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BAB VI 

PENUTUP 

6.1 Kesimpulan 

Berdasarkan hasil yang dipaparkan di bab sebelumnya peneliti menyimpulkan 

bahwa dengan mengadopsi sosial media dan gamifikasi kedalam edukasi 

tuberculosis secara mobile penyampaian informasi tuberculosis lebih efektif. Hasil 

yang didapat memperlihatkan bahwa tingkat penerimaan pengguna pada aplikasi 

cukup baik. ini menjawab pertanyaan dalam rumusan masalah yang dikemeukakan 

peneliti di bab 1.  Menggunakan tool UEQ kami dapat mengidentifikasi respond 

pengguna terhadap prototipe. Dalam ke enam skala penilaian UEQ, untuk skala 

penilaian stimulasi memiliki nilai yang excellent dengan rerata 1,58.  Pada bab ini 

juga peneliti  minyimpulakan bahwa jawaban dari rumusan masalah tentang reaksi 

pengguna dapat dilihat dari penilaian skala stimulasi terdapat items penilaian   

menarik dan memotivasi. Ini mengindikasikan bahwa suatu system edukasi yang 

baru dan interaktif lebih disukai pengguna,dan memotivasi baik dari segi konten 

Pendidikan tuberculosis maupun fitur aplikasi. Sedangkan skala penilaian 

atraktiveness, Perspicuity, Efficiency, dan Novelty memiliki penilaian diatas rata 

rata, hanya skala penilaian dependability yang memiliki penilaian dibawah rata rata.  

Selain menidentifikais secara statistic mealalui tool UEQ, kami juga mengevaluasi 

masukan dari opini participant. Ini bisa diajadikan referensi Penelitian yang akan 

dating.  
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6.2 Saran  

Dalam identifikasi dan evaluasi opini participant kami menemukan masukan dari 

participant tuberculosis yang menginkan tantangan harian. Saran yang diberikan 

oleh participan pada saat evaluasi prototype adalah menambahkan menerapkan 

tanatngan harian.  

 

  



68 
 

DAFTAR PUSTAKA 

 Aydin, Gokhan. 2015. “Adoption of Gamified Systems.” International Journal of 

Online Marketing 5(3): 18–37. 

Chen, Cheng-Chia (Brian). 2018. “Gamify Online Courses with Tools Built into 

Your Learning Management System (LMS) to Enhance Self-Determined and 

Active Learning.” Online Learning 22(3): 41–54. 

Conaway, Roger, and Mario Cortés Garay. 2014. “Gamification and Service 

Marketing.” SpringerPlus 3(1): 1–11. 

http://www.springerplus.com/content/3/1/653. 

Dichev, Christo, and Darina Dicheva. 2017. 14 International Journal of Educational 

Technology in Higher Education Gamifying Education: What Is Known, What 

Is Believed and What Remains Uncertain: A Critical Review. International 

Journal of Educational Technology in Higher Education. 

Dithmer, Marcus et al. 2016. “‘The Heart Game’: Using Gamification as Part of a 

Telerehabilitation Program for Heart Patients.” Games for Health Journal 

5(1): 27–33. http://www.liebertpub.com/doi/10.1089/g4h.2015.0001. 

Finch, Kathryn C. et al. 2016. “Public Health Implications of Social Media Use 

during Natural Disasters, Environmental Disasters, and Other Environmental 

Concerns.” Natural Hazards 83(1): 729–60. 

Friedrich, Julia et al. 2019. “Incentive Design and Gamification for Knowledge 

Management.” Journal of Business Research (February). 

Gao, Meiyuzi, Philip Kortum, and Frederick Oswald. 2018. “Psychometric 

Evaluation of the USE (Usefulness, Satisfaction, and Ease of Use) 

Questionnaire for Reliability and Validity.” Proceedings of the Human 

Factors and Ergonomics Society Annual Meeting 62(1): 1414–18. 

10.1177/1541931218621322. 

Garett, Renee., and Sean D. Young. 2018. “Health Care Gamification: A Study of 

Game Mechanics and Elements.” Technology, Knowledge and Learning: 1–

13. https://doi.org/10.1007/s10758-018-9353-4. 

