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ABSTRAK

Nama Mahasiswa/NPM :  Prihandini Daffa Nur Rizka Faridiana/21082010114

Judul Skripsi :  Penerapan Metode Design Thinking dalam
Merancang UI/UX Aplikasi LockeBox untuk
Manajemen Target Mahasiswa Berbasis Goal Setting
Theory

Dosen Pembimbing : 1. Seftin Fitri Ana Wati, S.Kom., M.Kom
2. Reisa Permatasari, S.T., M.Kom

Mabhasiswa kerap kali menghadapi tantangan dalam mempertahankan pengaturan diri
dalam mencapai target akademik. Aplikasi manajemen target yang tersedia saat ini,
Notion dan To-Do List, memiliki pengalaman pengguna yang kurang baik dikarenakan
iklan berlebih, responsivitas yang buruk, dan belum sepenuhnya mendukung aspek
pengaturan diri. Goal Setting Theory sebagai teori psikologi, menyoroti pentingnya
target spesifik, menantang, dan keberadaan rekan dalam menjaga pengaturan diri agar
berfokus dalam menggapai target. Skripsi ini berfokus pada perancangan aplikasi
berbasis Goal Setting Theory dengan menerapkan metode Design Thinking. Proses
perancangan dilakukan melalui lima fase Design Thinking. Fase Empathize yang
melibatkan wawancara pengguna dan penyusunan Empathy Map. Fase Define melalui
analisis Affinity Diagram, User Journey Map, dan User Persona. Fase ldeate,
mengembangkan ide solusi menggunakan How Might We, Information Architecture,
dan Moodboard. Fase Prototype memvisualisasi ide solusi melalui pembuatan Design
Systems dan Mockup. Fase Test dilakukan dengan Usability Testing berbasis ISO 9241 -
11 dan Heuristic Evaluation. Hasil pengujian iterasi terakhir menunjukkan bahwa
aplikasi mencapai success rate sebesar 96,67%, overall relative efficiency 95,83%, dan
skor System Usability Scale 86,5 yang termasuk kategori excellent dan acceptable.
Temuan ini membuktikan bahwa penerapan Design Thinking mampu menghasilkan
rancangan UI/UX yang sesuai dengan kebutuhan pengguna serta sejalan dengan
prinsip-prinsip Goal Setting Theory.

Kata kunci: Desain Antarmuka, Desain Pengalaman Pengguna, Design Thinking,
Goal Setting Theory, Target Akademik
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ABSTRACT

Student Name/NPM  :  Prihandini Daffa Nur Rizka Faridiana/21082010114

Thesis Title :  Implementation of the Design Thinking Method in
Designing the UI/UX of the LockeBox Application for
College Student Target Management Based on Goal
Setting Theory

Dosen Pembimbing : 1. Seftin Fitri Ana Wati, S.Kom., M.Kom
2. Reisa Permatasari, S.T., M.Kom

College students often face challenges in maintaining self-regulation to achieve their
academic goals. Currently available goal management apps, Notion and To-Do List,
have a poor user experience due to excessive advertising, poor responsiveness, and not
supporting the self-regulation aspect. Goal Setting Theory is psychology theory that
highlights the importance of specific, challenging, as well as the presence of peers and
feedback from them, in maintaining one's self-regulation to focus on achieving their
desired goals. This research focuses on designing an application based on Goal Setting
Theory by applying the Design Thinking method to help college students manage their
academic goals. The design process is carried out through five Design Thinking phases.
Empathize phase, involving user interviews and the preparation of an Empathy Map.
Define phase through the analysis of Affinity Diagrams, User Journey Maps, and User
Personas. On Ideate phase, solution ideas are developed using the How Might We,
Information Architecture, and Moodboard methods. Prototype phase visualized
solution ideas through the creation of Design Systems and Mockups. Test phase, is
carried out with Usability Testing based on ISO 9241-11 and Heuristic Evaluation. The
test results from the final iteration showed that the application achieved a success rate
0f96.67%, an overall relative efficiency of 95.83%, and a System Usability Scale score
of 86.5, which is considered excellent and acceptable. These findings demonstrate that
the application of Design Thinking can produce UI/UX designs that meet user needs
and align with the principles of Goal Setting Theory.

