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 Background: Problems in the brain system result in autistic students 

exhibiting attention deficits when studying content outside of their special 

interest areas, which causes significant problems with their learning 

concentration. As a result of this concentration problem, it is difficult for 

autistic students to grasp the learning material provided by the teacher in class. 

The aim is to develop Video Game Therapy (V-GT) to address the issue of 

concentration in teaching autistic students. 

Method: This research is a Research and Development (R&D) type of study 

aimed at developing a product and testing the results of its development. The 

study population was autistic children aged 6-10 years who had low 

concentrations, and only had 5 children with autism. Samples were taken by 

proportional random sampling for autistic children in Surakarta with the 

Slovin formula, a significance of 0.10  

Result: The results showed that, based on the due diligence, Video Games 

Therapy (V-GT) was categorized as very good. This means that it can be used 

for concentration therapy for autistic students. Testing the effectiveness of V-

GT with the pre-post test shows that it can increase the learning concentration 

of autistic students. 

Conclusion: Development of Kinect-based Video Game Therapy (V-GT) to 

accommodate the convenience of autistic games, and the duration of the game 

is set so that autistic students can maximize their learning concentration. 
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INTRODUCTION  

Autistic disorder is characterized classically by disturbances of social interaction, social 

communication, and social imagination. Autistic disorder is the fastest-growing developmental disorder in 

countries around the world (Li et al, 2018). By 2022, the study found that the global prevalence of autism had 

increased to 1 in 100 children (Zeidan et al., 2022). The results of the study show that the prevalence of autism 

is 1:100 on average globally. The number of people with autism increases every year; at least 500 children are 

diagnosed every year. According to the latest data, the number of people with autism in Indonesia in 2022 is 

around 2.4 million (BPS, 2022). A total of 6,691 school-age children are experiencing various learning 

difficulties in the classroom. Autistic children have abnormalities that distinguish them from children in 

general, but autistic children can also learn at school (Barutu et al., 2022). The number of sensory abilities in 

https://doi.org/10.64600/vo2-no1-8-14
https://creativecommons.org/licenses/by-sa/4.0/


JSLCR ISSN: -  

 

 Effectiveness of Using Video Game Therapy … (Dian Atnantomi Wiliyanto) 

9 

autistic children is still low and different for each autistic child, depending on their communication and 

concentration abilities (Wing et al., 2011). Disturbances in concentration are considered early markers of 

autistic children's disorders, which result in cognitive decline at school (Sano et al., 2021). 

Children with autism spectrum disorders (ASD) show difficulty paying attention when learning (Banire 

et al., 2020). Problems in the brain system result in autistic students exhibiting attention deficits when studying 

content outside their area of special interest, which causes significant problems with their ability to concentrate 

on learning (Strickroth et al., 2020). Teachers often find it challenging to support autistic children in 

concentrating on learning and class assignments (Aliee et al., 2013). The study's results showed that 78% of 

autistic children had poor concentration abilities, making it difficult for them to complete tasks assigned by the 

teacher (Gao et al., 2025). As a result of this concentration problem, it is difficult for autistic students to grasp 

the learning material provided by the teacher in class. This can result in low learning outcomes and leave 

students behind their peers in class. With poor autistic children's concentration, therapy needs to be given to 

increase their concentration level. When providing concentration therapy for autistic children, it is essential to 

consider the use of colors that children enjoy in the therapeutic media used by the teacher. The use of attractive 

colors can alter the concentration of autistic children, as they will focus on what they like (Nair et al., 2022). 

