (2-tailed) . 

N 49 

Visual Reaction Time Correlation Coefficient -.049 

Sig. (2-tailed) .740 

N 49 

Auditory Reaction Time Correlation Coefficient -.141 

Sig. (2-tailed) .334 

N 49 
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Ruler Drop Reaction 

Time 

Correlation Coefficient -.074 

Sig. (2-tailed) .615 

N 49 

*. Correlation is significant at the 0.05 level (2-tailed). 

**. Correlation is significant at the 0.01 level (2-tailed). 

 

Correlations 

 

Tingkat Kebugaran 

Kardiorespirasi 

Spearman's rho Tingkat Kebugaran 

Kardiorespirasi 

Correlation Coefficient 1.000 

Sig. (2-tailed) . 

N 49 

Visual Reaction Time Correlation Coefficient -.551** 

Sig. (2-tailed) .000 

N 49 

Auditory Reaction Time Correlation Coefficient -.353* 

Sig. (2-tailed) .013 

N 49 

Ruler Drop Reaction Time Correlation Coefficient -.548** 

Sig. (2-tailed) .000 

N 49 

**. Correlation is significant at the 0.01 level (2-tailed). 

*. Correlation is significant at the 0.05 level (2-tailed). 
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Lampiran 1.10 Dokumentasi Proses Penelitian 

    
Proses pengukuran reaction time. 

 
Proses pengukuran kebugaran kardiorespirasi (VO2max). 

  
Proses pengisian kuesioner aktivitas fisik. 
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Lampiran 1.11 Riwayat Hidup Peneliti 

 

BIODATA 

 

Nama   : Febrianto 

NIM   : R021191056 

Angkatan  : 2019 

Tempat tanggal lahir : Sassa, 25 Februari 2001 

Jenis kelamin  : Laki-laki 

Agama  : Islam 

Alamat  : Jalan Poros Sassa, Desa Sassa, 

     Kec. Baebunta, Kab. Luwu Utara 

No. Telp  : 085342608172 

Email   : febriantoyzf@gmail.com 

Hobi   : Olahraga 

Motto   : Bersyukur dan mengambil pelajaran 

 

Riwayat pendidikan : 

● SD Negeri 029 Sassa (2007 – 2013) 
● SMP Negeri 4 Masamba (2013 – 2016) 
● SMA Negeri 8 Luwu Utara (2016 – 2019) 
● S1 Fisioterapi Fakultas Keperawatan Universitas Hasanuddin (2019 – 

sekarang) 
 

Riwayat organisasi : 

● Pengurus Harian Himpunan Mahasiswa Fisioterapi F.Kep-UH 
● Pengurus Harian Himpunan Mahasiswa Islam (HMI) Komisariat 

Kedokteran Universitas Hasanuddin 
● Pengurus TBF Sternum Himafisio F.Kep-UH 

● Ketua Majelis Permusyawaratan Mahasiswa Kema F.Kep-UH 

 

Riwayat pelatihan: 

● Latihan Kepemimpinan 1 HIMAFISIO F.Kep-UH tahun 2019 
● Basic Training HMI komisariat Kedokteran Universitas Hasanuddin tahun 

2020 
● Latihan Kepemimpinan Tingkat Menengah (LKTM) FIKP UNHAS tahun 

2021 
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Lampiran 1.12 Draft Artikel Penelitian
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Lampiran 1.13 Bukti Submit Artikel Penelitian 

 

 


