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Abstract
Aims : The development of science and technology encourages the
learning process to be more applicable and interesting as an effort to
improve the quality of education. The use of edugame as an evaluation
of learning by students is the right solution. The purpose of the study
was to identify student experiences in using V-Qita Edugame in patient
safety learning.
Designs:This research is a quantitative research using descriptive
method through a cross-sectional approach.
Methods:The population in this study were 60 students of STIKep
PPNI West Java. The sampling technique used is purposive sampling
with random sampling. Collecting data using a user experience
questionnaire (UEQ). The questionnaire was adapted from the research
of Laugwitz et al. This questionnaire contains 26 items that represent
the 6 factors that will be analyzed to evaluate the user experience,
namely attractiveness, efficiency, perspicuity, dependability,
stimulation, and novelty.
Results : The five user experience subvariables show an average value
close to the maximum value so that it is stated that the user's response
is positive to the use of edugame as a form of evaluation in patient
safety learning. Stimulation is an experiential subvariable that
emphasizes that users find edugames fun and motivating.
Conclusions:The students' experience in using V-Qita Edugame is at an
average value of 4.62, meaning that the student response in using
Edugame as a positive learning evaluation. Stimulus got the highest
value compared to other subvariables. experiences that emphasize
users find SAP enjoyable and motivate users to use it.
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INTRODUCTION
The increasing number of COVID-19 sufferers and their very fast spread have
forced nursing students to do online learning. Online learning demands the existence of
learning media by utilizing technology that is easily accessible and can generate new
interests and desires, generate motivation and stimulation of learning activities, and
even bring psychological effects on students. The development of science and
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technology encourages the learning process to be more applicable and interesting as an
effort to improve the quality of education.
The learning media created can utilize smartphone technology. So far, we know
that smartphones are not only focused as a means of communication, or entertainment,
but have been used as learning media. One of the smartphone-based media that can be
used by teachers in learning and has not been widely developed is a mobile game-based
learning (mGBL) application. mGBL is an application in the form of a game that contains
subject matter and is built according to the level of education and is also adapted to the
applicable curriculum and is run on smartphone devices (1). Learning using mobile
Game Based Learning makes student learning interesting and fun. The learning process
will be effective if students are in a happy and happy condition.
Based on research conducted by Riyanti (2), it was found that smartphone
educational games have a significant influence on student learning outcomes and
motivation (3). Edugame is expected to be a fun simulation learning media so that it can
improve the understanding and even the ability of nursing students. Edugames can also
complement simulation learning which is usually done in the laboratory (2).
User Experience (UX) has become very important in software development in the
last few decades and is significantly differentiating success. Many aspects of user
experience can be considered when designing interactive products, including usability,
functionality, content, aesthetics, and emotional appeal. The definition of UX is an aspect
that focuses on understanding user needs. A good UX will promote a good quality of
interaction between the user and the system (4,5). UX measurement will provide a
deeper understanding of user perceptions of specific aspects of the system (5).
According to Vermeeran (6) By measuring user experience, researchers will be able to
formulate system development and improvement needs. The main focus is on
determining the best design, ensuring development is on the right track, and meeting
the needs of the target user. The suggested methodology for user experience analysis is
a mixture of quantitative, qualitative methods, using interviews, questionnaires,
behavioral analysis, and expert evaluation.

METHODS
This research is a quantitative research using descriptive method through a crosssectional approach. The population in this study were 60 students of STIKep PPNI West
Java. The sampling technique used is purposive sampling with random sampling.
Inclusion criteria are students who have received patient safety lessons. At this stage, a
product trial was conducted to get a response from students who were taking the
Patient Safety course with a total of 60 students. The trial was conducted by looking at
the user experience after using edugame in patient safety learning. The questionnaire
used at this stage uses a user experience (UEQ) questionnaire. Questionnaire adapted
from research Laugwitz et al. This questionnaire contains 26 items that represent the 6
factors that will be analyzed to evaluate the user experience, namely attractiveness,
efficiency, perspicuity, dependability, stimulation, and novelty. The measurement
results from the instrument show that the higher the score, the more positive the user's
response to the use of V-QITA edugame.
https://doi.org/10.33755/jkk
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RESULTS
No
Sub variable
1
Attractiveness