By combining video games and therapy designed by video games for Autistic Children with motion-

based touchless devices, such as Microsoft Kinect devices, and touch screens with gadget devices. The use of 

these media to enhance the concentration abilities of autistic children through therapeutic approaches such as 

ABA, occupational therapy, visual, and audio play (Almeida et al., 2019; Bimantara et al., 2015; Prasetya & 

Mutiara, 2014). By packaging video games inclusively, including elements of Autism therapy to improve the 

concentration abilities of autistic children, as a form of therapy (Malinverni et al., 2017). However, it is 

necessary to design games that do not cause children to have tantrums, such as those with a high or complicated 

level of difficulty (Mazurek et al., 2015). In this study, making games prioritizes concentration and eye contact 

in autistic children, so they use simpler games and emphasize colors that attract children's attention (Engelhardt 

et al., 2017). Games that will be developed to help autistic children overcome concentration problems include: 

guessing colors, shapes, shooters, bubbles, puzzles, and others (Engelhardt et al., 2017). The use of games as 

therapy is expected to help parents carry out therapy independently at home, so they can save costs and 

overcome concentration problems that arise in children with autism. Based on the description above, the 

researcher aims to develop Video Game Therapy (V-GT) to address the issue of concentration difficulties in 

autistic students. 

 

METHOD 

Research procedure 

This research is a type of Research and Development (R&D) study aimed at developing a product and testing 

the results of its development. The development research method is a research approach used to produce 

specific products and evaluate their effectiveness (Sugiyono, 2014). Research activities are carried out to 

identify the problems associated with concentration and current concentration therapy for children with autism. 

The product development in this research involves the creation of Video Game Therapy (V-GT) to address the 

concentration issues of autistic children. The research was conducted in three stages. Preliminary studies. 

Literature and field studies on concentration problems, the importance of concentration therapy, and current 

models of concentration therapy for autistic children. Model Development. Formulation of Video Games 

Therapy (V-GT) prototypes to solve concentration problems for autistic children, Game graphics, Storyline, 

Gameplay, Reports, and Video Games Therapy (V-GT) manual books. Furthermore, product feasibility tests 

will be carried out by experts (expert judgment) and users to determine the feasibility of the product being 

developed. The final stage involves testing the effectiveness of Video Game Therapy (V-GT) in addressing 

concentration problems for autistic children who are ready for dissemination. 

 

Population and Sample 

The study population was autistic children aged 6-10 years who had low concentrations, and only had 5 children 

with autism. Samples were collected using proportional random sampling for autistic children in Surakarta, 

based on the Slovin formula, with a significance level of 0.10 (Sugiyono, 2014). 
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Therapeutic Administration Technique 

In play therapy interventions that utilize educational game media, the therapist will employ modeling 

techniques as needed, specifically life modeling. Life modeling, based on Bandura's theory, requires a model 

to demonstrate the target behavior directly, or it involves a real-life characterization where the subject observer 

admires and imitates the behavior observed in real life (Rahmawati, 2014). The intervention process will 

consist of seven sessions, each lasting approximately 30 minutes, and will be conducted over a period of seven 

days. It is used to reduce and overcome the addictive effects of using V-GT. 

 

RESULTS  

The feasibility of Video Game Therapy (V-GT) to address concentration problems in autistic children 

involves experts from six fields: Information Technology, Media, Psychology, Occupational Therapy, Graphic 

Design, and Special Education, with a total of 25 validators. With the results of the due diligence as follows: 

 

Table 1. Feasibility of Video Game Therapy (V-GT) to address the concentration problems of autistic 

children 

No Rating Items Average Value Category 

1 Practicality Aspect 22,4 Very good 

2 Display Aspect 30,2 Very good 

3 Programming Aspect 20,6 Very good 

4 Convenience Aspect 25,8 Very good 

 

Based on Table 1, the average value of the Video Games Therapy (V-GT) feasibility test in terms of the 

practical aspect is 22.4, which falls within the very good category (15.66 < X). In terms of appearance, the 

average value is 30.2, which falls within the very good category (21.66 < X). The Programming Aspect has an 

average value of 20.6, which falls within the very good category (15.66 < X), and the Ease of Use aspect has 

an average value of 25.8, also within the very good category (18.66 < X). The conclusion obtained from the 

results of the Video Games Therapy (V-GT) feasibility test shows a very good category. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 1. Video Games Therapy (V-GT) 
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Testing the effectiveness of using Video Game Therapy (V-GT) for autistic students applied to five 

autistic children in a special school for autism in Surakarta. Analysis of the results of the pre-post test conducted 

on students can be seen in Table 2 as follows: 

 