Garone, Priscilla, and Sérgio Nesteriuk. 2019. “Gamification and Learning: A 

Comparative Study of Design Frameworks.” Lecture Notes in Computer 



69 
 

Science (including subseries Lecture Notes in Artificial Intelligence and 

Lecture Notes in Bioinformatics) 11582 LNCS: 473–87. 

Global Tuberculosis Report 2017. 2017. 

https://www.who.int/tb/publications/global_report/gtbr2017_main_text.pdf 

(June 27, 2019). 

Grangeia, Tiago de Araujo Guerra et al. 2018. “Learn+fun! Social Media and 

Gamification Sum up to Foster a Community of Practice during an Emergency 

Medicine Rotation.” Health Professions Education: 1–15. 

https://doi.org/10.1016/j.hpe.2018.11.001. 

Hakulinen, Lasse, Tapio Auvinen, and Ari Korhonen. 2015. “The Effect of 

Achievement Badges on Students’ Behavior: An Empirical Study in a 

University- Level Computer Science Course.” International Journal of 

Emerging Technologies in Learning (iJET) 10(1): 18–29. 

http://dx.doi.org/10.3991/ijet.v10i1.4221. 

Hasan Denizalp, Fezile Ozdamli. 2019. “Determination of Student Opinions on 

Usage of Social Media and Mobile Tools in Student-Teacher, Student-Student 

Communication.” International Journal of Emerging Technologies in 

Learning (iJET) 14(22): 19–28. https://doi.org/10.3991/ijet.v14i22.11745. 

Huotari, Kai, and Juho Hamari. 2017. “A Definition for Gamification: Anchoring 

Gamification in the Service Marketing Literature.” Electronic Markets 27(1): 

21–31. http://dx.doi.org/10.1007/s12525-015-0212-z. 

Hursen, Cigdem, and Cizem Bas. 2019. “Use of Gamification Applications in 

Science Education.” International Journal of Emerging Technologies in 

Learning 14(1): 4–23. 

Juric, Petar, Marija Brkic Bakaric, and Maja Matetic. 2018. “Design and 

Implementation of Anonymized Social Network-Based Mobile Game System 

for Learning Mathematics.” International Journal of Emerging Technologies 

in Learning 13(12): 83–98. https://doi.org/10.3991/ijet.v13i12.8762 Petar. 

KEMENKES R1. 2016. “Indonesia National TB Program Current Status of 

Integrated Community Based TB Service Delivery and the Global Fund Work 

Plan to Find Missing TB Cases.” : 1–39. 



70 
 

https://www.who.int/tb/features_archive/indonesia_11apr18.pdf?ua=1. 

Koivisto, Jonna, and Juho Hamari. 2019. “The Rise of Motivational Information 

Systems: A Review of Gamification Research.” International Journal of 

Information Management 45(July 2018): 191–210. 

https://doi.org/10.1016/j.ijinfomgt.2018.10.013. 

Kristianti, Novera, Suyoto Niwayan Purnawati, and Suyoto. 2018. “Virtual 

Education with Puzzle Games for Early Childhood: A Study of Indonesia.” 

International Journal of Engineering Pedagogy 8(2): 14–22. 

Lam, Chee Kin et al. 2018. “Using Video Technology to Increase Treatment 

Completion for Patients with Latent Tuberculosis Infection on 3-Month 

Isoniazid and Rifapentine: An Implementation Study.” Journal of Medical 

Internet Research 20(11). 

Maican, Catalin, Radu Lixandroiu, and Cristinel Constantin. 2016. “Interactivia.Ro 

- A Study of a Gamification Framework Using Zero-Cost Tools.” Computers 

in Human Behavior 61: 186–97. http://dx.doi.org/10.1016/j.chb.2016.03.023. 

Maitland, Clover et al. 2018. “Measuring the Capacity of Active Video Games for 

Social Interaction: The Social Interaction Potential Assessment Tool.” 

Computers in Human Behavior 87: 308–16. 

Miller, Aaron S., Joseph A. Cafazzo, and Emily Seto. 2014. “A Game Plan: 

Gamification Design Principles in MHealth Applications for Chronic Disease 

Management.” Health Informatics Journal 22(2): 184–93. 

http://jhi.sagepub.com/content/early/2014/07/18/1460458214537511%0APu

blished. 

