
 
 

CHAPTER II. 

THEORITICAL REVIEW 

 

A. Online Game 

Online games rised rapidly in our society. Technology development is the 

basic of the using internet. Many people play online games in their daily, for 

example senior high school students. They play online games by using PC or 

smartphone. Online games which is be played over a computer network which 

is connected to the internet, especially one enabling two or more players to 

participate simultaneously from different location (Oxford dictionary :1980). 

Another definition according to Eddy Liem, the director of Gamer of 

Indonesia stated that online games is a game which is can be played by  

connecting to the internet through Personal Computer or consul game like play 

station, X-Box, etc. 

Based on the explanation above it can be concluded that online games is a 

game which is played by using PC or smartphone and it has to connect to the 

internet. 

1. Kinds of Online games 

Nowaday there are so many number of online games. The gamer only need 

to download game and it is free. Online games divided into two kinds, web 

based games and text based games. Web based games is an aplication on the 

server internet where the user need to access the internet to play these games 
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without install the games in the PC or smartphone. Text based games is a game 

which is can be used computer in low specification, so user only able to 

interact to others by using texts not picture. 

There are five kinds of online games: 

a. First person Shooter (FPS) is a kind of games about a war. In this kind 

of games, often take setting in a war and using weapon. The example of 

this games are Duke Nukem 3D, Quake, Blood, Unreal Tournament, 

Half-Life, Counter-Strike, Halo, Perfect Dark, TimeSplitters, Call of 

Duty, System Shock, and GoldenEye 007. 

b. Real-Time Strategy, is a game which is emphasize the strategy skill of 

the gamer, commonly the gamer not only play one character but 

sometimes many characters. The examples of this games are Age of 

Empires, Rise of Nations, Stronghold, and Warcraft. 

c. Cross-Platform Online is a game which is only can be played online 

with different hardware, for example Xbox 360 (Xbox 360 is a 

hardware/console game which ia have connection to the internet). 

d. Browser Games is a games that played in browser such as firefox, 

opera, IE. The condition of the browser have to support by javasript, 

php, or flash. 

e. Massive Multiplayer Online Games Role Playing Game (MMORPG) is 

a game where the gamer in huge scale (>100 player). In this kind of 

games, the players are able to interact with other like in the real. The 
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examples are World of Warcraft, The Lord of the Rings Online, 

Shadows of Angmar, Final Fantasy, Ragnarok, and DOTTA. 

(Lindsay Grace, 2005) 

 

2. The effects of online games 

Online games if it is played every time will give some effect for the players. 

The effect its self can be positive effects and negative effects. According to 

Sara Prot (2014) there are some positive and negative effects of online games, 

they are: 

a. Positive effects 

1. Visual-Spantial skills  

Playing online games has been associated with performance 

superiority and improvement on many visual and spatial tasks. Specific 

visual-spatial skills and tasks that incorporate those skills can be 

improved through games that require the player to practice extracting 

spatial information from the screen. Gamers have been found to 

outperform non-gamers on a number of visual and spatial tasks, 

demonstrating faster visual reaction times and improved target 

localization and mental rotation (Green & Bavelier, 2003; Achtman, 

Gree, & Bavelier, 2008; Green &Bavelier, 2007) 

2. Prosocial games  

In the laboratory, prosocial online games play has been shown to 

reduce aggressive thoughts, feelings, and behaviour while increasing 
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prosocial thought, empathy, and helping behaviour (Narvaez, Mattan, 

MacMichael, & Squillace, 2008; Sestir & Bartholow, 2010; Anderson ea 

al. 2012). Several studies have reported long-term effects of prosocial 

online game play, finding increases in cooperation, sharing, empathy, 

and helping behavior in adolescents (Gentile ea al., 2009) and increases 

in prosocial behavior among children (Sestir & Bartholow, 2010) 

3. Educational games 

Educational games have been found to be effective teaching aids 

in a wide range of domains. Educational games have been successfully 

used to teach students a number of school subject, such as mathematics, 

reading, and biology (Murphy, Peneul, Means, Korbak, &Whaley, 2001; 

Corbett, Koedinger, &Hadley, 2001). 

4. Exergames  

Exergames can be classified as interactive video games that 

require some type of exercise to play. Klein and Simmers (2009) found 

that even those with a low motivation to exercise were still willing to 

engage in an exergame. The online games do more than contribute to 

physical fitness; they contribute to psychological health as well.  

b. Negative effects 

1. School performance  

The displacement hypothesis posits that electronic media can 

negatively influence school performance by displaying time that would 

have been spent in other educational activities (such as reading and 
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homework; Gentile et al., 2004). There has been empirical support for 

this hypothesis. For example, adolescent online gamers have been found 

to spend 30% less time reading and 34% less time doing homework than 

non-gamers (Cummings & Vandewater, 2007). 

