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RANCANG BANGUN APLIKASI PEMBELAJARAN UI/UX DENGAN
MENGGUNAKAN METODE GAMIFIKASI OCTALYSIS DAN ADDIE

Frederich Elisafan Latuputty

ABSTRAK

Penelitian ini menyoroti pentingnya pendidikan dan pengembangan keterampilan
UI/UX dalam pengembangan produk digital, terutama situs web. Masih
banyak yang bingung membedakan antara Ul (User Interface) dan UX (User
Experience). Pelatihan keterampilan UI/UX seringkali sulit karena banyak orang
kesulitan memahami konsep dasarnya. Inovasi metode pembelajaran menjadi
kunci untuk memajukan desainer UI/UX. Sebanyak 76,47% dari 34 responden
mengalami kesulitan memahami konsep dasar Ul/UX. Pada awal 2022, dari
1.300 responden, 62% beralih ke karir UI/UX, dan 70,58% dari 34 responden
menekankan pentingnya pelatihan berkualitas. Pembelajaran aktif memungkinkan
penyerapan materi hingga 90%. Gamifikasi, yang mengintegrasikan elemen
permainan dalam pembelajaran, terbukti meningkatkan motivasi. Pendekatan
ADDIE (analisis, desain, pengembangan, implementasi, dan evaluasi) mendukung
sistem pembelajaran digital dalam berbagai bidang. Penelitian ini bertujuan
merancang situs web pembelajaran UI/UX dengan pendekatan gamifikasi dan
ADDIE, serta mengevaluasi motivasi pengguna dengan metode HMSAM. Hasilnya
menunjukkan kepuasan tinggi dalam aspek perceived ease of use 84,27%, joy
84,583%, curiosity 85%, control 82,5%, dan usefulness 84,875, serta behavioral
intention to use 82,083% untuk terus menggunakan situs web ini. Validasi
pengguna menunjukkan bahwa penerapan model ADDIE dan metode HMSAM
secara signifikan meningkatkan penerimaan pengguna terhadap website pembelajaran
yang dikembangkan. Persentase tertinggi dicapai pada aspek rasa ingin tahu
(curiosity) sebesar 85%, yang disebabkan oleh keingintahuan pengguna terhadap
peringkat dan poin mereka di leaderboard. Sebaliknya, persentase terendah terjadi
pada aspek immersion dengan nilai 77,7083%, yang disebabkan karena kurangnya
desain menarik dan musik yang mendukung suasana.

Kata kunci: ADDIE, Gamifikasi, HMSAM, UI/UX

Vi
Rancang Bangun Aplikasi..., Frederich Elisafan Latuputty, Universitas Multimedia Nusantara



Design and Development of a UI/UX Learning Application Using the
Octalysis Gamification Method and ADDIE

Frederich Elisafan Latuputty

ABSTRACT

This research highlights the importance of education and skill development in
UI/UX within the context of digital product development, especially websites.
Although essential, many people are still confused about the difference between
Ul (User Interface) and UX (User Experience). UI/UX skill training is often
challenging because many find it difficult to grasp the basic concepts. Innovation
in learning methods is key to advancing UI/UX designers. A total of 76.47% of
34 respondents had difficulty understanding basic UI/UX concepts. In early 2022,
out of 1,300 respondents, 62% switched to a UlI/UX career, and 70.58% of 34
respondents emphasized the importance of quality training. Active learning allows
for the absorption of up to 90% of the material. Gamification, which integrates
game elements into learning, has been proven to increase motivation. The ADDIE
approach (analysis, design, development, implementation, and evaluation) supports
digital learning systems in various fields. This research aims to design a UI/UX
learning website using the gamification and ADDIE approach and to evaluate
user motivation using the HMSAM method. The results show high satisfaction
in perceived ease of use 84,27%, joy 84,583%, curiosity 85%, control 82,5%, and
usefulness 84,875%, as well as a high behavioral intention (82,083%) to continue
using this website. User validation indicates that the implementation of the
ADDIE model and the HMSAM method significantly enhances user acceptance of
the developed learning website. The highest percentage was achieved in the
curiosity aspect at 85%, likely due to users' interest in their rankings and points
on the leaderboard. Conversely, the lowest percentage occurred in the immersion
aspect at 77.7083%, attributed to the lack of engaging design and music to create
an immersive atmosphere.

Keywords: ADDIE, gamification, HMSAM, UI/UX
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