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ABSTRAK

Nama Mahasiswa / NPM  : Afrida Lailiyah Hanim / 21082010131
Judul Skripsi : Perancangan UI/UX Aplikasi LMS Berbasis Mobile
Untuk Bimbingan Belajar Bahasa Inggris
Menggunakan Metode Double Diamond
Dosen Pembimbing : 1. Abdul Rezha Efrat Najaf, S.Kom., M.Kom.
2. Prasasti Karunia F. A., S.Kom., M.Kom., M.IM.

Platform pembelajaran digital kini semakin penting dalam mendukung
proses belajar mengajar, termasuk pada layanan bimbingan belajar bahasa Inggris.
Namun, sistem yang digunakan oleh Madani English House masih menghadapi
tantangan. Penelitian ini bertujuan untuk merancang UI/UX aplikasi Learning
Management System (LMS) berbasis mobile untuk bimbingan belajar bahasa
Inggris, dengan pendekatan Double Diamond. Metode ini dipilih untuk
memastikan eksplorasi kebutuhan pengguna, perumusan masalah secara sistematis,
pengembangan solusi, dan penyampaian desain yang terstruktur serta iteratif.
Proses desain meliputi tahapan Discover, Define, Develop, dan Deliver, dengan
pengumpulan data melalui wawancara, pembuatan empathy map, user persona,
serta evaluasi usability. Pengujian tahap pertama melibatkan siswa dan tutor,
menghasilkan skor Effectiveness sebesar 89,5% untuk siswa dan 87,04% untuk
tutor, Efficiency sebesar 80,99% untuk siswa dan 85,3% untuk tutor, serta
Satisfaction sebesar 85,6% untuk siswa dan 85% untuk tutor. Selanjutnya, evaluasi
dilakukan menggunakan metode Heuristic Evaluation mengidentifikasi masalah
pada prinsip Consistency and Standards (skala 2), serta pada Visibility of System
Status, Match Between System and the Real World, Recognition Rather Than
Recall, Flexibility and Efficiency of Use, Aesthetic and Minimalist Design, dan
Help and Documentation (skala 1). Setelah dilakukan iterasi desain berdasarkan
hasil evaluasi heuristik, pengujian usability tahap akhir menunjukkan peningkatan
pada seluruh aspek, di mana Effectiveness siswa mencapai 92,5% dan tutor 94,44%,
Efficiency siswa 83,13% dan tutor 86,34%, serta Satisfaction siswa 88,5% dan tutor
89,17%, menunjukkan hasil usability yang sangat baik.

Kata kunci: Learning Management System (LMS), Bimbingan Belajar, Bahasa
Inggris, UI/UX, Double Diamond, Usability Testing, Heuristic Evaluation.
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ABSTRACT

Student Name / NPM . Afrida Lailiyah Hanim /21082010131

Thesis Title : UI/UX Design of a Mobile-Based English Tutoring
LMS Application Using the Double Diamond
Method

Advisors : 1. Abdul Rezha Efrat Najaf, S.Kom., M.Kom.

2. Prasasti Karunia F. A., S.Kom., M.Kom., M.IM.
Digital learning platforms are becoming increasingly important in
supporting the teaching and learning process, including in English tutoring
services. However, challenges related to user interface and user experience
(UI/UX) are still commonly found in the systems used. This study aims to design
the UI/UX of a mobile-based Learning Management System (LMS) application for
English tutoring at Madani English House using the Double Diamond approach.
This method was chosen to ensure a structured and iterative design process that
includes user needs exploration, problem definition, solution development, and
final design delivery. The design process consists of the stages: Discover, Define,
Develop, and Deliver, with data collection carried out through interviews, the
creation of empathy maps, user personas, and usability evaluations. The initial
usability testing involved both students and tutors, resulting in Effectiveness scores
of 89.5% for students and 87.04% for tutors, Efficiency scores of 80.99% for
students and 85.3% for tutors, and Satisfaction scores of 85.6% for students and
85% for tutors. Further evaluation was conducted using the Heuristic Evaluation
method, identifying issues in the Consistency and Standards principle (severity
level 2), as well as in Visibility of System Status, Match Between System and the
Real World, Recognition Rather Than Recall, Flexibility and Efficiency of Use,
Aesthetic and Minimalist Design, and Help and Documentation (severity level 1).
After an iterative redesign based on the heuristic evaluation results, the final
usability testing showed improvements in all aspects: student Effectiveness reached
92.5% and tutor 94.44%, student Efficiency 83.13% and tutor 86.34%, and student
Satisfaction 88.5% and tutor 89.17%, indicating excellent usability outcomes.

Keywords: Learning Management System (LMS), English Language, Tutoring,
UI/UX, Double Diamond, Usability Testing, Heuristic Evaluation.
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