2. Games addiction 

Online game addiction is not classified as a formal disorder in the 

Diagnostic and Statistic Manual of mental Disorders (DSM). The 

persentages are found in several countries youth being pathological 

games, including 8,9% in US (Gentile, Coyne, & Bricolo, 2013), 8,7% 

in Singapore (Choo et al., 2010), 10,3% (Peng & Li, 2009) and 10,8% 

(Peng, Mai, & Jing, 2009) in China, 8,0% in Australia (Porter, Starcevic, 

Berle & Fenech, 2010), 11,9% in Germany (Grusser, Thalemann, & 

Griffiths, 2007), and 7,5% in Taiwan (Ko, Yen, Yen, Lin, & Yang, 

2007).  One of the reasons why someone being video games addiction is 

depression. Furthermore, anxiety, social phobia, and school performance 

also became worse after becoming a pathological gamer. Additionally, if 

someone stopped being pathological gamers, their depression, anxiety, 

social phobia, and school performance all improved.  

 

B. Reading Comprehension 

Reading has been defined as an active process in which readers shift 

between sources of information, elaborate meaning and strategies, monitor 
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their comprehension, and use the social context to reflect their response 

(walker, 2000).  

Reading is think the process that the readers think in mind to 

comprehend and understand what they have been read. When reading, one 

must organize information recognize cause and effect, be away of the 

ramifications of what is being read, and his the material being read into one’s 

beliefs and knowledge base (Leu and Kinzer, 1987:5) 

Reading comprehension is most likely to occur when students reading 

what they want to read, or at least when they see some good reason to read. 

Common sense suggests that people read by stead in moving their eyes a cross 

the page identifying cluster of latters as words, then adding word to word to 

form phrases (Simanjuntak, 1988:4) 

From the explanation above it can be concluded that reading 

comprehension is a process of understanding the content of the passage by 

reading and thinking. 

 

1. The Function of Reading 

Reading has some crucial function. According to Squidoo (2011:1-2), 

there are four functions of reading. The functions are as follow:  

a. Reading can make the students smarter 

Reading forces the brain cells of the students to think about the 

content of reading or other cases that are found in reading. Finally, 
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reading can rehearse the brain cells to always process the information 

smartly. 

b. Reading can improve vocabulary and language skill. 

The knowledge of different literary style can be got by reading 

many literatures. Commonly, vocabulary and language skill can be 

developed by learning different literary style. 

c. Reading makes knowledgeable 

The valuable ieces of knowledge can be got easily by reading 

some different literatures or other sources of reading. 

d. Reading boots creatively 

Reading saves much knowledge that can make creativity. The 

creativity that is ained by reading can be used in whenever the students 

live. 

2. The aim of reading  

A teacher teaches reading skill to the students because it has some 

aims. It is stated by Anderson (in Tarigan 1986:214) that there are some 

aims of reading, namely: 

a. Reading for understanding: the students read in order to understand the 

ideas in the text. 

b. Reading for searching detail of fact: the students read to gain detail 

information of the text. 

c. Reading for finding main ideas: it is to find the problem that will be 

discussed in the reading text. 
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d. Reading for organizing: it is aimed to know the structure of the text. 

e. Reading for finding the conclusion: it is to find out the conclusion from 

the action or ideas in the text. 

f. Reading for classifying: it is aimed to know or to classify the 

uncommon things in reading text 

g. Reading for evaluation: the students will take the value of a text or 

story to evaluate them. 

h. Reading for creating enjoyment: it is aimed only for fun. The materials 

such as short story and poem. 

Based on the description above, reading has some crucial aims 

namely reading for understanding, searching detail of the information 

of the text, finding main ideas, organizing the structure of the text, 

finding a conclusion, classifying the uncommon things in reading text, 

evaluating the story of the text, and creating enjoyment. In this 

research, the aims of the reading are as follows: responding the closest 

meaning of the text and finding the meaning of each paragraph in the 

text. 

