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RANCANG BANGUN WEBSITE JOURNALING KEBAHAGIAAN
MENGGUNAKAN METODE GAMIFIKASI DENGAN FRAMEWORK

OCTALYSIS

Jonathan Setyohadi

ABSTRAK

Kebahagiaan merupakan aspek krusial dalam kesejahteraan psikologis, yang
dapat ditingkatkan melalui intervensi berbasis bukti seperti journaling. Namun,
konsistensi dalam journaling seringkali menjadi kendala. Penelitian ini
bertujuan untuk merancang dan membangun sebuah website self-help journaling
kebahagiaan bernama ”Are You Happy?” menggunakan metode gamifikasi dengan
Octalysis Framework, serta mengukur peningkatan perceived ease of use dan
behavioral intention to use terhadap website yang dikembangkan. Website
ini diimplementasikan menggunakan teknologi React.js dan menyimpan data
secara lokal. Evaluasi sistem dilakukan melalui survei kuesioner kepada 32
responden yang sebelumnya menggunakan template journaling umum, dengan
menggunakan Hedonic-Motivation System Adoption Model (HMSAM). Hasil
evaluasi menunjukkan peningkatan signifikan pada seluruh tujuh kategori HMSAM
dibandingkan dengan template journaling tradisional, dengan peningkatan pada
Perceived Ease-of-Use sebesar 26.02% dan Behavioral Intention to Use sebesar
24.17%. Hal ini membuktikan bahwa penerapan gamifikasi berdasarkan Octalysis
Framework berhasil meningkatkan persepsi kegunaan dan niat pengguna untuk
terus menggunakan website dalam praktik journaling kebahagiaan.

Kata kunci: Gamifikasi, Journaling Kebahagiaan, Kerangka Kerja Octalysis, Niat
Perilaku untuk Menggunakan, Persepsi Kemudahan Penggunaan
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DESIGN AND DEVELOPMENT OF A HAPPINESS JOURNALING
WEBSITE USING GAMIFICATION METHOD WITH THE OCTALYSIS

FRAMEWORK

Jonathan Setyohadi

ABSTRACT

Happiness is a crucial aspect of psychological well-being, which can be enhanced
through evidence-based interventions like journaling. However, consistency
in journaling often poses a challenge. This research aims to design and
develop a happiness self-help journaling website named ”Are You Happy?”
using gamification methods with the Octalysis Framework, and to measure the
improvement in perceived ease of use and behavioral intention to use for the
developed website. The website is implemented using React.js technology and stores
data locally. System evaluation was conducted through a questionnaire survey
with 32 respondents who previously used general journaling templates, utilizing
the Hedonic-Motivation System Adoption Model (HMSAM). The evaluation results
show significant improvements across all seven HMSAM categories compared to
traditional journaling templates, with notable increases in Perceived Ease of Use
(26.02%) and Behavioral Intention to Use (24.17%). This demonstrates that
the application of gamification based on the Octalysis Framework successfully
enhances users’ perceived usefulness and their intention to continue using the
website for happiness journaling practices.

Keywords: Behavioral Intention to Use, Gamification, Happiness Journaling,
Octalysis Framework, Perceived Ease of Use
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