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IMPLEMENTASI METODE GAMIFIKASI DENGAN OCTALYSIS
FRAMEWORK UNTUK APLIKASI PENGINGAT MINUM AIR

BERBASIS ANDROID

Joshua Tjingson

ABSTRAK

Air berperan penting dalam pengoptimalan kerja tubuh manusia. Namun, masih
terdapat kalangan di masyarakat Indonesia yang masih belum berhasil mencukupi
standar yang ditetapkan sekitar 2-2.5 liter per hari. Metode gamifikasi digunakan
untuk meningkatkan motivasi konsumsi air pengguna. Kerangka pembangunan
aplikasi gamifikasi menerapkan Octalysis framework. Aplikasi diimplementasikan
untuk sistem operasi Android dengan bahasa pemrograman Kotlin. Elemen-elemen
game mechanic yang diterapkan meliputi points, leaderboard, challenge/quests,
level. Elemen-elemen game dynamic yang diterapkan terdiri dari rewards, status,
achievements, self-expression, competition, dan altruism. Hasil uji coba dengan
model Hedonic Motivation System Adpotion Model (HMSAM) menunjukkan
bahwa penggunaan metode gamifikasi pada aplikasi pengingat minum air mencapai
angka 85.58% untuk behavioral intention to use, dan 84.74% untuk immersion.

Kata kunci: Android, gamifikasi, HMSAM, mobile app, Octalysis framework.
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Gamification Method Implementation with Octalysis Framework on Android
Based Water Intake Reminder Application

Joshua Tjingson

ABSTRACT

Water intake have an important role in the human body mechanism optimizations.
Despite that, there are still so many of people yet to reach the target of 2 - 2.5
litres per day. The method used in this study is gamification, this method are
expected to increase user motivation to drink water more. The development of the
application is based on Octalysis Framework. The application is build for Android
operating system, using Kotlin programming language. Game Mechanic elements
implemented within the application are points, leaderboard, challenge/quests, and
level. Game dynamic elements applied such as rewards, status, achievements,
self-expression, competition and altruism. The result which made referencing
Hedonic Motivation System Adoption Model show that gamification method used
in water intake reminder reached 85.58% for behavioral intention to use, and
84.74% in user immersion.

Keywords: Android, gamification, HMSAM, mobile app, Octalysis Framework.
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