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ABSTRAK 

 

Nama Mahasiswa / NPM : Faradhiya Aulia Rahma / 21082010213 

Judul Skripsi : Perancangan Desain UI/UX Aplikasi 

“SobatIkan” Menggunakan Metode Double 

Diamond 

Dosen Pendamping : 1. Seftin Fitri Ana Wati, S.Kom., M.Kom. 

2. Abdul Rezha Efrat Najaf, S.Kom., M.Kom. 

 

Pada sektor perikanann budidaya di Kabupaten Jombang terdapat beberapa 

permasalahan, yaitu proses penyuluhan, pelaporan, pemasaran, dan distribusi hasil 

budidaya ikan masih dilakukan secara konvensional dan belum terintegrasi digital.  

Penelitian ini bertujuan merancang desain UI/UX aplikasi SobatIkan menggunakan 

metode Double Diamond untuk meningkatkan usability serta memfasilitasi 

integrasi antara DISPAKAN, pembudidaya ikan, dan konsumen. Metode ini 

menekankan pada pemahaman kebutuhan dan aspirasi pengguna melalui proses 

iterasi berulang sebanyak tiga kali. Pada Usability Testing 1, seluruh pengguna 

menunjukkan hasil effectiveness, efficiency, dan satisfaction yang tinggi, meski 

masih ada beberapa aspek yang perlu diperbaiki. Heuristic Evaluation dilakukan 

oleh 5 ahli UI/UX Design dan 3 perwakilan dari tiap peran persona dengan mengacu 

pada ten usability heuristic untuk mengidentifikasi masalah kegunaan. Hasil 

pengujian terakhir yaitu Usability Testing 2 menunjukkan skor yang tinggi, 

DISPAKAN dengan skor Effectiveness 97,41%, Efficiency 98,65%, dan 

Satisfaction 93,75. Pembudidaya ikan dengan skor Effectiveness 92,94%, Efficiency 

92,1%, dan Satisfaction 92. Sedangkan konsumen tidak mengalami perbaikan, 

dengan skor yang tetap yaitu Effectiveness 95,78%, Efficiency 91,5%, dan 

Satisfaction 86,5 yang menunjukkan bahwa desain aplikasi SobatIkan telah 

memenuhi aspek usability yang sangat baik. 

Kata Kunci: Perikanan Budidaya, UI/UX, Double Diamond, Usability Testing, 

Heuristic Evaluation. 
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ABSTRACT 

 

Student Name / NPM : Faradhiya Aulia Rahma / 21082010213 

Thesis Title : UI/UX Design Design of “SobatIkan” 

Application Using the Double Diamond 

Method 

Advisors : 1. Seftin Fitri Ana Wati, S.Kom., M.Kom. 

2. Abdul Rezha Efrat Najaf, S.Kom., M.Kom. 

 

In the aquaculture sector in Jombang Regency, there are several problems, 

namely the process of counseling, reporting, marketing, and distribution of fish 

farming products is still carried out conventionally and has not been digitally 

integrated.  This research aims to design the UI/UX design of the SobatIkan 

application using the Double Diamond method to improve usability and facilitate 

integration between DISPAKAN, fish farmers, and consumers. This method 

emphasizes understanding user needs and aspirations through a three iteration 

process. In Usability Testing 1, all users showed high effectiveness, efficiency, and 

satisfaction results, although there are still some aspects that need to be improved. 

Heuristic Evaluation was conducted by 5 UI/UX Design experts and 3 

representatives from each persona role by referring to ten usability heuristics to 

identify usability problems. The results of the last test, Usability Testing 2, showed 

high scores, DISPAKAN with a score of Effectiveness 97.41%, Efficiency 98.65%, 

and Satisfaction 93.75. Fish farmers with a score of Effectiveness 92.94%, 

Efficiency 92.1%, and Satisfaction 92. While consumers do not experience 

improvements, with a score that remains at 95.78% Effectiveness, 91.5% Efficiency, 

and 86.5 Satisfaction, which shows that the design of the SobatIkan application has 

fulfilled the usability aspect very well. 

Keyword: Aquaculture, UI/UX, Double Diamond, Usability Testing, Heuristic 

Evaluation. 
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