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RANCANG BANGUN WEBSITE PERMAINAN BUTA WARNA
MENGGUNAKAN PLAT ISHIHARA DENGAN MENERAPKAN METODE
GAMIFIKASI

Adrian Yorivan Febila

ABSTRAK

Di beberapa tempat, pemeriksaan buta warna biasanya masih dilakukan secara
manual yaitu petugas medis memperlihatkan buku gambar Ishihara dan pasien
diminta untuk menyebutkan angka yang terlihat pada buku gambar Ishihara
tersebut. Tes buta warna yang dilakukan secara manual memiliki kekurangan
seperti warna pada gambar plat Ishihara di dalam buku Ishihara sudah pudar,
akibatnya terjadi salah penafsiran dalam mengenali pola angka. Maka dari itu
diperlukan website atau permainan buta warna. Tujuannya untuk mempermudah
masyarakat umum mengetahui indikasi awal ada kemungkinan mengidap buta
warna atau tidak, serta sebagai sarana alternatif hiburan. Salah satu mode permainan
buta warna ini yaitu mode Ishihara. Ishihara adalah tes yang paling sering
digunakan oleh penderita buta warna. Metode gamifikasi yang diterapkan pada
website menggunakan framework Octalysis dengan menerapkan dua core drive
yaitu Development & Accomplishment dan Empowerment of Creativity & Feedback.
Kedua core tersebut diterapkan pada website permainan buta warna dalam bentuk
achievements, leaderboard dan time. Website telah dievaluasi dengan menggunakan
Hedonic Motivation System Adoption Model yang memperoleh hasil persentase
rata-rata sebesar 72,82% pada aspek Behavioral Intention to Use dan persentase
rata-rata sebesar 82,88% pada aspek Focused Immersion.

Kata kunci: Buta Warna, Gamifikasi, HMSAM, Ishihara, Octalysis, Pembelajaran,
Web
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Designing a Color Blind Game Website Using Ishihara Plate by Applying
Gamification Method

Adrian Yorivan Febila

ABSTRACT

In some places, the color blindness test is usually still done manually, where
the medical staff shows the Ishihara picture book and the patient is asked to
mention the numbers seen in the Ishihara picture book. The manual color
blindness test has disadvantages such as the color of the Ishihara plate image
in the Ishihara book has faded, resulting in misinterpretation in recognizing the
number pattern.Therefore, a color blindness website or game is needed. The goal
is to make it easier for the general public to find out the early indications of the
possibility of having color blindness or not, as well as an alternative means of
entertainment. One of the color blind game modes is Ishihara mode. Ishihara
is the test most often used by people with color blindness. The gamification
method applied to the website uses the Octalysis framework by applying two core
drives namely Development & Accomplishment and Empowerment of Creativity &
Feedback. Both cores are applied to the color blindness game website in the form
of achievements, leaderboard, and time. The website has been evaluated using the
Hedonic Motivation System Adoption Model which obtained an average percentage
of 72.82% in the Behavioral Intention to Use aspect and an average percentage of
82.88% in the Focused Immersion aspect.

Keywords: Colorblind, Gamification, HMSAM, Ishihara, Learning, Octalysis,
Website
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