Average (mean)
4.82

Min - Max
2-7

Information
Positive

2

Efficiency (Efficiency)

3.85

1 -6

Positive

3

Accuracy (Dependability)

4.87

2-7

Positive

4

Stimulation (Stimulation)

4.97

3-7

Positive

5

Novelty (novel)

4.70

3-6

Positive

Average

4.62

The five user experience subvariables show an average value close to the maximum
value so that it is stated that the user's response is positive to the use of edugame as a
form of evaluation in patient safety learning. Stimulation is an experiential subvariable
that emphasizes that users find edugames fun and motivating.

DISCUSSION
User Experience (UX) is the perception and response of users as a reaction to the
use of a product, system or service. User Experience is how users feel pleasure and
satisfaction from using a product, seeing or holding the product. Students' interest in
using edugame as an evaluation is expected to increase students' understanding of
patient safety. Learning experience in patient safety learning, to build awareness of the
value of patient safety is a way to avoid unexpected incidents, especially students who
will practice in the laboratory or practice in hospitals to be able to increase the level of
quality service.
Attractiveness is an experience that emphasizes the user's overall impression of
the SAP product, i.e. whether the user likes or dislikes V-Qita edugame. Based on the
results of this study, users like V-Qita Edugame indicated by the results of a positive
response to the product. When users like edugames, the desire to continue to use
edugames as a learning evaluation continues.
Efficiency is an experience measurement variable that emphasizes the product
helps to get the job done efficiently. Based on the results of the research above, it is
known that users feel that edugame is a solution as an efficient evaluation method
solution. However, users still give a neutral response regarding fast/slow processing of
input and output or in responding, as well as for practical and impractical items.
Recommendations that can be given to increase this variable are: Developers should
improve the design aspects of the edugame so that users feel they can use the edugame
more practically.

https://doi.org/10.33755/jkk

81
p-ISSN : 2354 8428 | e-ISSN: 2598 8727

Jurnal Keperawatan Komprehensif
Vol. 8 No.1 January 2022

Dependability is an experience measurement variable that emphasizes the user
feels in control of the interaction with the edugame. Based on the results of the research
above, it is known that users feel that the results of the work are predictable, and are
supportive in completing the work and are safe, but for items that meet
expectations/not the user gives a neutral evaluation.
Stimulation is an experience measurement variable that emphasizes on users
feeling SAP is enjoyable and motivating users to use it. Hasil penilaian responden
menunjukkan nilai stimulation yang lebih tinggi dibandingkan subvariabel lainnya.
Based on the results of the research above, users feel that V-Qita Edugame has direct
benefits for work and motivates users to complete work. Users give a neutral response
regarding whether the edugame is boring/fun, and not interesting or interesting. The
results of this study are in line with previous research which states that there is a
significant difference between learning motivation and student achievement in the
experimental class and the control class, showing that learning using educational games
has more effect on increasing student motivation and learning achievement than using
conventional media (1,2).
Novelty is a user experience measurement variable that emphasizes whether
edugame products are innovative and creative and attract the interest of users. Based
on the results of this study, all items included in the novelty variable received a neutral
evaluation from SAP users as a whole. Nilai novelty dari edugame dalam penilitian
paling kecil dibandingkan subvariabel lainnya walaupun tetap dikategorikan positif.

CONCLUSION
The students' experience in using V-Qita Edugame is at an average value of 4.62,
meaning that the student response in using Edugame as a positive learning evaluation.
Stimulus got the highest value compared to other subvariables. An experience that
emphasizes users finds SAP enjoyable and motivates users to use it.
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