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INTISARI

Beberapa metode edukasi penyakit tuberculosis telah dilakukan salah satunya
melalui program DOTS (direct observed treatment shortcourse). Tata laksana
edukasi tuberculosis melalui program DOTS yang dilakukan di klinik dan rumah
sakit hanya kepada pasien dan keluarga pasien. Tujuan penelitian ini adalah untuk
mendiskripsikan pengembangan dan pengujian prototipe untuk pendidikan
interaktif kepada pasien tuberculosis secara khusus dan masyarakat umum. Teknik
pengumpulan data melalui observasi langsung terhadap pasien tuberculosis dan
profesional kesehatan (dokter, perawat dan petugas kesehatan DOTS). Tantangan
permainan dalam prototipe diberikan dengan konten yang berisi informasi
tuberculosis yang sebelumnya telah di validasi oleh dokter spesialis. Selain
informasi tuberculosis sebagai konten utama terdapat dua element penting
penyusun protoptipe ini yaitu element gamifikasi dan element sosial media. Pada
element games penelitian ini  mengadopsi elemen papan peringkat,
badge/achievement, challenge, dan level. Sedangkan untuk elemen ke tiga yaitu
sosial media meliputi like, comment, dan share. Pengujian aplikasi prototipe
dilakukan kepada dua group partisipan (N=48) yang terdiri atas pasien tuberculosis
23 partisipan dan partisipan umum yang terdiri dari keluarga pasien dan random
participant berjumlah 25 partisipan. Dengan menggunakan teknik user experience
questioner (UEQ) penelitian ini berfokus pada identifikasi motivasi pengguna
dalam menangkap informasi tuberculosi serta kejelasan ptototipe. Dengan
confidence intervals 5% (p=0.05) per scale. Hasil didapat menunjukan bahwa
participant secara keseluruhan memiliki tingkat motivasi tinggi terhadap prototipe,
ini terlihat dalam skala penilaian terhadap stimulasi dengan rerata 1,578. Begitupun
tingkat efektifitas informasi dalam skala penilaian Perspicuity memliki rerata 1,224
juga memliki rate yang cukup efektif.

Kata kunci: aplikasi mobile, edukasi, gamifikasi, media sosial, tuberculsosis
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ABSTRACT

There are several methods of education for tuberculosis, and one of them is
through the DOTS (direct observed treatment short course) program. The
management of tuberculosis education through the DOTS program is performed in
clinics and hospitals only to patients and their families. The purpose of this study
is to describe the development and testing of a prototype for interactive education
for tuberculosis patients in particular and the general public. Data collection
techniques through direct observation of tuberculosis patients and health
professionals (doctors, nurses, and DOTS health workers). Challenge The game in
the prototype was provided with content that contained tuberculosis information
that had been previously validated by a specialist. In addition to tuberculosis
information as the main content, two important elements are making up this
prototype, which are gamification and social media elements. In the game elements,
this study adopted elements of the leaderboard, badge/achievement, challenge, and
level. As for the third element, social media includes likes, comments, and shares.
Prototype application testing was conducted on two participant groups (N = 48)
consisting of 23 tuberculosis patients and 25 random participants. By using the
user experience questionnaire (UEQ) technique, this research focuses on
identifying the user's motivation in capturing compositional information as well as
the clarity of the prototype. With a confidence interval of 5% (p = 0.05) per scale.
The results obtained indicate that the participant as a whole has a high level of
motivation towards the prototype, this is seen in the rating scale of stimulation with
an average of 1.578 Likewise the effectiveness level of information in the rating
scale of perspicuity has a mean of 1.224 also has a rate that is quite effective.

Keywords—education, gamification, mobile application, social-media,
tuberculosis
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