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RANCANG BANGUN WEBSITE GACHACOM DENGAN METODE
GAMIFIKASI

Christine Then

ABSTRAK

Al generator menggunakan karya yang diciptakan oleh manusia tanpa izin untuk
menghasilkan output sehingga Al art kurang diterima oleh tenaga kerja bidang
kreatif. = Korporat mulai beralih ke teknologi Al karena dapat menghemat
biaya produksi serta ingin mendapatkan karya dalam waktu yang lebih sedikit.
Alhasil, karir ilustrator di bidang kreatif terancam. Buktinya, saham Buzzfeed
naik hingga 200% sejak mengumumkan bahwa mereka akan menggunakan
Al untuk menciptakan konten. Buzzfeed juga memecat 12% tenaga kerja
perusahaannya.  Penerimaan masyarakat terhadap penggunaan Al generator
meskipun etika penggunaannya masih dipertanyakan menandakan kurangnya
apresiasi dan minat masyarakat terhadap ilustrator. Maka dari itu, untuk
meningkatkan minat masyarakat awam terhadap ilustrator, website Gachacom
dirancang dan bangun menggunakan metode gamifikasi dan framework Octalysis.
Menurut hasil pengujian website yang telah dilakukan, user sangat setuju bahwa
website Gachacom dapat diterima dengan baik. Hal ini terbukti dari hasil persentase
rata-rata yang sebesar 93,75%.

Kata kunci: Al Generator, Framework Octalysis, Gamifikasi, Ilustrator, Website
Gachacom
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Gachacom Website Development Using Gamification Method
Christine Then

ABSTRACT

Al generator uses work created by humans without permission to produce an
output. Therefore, ai art is not widely accepted by creative workers. Corporates
are starting to switch to Al technology because they can save production costs and
want to get work done in less time. As a result, illustrator’s career in the creative
field is threatened. As proof, Buzzfeed shares have risen by 200% since announcing
that they would use Al to create content. Buzzfeed also laid off 12% of its company
workforce. Public acceptance of the use of Al generators when the ethics on using
generative Al outputs are still questionable indicates a lack of public appreciation
and interest in illustrators. Therefore, to increase people’s interest in illustrators,
the Gachacom website was designed and built using the gamification method and
the Octalysis framework. According to the results of website testing that has been
carried out, users strongly agree that the Gachacom website is well received. This
is evident from the average percentage results of 93.75%.

Keywords: Al Generator, Octalysis Framework, Gamification, Illustrator,
Gachacom Website

viii
Rancang Bangun Website..., Christine Then, Universitas Multimedia Nusantara



DAFTAR ISI

HALAMANJUDUL . . . .. 00 0 o oo
PERNYATAAN TIDAK MELAKUKAN PLAGIAT . . . .. ... ... ...
HALAMAN PENGESAHAN . . .. ... ... ... ... .........
HALAMAN PERSETUJUAN PUBLIKASIILMIAH . . . . . .. ... ...
HALAMAN PERSEMBAHAN/MOTO . . . ... ... ... ........
KATA PENGANTAR . . . . . . . ... o o oo o o
ABSTRAK . . . . o e
ABSTRACT . . . . . . . e
DAFTARISI . . . . . e
DAFTAR GAMBAR . . . . . o
DAFTARTABEL . . . . . . . . ..

BAB1 PENDAHULUAN . . . . . . . . . . it e e
1.1 Latar Belakang Masalah . . . . . . .. .. .. ... ... ......

1.2 RumusanMasalah . . . . . . ... ... ... ............

1.3 Batasan Permasalahan . . . . . . . . ... ... ... .. ......

1.4 Tujuan Penelitian . . . . .. .. ... ... .............

1.5 Manfaat Penelitian . . . . ... ... ... ... .. ... ....

1.6 Sistematika Penulisan . . . . . . ... ... .............
BAB2 LANDASANTEORI . . ... ... ... .. ... .. ... ....
2.1 ArtCommissSion . . . . . . . . ... e
2.2 Generative Artifical Intelligence . . . . .. ... ... ... ....
23 Mekanisme Gacha . . . . . . .. ... .o
24 Gamifikasi . . . . ... e
2.5 Framework Octalysis . . . . . . . ... ... ... ... ...
2.6 Hedonic-Motivation System-Specific Acceptance Model . . . . . .
27 SkalaLikert . . . . . . .. ... L
BAB 3 METODOLOGIPENELITIAN . . . . . .. ... ... .......
3.1 Observasi . . . .. ... e

3.2 StudiLiteratur . . . . . .. . ...
3.2.1 Analisis KeperluanUser . . . ... ... ..........

3.3 Perancangan Website Gachacom . . . ... .. ... L0 oL .
3.3.1 Bentuk Website . . . .. .. . ... 00 oL,

3.3.2  Flowchart Website Gachacom . . . . ... ... ......

3.33 Database Schema . . . . ... ... ... ... ... ...,

3.34 Desain Figma Website . . . . ... ... ... .......

3.3.5 AsetVisual Website . . . . . . ... ... L.

3.3.6 Gamifikasi Website Gachacom . . . . ... ... ... ...

3.4 Pembangunan Website Gachacom . . .. ... ... .. ... ...

3.5 PengujianWebsite . . . . . . .. ... L o

3.6 Melakukan Evaluasi . . . . . ... ... ... ............

377 PenulisanLaporan. . . . .. ... ... ... ... ... ... ..

ix
Rancang Bangun Website..., Christine Then, Universitas Multimedia Nusantara



BAB4 HASILDANDISKUSI . . . . .. ... . . 39
4.1 Spesifikasi Sistem . . . . ... ... 39
42 Hasil Website . . . . . .o Lo 39
4.3 Hasil Pengujian Website . . . . . . ... ... oL 48
4.4 Evaluasi Hasil Pengujian . . . . .. ... ... ... ........ 53