Newzoo Games Market Research. 2019. “Global Games Market Report 

Infographics.” http://www.newzoo.com/infographics/global-games-market-

report-infographics/. 

Nour, Monica Marina, Anika Saiyara Rouf, and Margaret Allman-Farinelli. 2018. 

“Exploring Young Adult Perspectives on the Use of Gamification and Social 

Media in a Smartphone Platform for Improving Vegetable Intake.” Appetite 

120: 547–56. https://doi.org/10.1016/j.appet.2017.10.016. 

Pradipta, Ivan Surya et al. 2018. “Risk Factors of Multidrug-Resistant Tuberculosis: 



71 
 

A Global Systematic Review and Meta-Analysis.” Journal of Infection 77(6): 

469–78. https://doi.org/10.1016/j.jinf.2018.10.004. 

Price, Ann M. et al. 2018. “First Year Nursing Students Use of Social Media within 

Education: Results of a Survey.” Nurse Education Today 61: 70–76. 

https://doi.org/10.1016/j.nedt.2017.10.013. 

Probandari, Ari et al. 2016. “The Path to Impact of Operational Research on 

Tuberculosis Control Policies and Practices in Indonesia.” Global Health 

Action 9(1). 

Santoso, Harry B. et al. 2016. “Measuring User Experience of the Student-Centered 

E-Learning Environment.” Journal of Educators Online 13(1): 1–79. 

Schrepp, Martin, and Andreas Hinderks. 2014. “Design, User Experience, and 

Usability. Theories, Methods, and Tools for Designing the User Experience.” 

8517(June). http://link.springer.com/10.1007/978-3-319-07668-3. 

Simões, Jorge, Rebeca Díaz Redondo, and Ana Fernández Vilas. 2013. “A Social 

Gamification Framework for a K-6 Learning Platform.” Computers in Human 

Behavior 29(2): 345–53. 

Soeroto, Arto Yuwono et al. 2019. “Evaluation of Xpert MTB-RIF Guided 

Diagnosis and Treatment of Rifampicin-Resistant Tuberculosis in Indonesia: 

A Retrospective Cohort Study.” PLoS ONE 14(2): 1–16. 

Steinke, Jonathan, and Jacob van Etten. 2017. “Gamification of Farmer-

Participatory Priority Setting in Plant Breeding: Design and Validation of 

‘AgroDuos.’” Journal of Crop Improvement 31(3): 356–78. 

https://doi.org/10.1080/15427528.2017.1303801. 

Surya, Asik et al. 2017. “Quality Tuberculosis Care in Indonesia: Using Patient 

Pathway Analysis to Optimize Public–Private Collaboration.” The Journal of 

Infectious Diseases 216(suppl_7): S724–32. 

https://academic.oup.com/jid/article/216/suppl_7/S724/4595551. 

Toda, Armando M. et al. 2019. “An Approach for Planning and Deploying 

Gamification Concepts with Social Networks within Educational Contexts.” 

International Journal of Information Management 46(May): 294–303. 

https://doi.org/10.1016/j.ijinfomgt.2018.10.001. 



72 
 

Wang, Fan, Yanli Wang, and Xia Hu1. 2017. “Gamification Teaching Reform for 

Higher Vocational Education in China: A Case Study on Layout and 

Management of Distribution Center.” International Journal of Emerging 

Technologies in Learning 12(9): 130–44. 

http://10.0.15.151/ijet.v12.i09.7493%0Ahttp://search.ebscohost.com/login.as

px?direct=true&AuthType=sso&db=eue&AN=125360877&site=ehost-

live&authtype=sso&custid=ns083389. 

Wayan Gede Artawan Eka Putra, I. et al. 2019. “The Implementation of Early 

Detection in Tuberculosis Contact Investigation to Improve Case Finding.” 

Journal of Epidemiology and Global Health 9(3): 191–97. 

Yen, Barbara T.H., Corinne Mulley, and Matthew Burke. 2019. “Gamification in 

Transport Interventions: Another Way to Improve Travel Behavioural 

Change.” Cities 85(January): 140–49. 

