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PERANCANGAN MOBILE WEBSITE MENGENAI
TANAMAN BINAHONG UNTUK PERAWATAN

LUKA TERKONTAMINASI
(Livina)

ABSTRAK

Tanaman binahong merupakan salah satu tanaman herbal potensial yang memiliki
berbagai khasiat untuk kesehatan, salah satunya sebagai alternatif perawatan luka
terkontaminasi. Luka terkontaminasi dapat terjadi kapan pun, bahkan di lingkungan
keluarga sekalipun. Namun, pemanfaatannya sebagai perawatan luka
terkontaminasi masih terbatas oleh media informasi yang cenderung eksklusif. Oleh
karena itu, diperlukan media informasi yang efektif dan mudah diakses oleh orang
tua berupa website mobile. Perancangan website mobile ini melalui riset secara
kualitatif, dengan melakukan wawancara, kuesioner, focus group discussion, studi
eksisting, dan studi referensi. Data yang telah dikumpulkan akan dianalisis menjadi
acuan dalam merancang desain sesuai teori User Centered Design (UCD). Setelah
melalui empat tahap dalam teori User Centered Design, hasil perancangan
menunjukkan bahwa fitur dalam mobile website membantu orang tua mengetahui
manfaat tanaman binahong untuk perawatan luka terkontaminasi secara aman dan
tepat. Fitur tersebut dirancang dengan mempertimbangkan aksesibilitas orang tua.

Kata kunci: Binahong, luka terkontaminasi, mobile website
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DESIGNING A MOBILE WEBSITE ON BINAHONG PLANTS

FOR CONTAMINATED WOUND CARE

(Livina)

ABSTRACT (English)

Binahong is one of the potential herbal plants that offers various health benefits,
one of which is as an alternative treatment for contaminated wounds. Contaminated
wounds can occur at any time, even within the family environment. However, its
use for contaminated wound care is still limited due to information media that tends
to be exclusive. Therefore, an effective and easily accessible information medium
for parents in the form of a mobile website is needed. The design of this mobile
website is carried out through qualitative research by conducting interviews,
questionnaires, focus group discussions, existing studies, and reference studies.
The data collected will be analyzed as a basis for designing according to the User
Centered Design (UCD) theory. After going through the four stages of User
Centered Design theory, the design results show that the features in the mobile
website help parents understand the benefits of binahong plants for the safe and
proper treatment of contaminated wounds. These features are designed with
consideration for parents accessibility.

Keywords: Binahong, contaminated wound, mobile website
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