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PERANCANGAN PERMAINAN KARTU UNTUK 

MENDETEKSI GEJALA LAZY EYE PADA ANAK-ANAK 

 (Surya Pratama) 

 

ABSTRAK 

 

Lazy eye adalah gangguan mata dimana otak hanya terhubung dengan salah satu mata 

dikarenakan mata lainnya memiliki penglihatan yang lemah. Indonesia memiliki persentase 

lazy eye lebih tinggi jika dibandingkan secara global dikarenakan kurangnya kesadaran 

orang tua akan lazy eye. Berdasarkan hasil observasi, sudah banyak media informasi 

tentang lazy eye seperti website dan artikel tetapi belum ada yang menyampaikankan 

informasi secara visual. Dikarenakan itu, diperlukan media alternatif dalam penyampaian 

informasi lazy eye kepada orang tua. Maka, dirancanglah permainan kartu yang berfungsi 

membantu orang tua mendeteksi gejala lazy eye pada anak-anak. Perancangan permainan 

kartu dilakukan dengan menerapkan metode penelitian campuran melalui kuisioner, 

wawancara, dan FGD. Serta perancangannya menggunakan metode perancangan Design 

Sprint. Kartu permainan dirancang sampai layak diuji cobakan efektivitasnya melalui beta 

test pada target audiens. Pada akhirnya, disimpulkan permainan kartu berfungsi sebagai 

media informasi yang lebih efektif. Akan tetapi masih memiliki ruang untuk berkembang 

di bagian rules dan mekanik permainan. 

 

 

Kata kunci: Permainan Kartu, Lazy Eye, Orang Tua, Anak-Anak 

 

 

 

 

 

 

 

 

 

 

 



 

 

viii 
Perancangan Permainan Kartu…, Surya Pratama, Universitas Multimedia Nusantara 

  

DESIGNING CARD GAME TO DETECT LAZY EYE SYMPTOMS 

ON CHILDREN 

 (Surya Pratama) 

 

ABSTRACT (English) 

 

Lazy eye is an eye disorder where the brain is only connected to one eye because the 

other eye has poor vision. Indonesia has a higher percentage of lazy eye compared 

to the global population due to the lack of parental awareness of lazy eye. Based on 

the results of observations, there are already many information media about lazy eye 

such as websites and articles but none of them convey information visually. 

Therefore, alternative media are needed in conveying lazy eye information to 

parents. Therefore, a card game was designed that functions to help parents detect 

symptoms of lazy eye in children. The design of the card game was carried out by 

applying a mixed research method through questionnaires, interviews, and FGDs. 

And the design uses the Design Sprint design method. The game cards were designed 

until they were worthy of being tested for effectiveness through beta tests on the 

target audience. In the end, it was concluded that the card game functions as a more 

effective information media. However, there is still room to develop in the rules and 

mechanics of the game. 

 

Keywords: Cardgame, Lazy Eye, Parents, Children 
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