 

  



73 
 

LAMPIRAN 

1. Kuisioner UEQ 

   1 2 3 4 5  6  7      
 

                       

1 

 

 menyusahkan                    menyenangkan  
 

                       

2 

 

 tak dapat dipahami                dapat dipahami 
 

                  

3 

 

 kreatif                    monoton  
 

                       

4 

 

 mudah dipelajari                sulit dipelajari 
 

                  

5 

 

 bermanfaat                    kurang bermanfaat  
 

                       

6 

 

 Membosankan                mengasyikkan 
 

                  

7 

 

 tidak menarik                    menarik  
 

                       

8 

 

 tak dapat diprediksi                dapat diprediksi 
 

                  

9 

 

 cepat                    lambat  
 

                       

10 

 

 berdaya cipta                konvensional 
 

                  

11 

 

 menghalangi                    mendukung  
 

                       

12 

 

 Baik                buruk 
 

                  

13 

 

 rumit                    sederhana  
 

                       

14 

 

 tidak disukai                menggembirakan 
 

                  

15 

 

 lazim                    terdepan  
 

                       

16 

 

 tidak nyaman                nyaman 
 

                  

17 

 

 aman                    tidak aman  
 

                       

18 

 

 Memotivasi                tidak memotivasi 
 

                   
 

 memenuhi 
ekspektasi 

  
 

 
 

 
 

 
 

 
 

  
 

  
 

  tidak memenuhi  
19 

 

             
ekspektasi 

 
 

                      

20 

 

                    
 

 tidak efisien                efisien 
 

                  

21 

 

 jelas                    membingungkan  
 

                       

22 

 

 tidak praktis                praktis 
 

                  

23 

 

 terorganisasi                    berantakan  
 

                       

24 

 

 Atraktif                tidak atraktif 
 

                  

25 

 

 ramah pengguna                    
tidak ramah 
pengguna  

 

                       

26 

 

 Konservatif                inovatif 
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2. Data seluruh partisipan 