3. The major components of reading comprehension 

Reading has crucial components to support the readers’ 

comprehension. According to Leu (1987: 30-38) there are six major 

components of reading comprehension: 

a. Decoding knowledge: it is used to recognize the word so that the 

students are able to understand the reading comprehension. 
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b. Vocabulary knowledge: it is used to develop the students’ vocabulary 

knowledge. For example before the students read an article of certain 

topic, teacher can explain the meaning of unfamiliar words that will 

appera or the alternative way is that teacher the applies certain activities 

that help the students to develop their vocabulary. 

c. Syntatic knowledge: it means that from word order in reading text, the 

students will learn about grammatical function, the meaning of the 

words and the pronunciation of words. 

d. Discourse knowledge: it includes knowledge ot the structural 

organization of different types of writing. Knowing this is useful during 

reading comprehension. Different writing also helps the students to read 

extensively. 

e. Readliness aspect: it describes the abilities required for reading and 

comprehending any particular pieces of printed material. Readliness 

here means that prepare the students to read specific story such as 

developing background knowledge about the topic of a selection, 

learning vocabulary words, understanding the purpose for reading the 

selection, or learning a comprehension skill required to understand the 

selection. 

f. Affective aspect: in reading comprehension, it includes both interest 

and attitude. This will increase motivation and facilitate reading 

comprehension. All readers comprehend better when they are interested 
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in reading. It means that when they are interesting, they will not find 

difficulties in finishing assignments from the teacher.  

Based on the major components of reading above, those 

components can influence the students in comprehending the text. The 

students will comprehend the text perfectly if they mastery the major 

component of reading. 

4. The Aspects of Reading Comprehension 

According to Nuttal (1985) stated that there are five kinds of 

reading skills that should be mastered by the reader to comprehend the text 

deeply, as follow: 

a. Determining main idea 

Main idea is the most important piece of information the author wants 

you to know about the concept of the paragraph. Determining ide is a 

skill to grasp and find the main point of the passage by summarizing 

the passage and look for repetition of ideas or words. 

b. Finding the specific information or part of text 

Finding the specific information or part of the text means looking for 

the information that relevant to the goal in mind and ignores the 

irrelevant. 

c. Finding reference 

Reference is the intentional use of the things to indicate something else 

in which one provides the information necessary to interpret the other. 

Finding reference means interpreting and determinig one linguistic 
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expression to another. There are two types of reference; cataphoric and 

anaphoric reference. A cataphoric reference unit refer to another unit 

that is introduced later in the text or speech. To understand the unit 

reffered to by a cataphoric reference you would need to look ahead in 

the text. Meanwhile, an anaphoric reference unit, on the other hand, 

refers to another unit that was introduced earlier in thetext. To 

understand the unit reffered to by anaphoric reference you would need 

to look back in the text. 

d. Finding inference 

Inference is a good guess or conclusion drawn based on logic of 

passage. Finding inference means the reader imply the sentence or 

passage. 

e. Understanding vocabulary means comprehend what the words mean. 

When vocabulary mastery improves, people know deeper about 

comprehension. Since comprehension is the ultimate goal of reading, 

the reader cannot overestimate the importance of vocabulary 

development. 

C. Previous Research 

The previous research which was related to this research was a research 

conducted by Emi Meiriyati, S.Pd in 2011. The research that conducted by Emi 

Meiriyati, S.Pd was about “the correlation between playing online games and 

students interest”. 
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According to Emi Meiriyati, S.Pd stated that playing online games not 

only give negative benefits but also possitive benefits. By playing online games 

students will be interested learning vocabullary in English. 

The aim of the research was to find out whether there was a correlation 

between playing online games and students interest in learning or not. The 

subject of research was a students of the comunity of online games in 

Lampung. It was from elementary school until Senior High School’s students. 

The total population was 113 students and the sample of research was 13 

students of Junior High School 8 Bandar Lampung. The technique of collecting 

data were questionnaire, documentation and observation. 

The result of this study was possitive significant. It means that if students 

playing online games longer, their learning interest will getting down. 

D. Basic Assumption 

To a student, playing online games is something interesting. By playing 

online games, students are able to interact with others player around the world. 

Besides that, the language of online games is English. When playing online 

games they have to comprehend the meaning of the words in games. 

Reading comprehension means comprehension of someone in whole 

sentence of the passage. Comprehension involves the understanding of the 

meaning’s words, here means that there is relationship between them. 

From the explanation above, it assume that by playing online games 

students will find new vocabularies. The new vocabularies, will help students 
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to improve their reading skill. If the students have good reading skill, it will 

influence the students to make easy in comprehending the text in reading skill.  

 

E. Hypothesis  

In this research, in order to answer the research problems about the 

correlation between playing online games and students’ reading 

comprehension, these following hypothesis are build up, they are: 

1. There is a significant correlation between students’ of reading 

comprehension with playing online games. 

2. There is no significant correlation between students’ competence 

level of reading comprehension with playing online games. 
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