BABS5 SIMPULANDANSARAN . . .. ... ... ... ......... 55
5.1 Simpulan . . .. 55
52 Saran. . ... e e 55

DAFTAR PUSTAKA . . . . . . e e e 56

X
Rancang Bangun Website..., Christine Then, Universitas Multimedia Nusantara



Gambar 2.1
Gambar 2.2
Gambar 3.1
Gambar 3.2
Gambar 3.3
Gambar 3.4
Gambar 3.5
Gambar 3.6
Gambar 3.7
Gambar 3.8
Gambar 3.9
Gambar 3.10
Gambar 3.11
Gambar 3.12
Gambar 3.13
Gambar 3.14
Gambar 3.15
Gambar 3.16
Gambar 3.17
Gambar 4.1
Gambar 4.2
Gambar 4.3
Gambar 4.4
Gambar 4.5
Gambar 4.6
Gambar 4.7

Gambar 4.8
Gambar 4.9
Gambar 4.10
Gambar 4.11

Gambar 4.12
Gambar 4.13

DAFTAR GAMBAR

Framework Octalysis . . . . .. ... ... ........ 9
HMSAM Framework (Lowry et al., 2013) . . . . ... .. 11
Reward Prize Pool Website Gachacom . . . . . .. .. .. 16
Gachacom Main Flowchart . . . . . ... ... .. .... 17
LoginModule . . . ... ... ... ............ 19
Task Module . . . . . .. ... ... .. .......... 20
Mlustrator Module . . . . . .. ... .. ... ....... 22
GachaModule . . . . .. ... ... 0oL 23
Gachacom Database Schema . . . . .. ... ... .... 24
Desain Figma Home Page . . . . . . ... ... ... ... 27
Desain Figma LoginForm . . . . .. ... ... ... .. 28
Desain Figma Register Form . . . . . ... .. ... ... 29
Desain Figma Task Modal . . . . ... ... ....... 30
Desain Figma Prize History Modal . . . . . .. .. .. .. 30
Desain Figma Complete Task Form . . . . . . ... .. .. 31
Desain Figma Prize Won Popup . . . . . . .. .. .. .. 32
Desain Figma Active Tasks Tab . . . . . . . . . . ... .. 33
Desain Figma Pending Tasks Tab . . . . . . . .. ... .. 33
Desain Figma Create Tasks Tab . . . . . . . ... ... .. 34
Login Page Website Gachacom . . . . . .. ... ... .. 40
Register Page Website Gachacom . . . . . . ... ... .. 40
Home Page Website Gachacom . . . . . .. ... .. ... 41
Profile Modal Website Gachacom . . . . . . ... ... .. 42
Complete Task Form Website Gachacom . . . . . . . . .. 42
Task Modal Website Gachacom . . . . . . ... .. .. .. 43
Active Tasks Tab pada Illustrator Dashboard Website

Gachacom . . . . . .. ... ... oL 44
Pending Tasks Tab pada Illustrator Dashboard Website

Gachacom . . . . . ... ... ... .00 45
Create Tasks Tab pada Illustrator Dashboard Website

Gachacom . . . . . ... ... .. L o 45
Prize Pool Modal Website Gachacom . . . . .. . ... .. 46
Not Enough Coins Modal Website Gachacom . . . . . . . 46
Prize Won Popup Website Gachacom . . . . . . . ... .. 47
Prize History Modal Website Gachacom . . . . . .. . .. 48

xi

Rancang Bangun Website..., Christine Then, Universitas Multimedia Nusantara



Tabel 2.1
Tabel 2.2
Tabel 3.1
Tabel 4.1
Tabel 4.2
Tabel 4.3

DAFTAR TABEL

Skor Kategori Skala Likert . . . .. ... ... ...... 12

Kategori Hasil Perhitungan Persentase . . . . . . ... .. 13

Tabel Aset Visual Website Gachacom . . . . .. ... .. 34

Hasil Jawaban Kuesioner . . . . . . ... ... ... ... 50

Hasil Perhitungan Persentase Jawaban Kuesioner . . . . . 51

Hasil Pengujian Setiap Aspek HMSAM . . . . . ... .. 53
xii

Rancang Bangun Website..., Christine Then, Universitas Multimedia Nusantara



DAFTAR LAMPIRAN

Lampiran 1 58
Lampiran 2 59
Lampiran 3 66
Lampiran 4 67

IVERSITAS
LTIMEDIA
SANTARA

UN
MU
N U

X1iil
Rancang Bangun Website..., Christine Then, Universitas Multimedia Nusantara



	HALAMAN JUDUL
	PERNYATAAN TIDAK MELAKUKAN PLAGIAT
	HALAMAN PERSETUJUAN PUBLIKASI ILMIAH
	HALAMAN PERSEMBAHAN/MOTO
	KATA PENGANTAR
	ABSTRAK
	ABSTRACT
	Daftar Isi
	Daftar Gambar
	Daftar Tabel
	DAFTAR LAMPIRAN