Items 

1 2 3 4 5 6 7 8 9 
1
0 

1
1 

1
2 

1
3 

1
4 

1
5 

1
6 

1
7 

1
8 

1
9 

2
0 

2
1 

2
2 

2
3 

2
4 

2
5 

2
6 

6 3 4 5 2 4 5 5 2 4 5 2 5 5 4 5 2 3 2 6 3 6 2 3 3 4 

3 6 2 7 4 4 4 6 2 4 4 4 4 3 4 3 5 5 4 4 2 6 2 4 3 6 

7 5 4 5 1 4 5 4 3 3 6 1 6 7 4 7 1 3 1 7 2 6 2 4 1 6 

3 5 4 5 4 4 3 4 3 3 3 3 4 5 5 5 5 4 5 4 5 4 3 4 4 4 

6 7 3 2 2 6 6 6 2 2 6 2 6 6 6 6 2 2 2 6 2 6 2 2 2 6 

6 4 4 3 4 4 6 4 3 3 6 2 6 6 3 6 4 3 2 6 5 6 6 6 6 4 

6 5 2 2 3 5 4 5 2 3 4 2 5 5 3 5 2 3 2 6 2 6 2 3 2 5 

5 6 3 2 4 4 6 6 3 3 4 2 6 5 4 4 4 3 2 5 2 6 2 4 3 4 

7 7 1 1 1 4 6 4 1 1 7 1 7 7 7 7 1 1 1 7 1 7 1 1 1 7 

5 4 3 2 3 6 6 5 2 3 5 2 5 5 4 6 2 3 3 6 2 6 4 6 3 4 

7 7 4 1 3 5 7 5 1 4 7 1 7 7 7 7 1 3 1 7 1 7 1 1 1 1 

6 6 2 1 1 5 7 1 7 3 7 2 6 6 2 7 1 1 2 3 2 5 3 3 2 6 

7 7 2 1 2 6 4 5 7 7 6 2 7 7 2 7 2 1 3 3 2 6 6 4 4 7 

1 2 1 4 1 5 6 2 4 2 6 2 3 3 2 1 6 4 4 2 6 4 2 2 1 7 

7 6 2 1 1 6 6 7 4 3 1 2 1 6 2 1 2 3 1 6 7 7 3 2 1 6 

6 7 1 1 1 7 7 1 4 1 1 1 7 7 1 5 1 1 1 7 2 7 1 1 3 7 

7 7 3 2 1 2 2 1 4 2 3 1 2 6 1 1 1 2 1 6 7 7 3 1 2 7 

7 6 2 1 2 6 6 7 3 3 2 2 1 6 2 1 2 3 1 6 7 7 3 3 1 6 

6 6 1 1 1 6 7 3 5 2 6 1 3 6 2 6 1 1 1 7 1 4 3 1 1 6 

6 7 5 2 2 7 7 2 5 2 4 2 1 4 1 1 2 1 4 2 2 6 3 2 2 7 

7 7 3 2 1 6 5 7 6 2 4 7 1 7 2 1 1 2 2 5 2 6 2 3 1 6 

3 7 2 6 1 6 7 2 5 4 7 1 4 5 6 7 2 1 1 4 1 2 2 1 1 6 

2 6 1 1 1 7 7 2 6 2 3 1 7 7 2 7 1 1 2 7 2 5 3 1 1 7 

 

3. Data partispan TBC 

QUESTION ITEM UEQ 

1 2 3 4 5 6 7 8 9 
1
0 

1
1 

1
2 

1
3 

1
4 

1
5 

1
6 

1
7 

1
8 

1
9 

2
0 

2
1 

2
2 

2
3 

2
4 

2
5 

2
6 

6 3 4 5 2 4 5 5 2 4 5 2 5 5 4 5 2 3 2 6 3 6 2 3 3 4 

3 6 2 7 4 4 4 6 2 4 4 4 4 3 4 3 5 5 4 4 2 6 2 4 3 6 

7 5 4 5 1 4 5 4 3 3 6 1 6 7 4 7 1 3 1 7 2 6 2 4 1 6 

3 5 4 5 4 4 3 4 3 3 3 3 4 5 5 5 5 4 5 4 5 4 3 4 4 4 

6 7 3 2 2 6 6 6 2 2 6 2 6 6 6 6 2 2 2 6 2 6 2 2 2 6 

6 4 4 3 4 4 6 4 3 3 6 2 6 6 3 6 4 3 2 6 5 6 6 6 6 4 

6 5 2 2 3 5 4 5 2 3 4 2 5 5 3 5 2 3 2 6 2 6 2 3 2 5 

5 6 3 2 4 4 6 6 3 3 4 2 6 5 4 4 4 3 2 5 2 6 2 4 3 4 

7 7 1 1 1 4 6 4 1 1 7 1 7 7 7 7 1 1 1 7 1 7 1 1 1 7 

5 4 3 2 3 6 6 5 2 3 5 2 5 5 4 6 2 3 3 6 2 6 4 6 3 4 
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QUESTION ITEM UEQ 

7 7 4 1 3 5 7 5 1 4 7 1 7 7 7 7 1 3 1 7 1 7 1 1 1 1 

6 6 2 1 1 5 7 1 7 3 7 2 6 6 2 7 1 1 2 3 2 5 3 3 2 6 

7 7 2 1 2 6 4 5 7 7 6 2 7 7 2 7 2 1 3 3 2 6 6 4 4 7 

1 2 1 4 1 5 6 2 4 2 6 2 3 3 2 1 6 4 4 2 6 4 2 2 1 7 

7 6 2 1 1 6 6 7   3 1 2 1 6 2 1 2 3 1 6 7 7 3 2 1 6 

6 7 1 1 1 7 7 1 4 1 1 1 7 7 1 5 1 1 1 7 2 7 1 1 3 7 

7 7 3 2 1 2 2 1 4 2 3 1 2 6 1 1 1 2 1 6 7 7 3 1 2 7 

7 6 2 1 2 6 6 7   3 2 2 1 6 2 1 2 3 1 6 7 7 3 3 1 6 

6 6 1 1 1 6 7 3 5 2 6 1 3 6 2 6 1 1 1 7 1 4 3 1 1 6 

6 7 5 2 2 7 7 2 5 2 4 2 1 4 1 1 2 1 4 2 2 6 3 2 2 7 

7 7 3 2 1 6 5 7 6 2 4 7 1 7 2 1 1 2 2 5 2 6 2 3 1 6 

3 7 2 6 1 6 7 2 5 4 7 1 4 5 6 7 2 1 1 4 1 2 2 1 1 6 

2 6 1 1 1 7 7 2 6 2 3 1 7 7 2 7 1 1 2 7 2 5 3 1 1 7 

 