Table 2. Test results for the effectiveness of using Video Games Therapy (V-GT) 

No Subject Pretest Posttest Deviation % Rank 

1 MY 17 36 19 24,35 I 

2 GN 18 30 12 15,38 V 

3 AN 18 34 16 20,51 III 

4 TN 21 39 18 23,07 II 

5 NN 17 30 13 16,66 IV 

Total 91 169 78 100  

 

 

 

 

 

 

 

 

 

 

 

Based on Table 2, significant increases in concentration were experienced by MY (24.35%), TN 

(23.07%), AN (20.51%), NN (16.66%), and GN (15.38%). Wilcoxon statistical calculations resulted in a 

calculated Z value of -2.023 and a significance level of 0.043. Since the significance level of 0.043 was smaller 

than 0.05 (0.043 < 0.05), a statistically significant difference was observed between the before- and after-

treatment groups. This means that there is an effect of V-GT on increasing concentration in autistic children. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 2. Trial of Video Game Therapy (V-GT) 
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DISCUSSION 

Playing is a fun physical or mental activity that improves children's skills, particularly those involving 

their visual abilities, enabling them to focus on games (Elbeltagi et al., 2023). Children with autistic disorder 

have a strong preference for screen-based media, especially video games (Mazurek et al., 2015). Video games 

can be used as a therapeutic tool to help autistic students overcome issues with poor concentration (Jiménez-

Muñoz et al., 2022). Other studies have shown that video games can be effective in increasing the concentration 

of autistic children (Mahmood et al., 2021; Samson et al., 2020). The use of video games can capture the 

attention and focus of autistic children, enabling them to improve their concentration during learning (Eder et 

al., 2016). The game design presented for autistic students in this study uses the kinetc system. Kinect-based 

video games, according to other research results, are highly effective for autistic children in terms of the 

reactions of children who are more interested in playing these games (Golden et al., 2022). Another important 

aspect of successful game development for individuals with autism is the incorporation of elements and 

mechanisms that appeal to children, such as attractive colors and animations in video games (Malinverni et al., 

2016). Video game development must prioritize accessibility for children with autism when playing games 

(Valencia et al., 2019). 

Traditional therapy is often considered boring by children; in contrast, game-based therapy has proven 

to be effective and more engaging (Ruiz-Rodriguez et al., 2019). The study's results demonstrate the positive 

effects of therapeutic video games and digital assistive technology, particularly for children with autism 

(Concepcion, 2017). The effectiveness of therapy-based games offers the benefit of reducing concentration 

problems in autistic students (Bhatt, 2022; Navan, 2020). Video games are a type of game that is very popular 

among autistic students, considered very interesting and motivating (Baldassarri et al., 2021). The use of 

therapeutic video games needs to pay attention to addiction problems that can be triggered by continuous use 

in autistic students (Gómez et al., 2021). Therapy using video games requires a facilitator to supervise its use 

(Coma-Roselló et al., 2020). It is necessary to set the duration of each therapy session using this video game. 

The effectiveness of therapy for autistic students is associated with the intensity and duration of therapy, which 

is typically carried out over several weeks, rather than in one or two hours (Malinverni et al., 2016). In this 

study, Kinect-based Video Game Therapy (V-GT) was developed to accommodate the convenience of autistic 

students, and the duration of the game is set to maximize their learning concentration. 

 

CONCLUSION 

Based on the feasibility test, Video Game Therapy (V-GT) is categorized as very good. This means that 

it can be used for concentration therapy for autistic students. Testing the effectiveness of V-GT shows that it 

can increase the learning concentration of autistic students. Video games can be used as a therapeutic tool to 

help autistic students overcome issues with poor concentration. Video games are a type of game that is very 

popular among autistic students, considered very interesting and motivating. The study's results demonstrate 

the positive effects of therapeutic video games and digital assistive technology, particularly for children with 

autism. The effectiveness of therapy-based games has the benefit of reducing concentration problems for 

autistic students. In this study, Kinect-based Video Game Therapy (V-GT) was developed to accommodate the 

convenience of autistic students, and the duration of the game is set to maximize their learning concentration. 
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