4. Data partisipan umum 
 

QUESTION ITEM UEQ 

1 2 3 4 5 6 7 8 9 
1
0 

1
1 

1
2 

1
3 

1
4 

1
5 

1
6 

1
7 

1
8 

1
9 

2
0 

2
1 

2
2 

2
3 

2
4 

2
5 

2
6 

6 6 2 2 2 6 6 5 2 1 6 2 5 6 7 6 2 3 1 7 2 6 2 2 2 7 

6 5 2 2 2 6 6 3 2 1 6 1 5 7 5 6 2 3 1 7 2 6 3 4 2 6 

7 7 1 1 1 7 7 6 2 2 4 3 5 5 6 6 2 2 2 7 2 6 2 2 2 6 

7 6 1 1 1 6 6 4 1 6 6 1 7 6 7 6 1 1 2 7 1 6 2 2 2 2 

6 6 1 2 2 6 4 3 2 3 6 5 6 6 6 6 6 6 4 1 1 1 1 1 4 7 

3 4 1 2 1 6 7 7 1 2 1 1 3 2 2 7 2 1 3 6 1 2 1 2 5 2 

6 7 2 1 1 6 6 2 4 1 2 1 3 6 2 2 1 1 1 6 1 3 2 2 4 6 

7 7 3 2 1 1 2 1 4 2 1 1 2 6 2 1 1 2 1 6 6 6 3 1 2 7 

5 2 1 1 2 5 2 6 1 1 2 6 6 5 6 4 1 2 3 2 2 2 3 6 7 7 

2 3 6 5 1 6 7 4 6 2 6 2 3 6 2 3 2 2 7 2 1 1 2 1 4 4 

6 6 3 2 1 4 6 2 5 3 2 1 6 6 2 5 1 1 2 6 1 6 1 2 1 5 

7 5 3 5 1 3 5 4 3 2 6 1 6 7 4 7 1 3 1 7 2 6 2 4 1 6 

5 5 2 6 3 4 3 4 3 2 3 3 4 5 5 5 5 4 5 4 5 4 3 4 4 4 

6 7 3 2 1 6 5 7 6 2 4 7 1 7 2 1 1 2 2 5 2 6 2 3 1 6 

5 5 2 2 1 6 6 6 2 1 7 4 6 2 1 6 1 1 3 6 2 2 5 1 1 6 

7 5 2 2 1 7 7 3 5 2 7 2 1 6 1 6 1 1 2 7 2 5 3 2 1 7 

2 6 6 2 3 2 7 1 4 2 3 1 6 7 2 4 1 2 1 4 2 6 1 2 5 6 

2 3 2 5 2 7 7 6 1 2 3 2 3 1 6 2 1 3 2 2 4 2 2 2 1 6 

7 6 3 1 1 3 7 6 5 6 3 2 2 3 1 6 2 1 6 7 7 5 2 1 1 1 

6 6 2 1 2 4 3 6 5 5 4 3 6 3 4 6 2 2 2 4 2 6 1 1 1 5 

7 7 6 2 1 1 1 3 6 3 2 3 4 7 7 7 1 3 2 2 6 4 1 1 2 6 

7 7 1 6 2 3 3 2 5 2 5 2 1 3 2 7 2 1 6 3 2 6 6 2 2 2 

6 6 5 2 2 5 5 7 4 2 3 1 5 7 5 3 1 2 1 5 2 7 2 2 2 7 

5 7 1 2 2 5 6 5 2 1 6 1 6 6 6 6 1 4 2 6 3 7 1 2 2 6 

6 6 2 2 3 6 6 6 2 2 6 2 6 6 3 6 2 3 2 6 2 6 2 2 2 3 
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