Keyword: User Interface Design, User Experience Design, Design Thinking, Goal
Setting Theory, Academic Goals

xi



Halaman ini sengaja dikosongkan

xii



KATA PENGANTAR
Puji Syukur kepada Allah SWT karena limpahan Rahmat dan hidayah-Nya,
laporan skripsi berjudul “Penerapan Metode Design Thinking dalam Merancang
UI/UX Aplikasi LockeBox untuk Manajemen Target Mahasiswa Berbasis Goal
Setting Theory” dapat terselesaikan. Pada penyusunan laporan ini, penyusun
menyadari bahwa laporan ini tidak dapat terselesaikan tanpa adanya dukungan dari
berbagai pihak yang telah membantu dalam penyusunan proposal ini. Oleh karena itu,
penyusun ingin menyampaikan rasa terimakasih kepada:
1. Ayah, Ibu, serta keluarga yang telah mendukung dengan sepenuh hati serta
selalu memberikan motivasi.
2. Ibu Seftin Ana Wati, S.Kom., M.Kom. selaku Dosen Pembimbing Pertama
yang telah membimbing dan mengarahkan pengerjaan laporan skripsi ini.
3. Ibu Reisa Permatasari, S.T., M.Kom. selaku Dosen Pembimbing Kedua
yang telah membimbing dan mengarahkan pengerjaan laporan skripsi ini.
4. Seluruh teman dan sahabat dari penyusun yang tidak dapat disebutkan satu-
persatu, namun telah turun memberi dukungan.
Penyusun menyadari bahwa dalam penyusunan laporan skripsi ini masih
banyak kekurangan, oleh karena itu penyusun mengharapkan adanya saran dan kritik
yang membangun. Akhir kata, semoga dengan adanya laporan skripsi ini dapat

membawa manfaat.

Surabaya, Desember 2025

Penyusun

Prihandini Daffa N. R. F

xiil



Halaman ini sengaja dikosongkan

X1V



DAFTAR ISI

LEMBAR PENGESAHAN .....ucoiviniitinnnininsisssisssissssssssssessssssssssssssssssssssssssssssssssssas iii
LEMBAR PERSETUJUAN ...ccciivinninninsnissenssessssssssssssssssssssssssssssssssssssssssssssssssassssssns v
SURAT PERNYATAAN BEBAS PLAGIASL......cuiiiininuinsnicnnssensessanssasesanans vii
ABSTRAK .uuotiitiiiiiiniinnicssisssissesssisssisssisssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssss ix
ABSTRACT ...uuerieiciriensnnsniseisesssnssssssssssssssssssssssssssses ceresessarssarsssisassanenas xi
KATA PENGANTAR ...ucoiiinniceisensuecssicssisssssssssssssssssssssssans xiii
1D V2N 0 WX 2 1 N ceessessssnnssanenrsnnnes XV
DAFTAR GAMBAR........curitrcersinentecntcnesnssansssssssssssssssses xix
DAFTAR TABEL....cociviiuineriinnninsnncescessnscsasssasssssssesas ... XXiii
DAFTAR LAMPIRAN .....ciiiiirtinninnnnnansnnessesssessssessssesssnes XXV
BAB I PENDAHULUAN ...cuiiviiiinuinninenseesacssstsssssessssssssssssssessas . 1
1.1 Latar BelaKang ..........cooouviieiiiiiiiecie e 1
1.2 Rumusan Masalah ..........cocoooiiiiiiiiiiniccee e 4
1.3 Batasan Masalah...........coooiiiiii e 4
1.4 TUJUAN .ttt et e e et e e et eeeabeeeenreeas 4
1.5 Sistematika Penelitian ..........cccoeoeeiiiieiiiiiiiieeeecce e 4
BAB II TINJAUAN PUSTAKAL....ccovtiniininrnnsenssisssicssicssssssssssssssossssssssssssssssssssssssssans 7
2.1 Penelitian Terdahulu ..........ccooooiiiiiiii e 7
2.1.1 Target Akademik MahaSiSWa.........ccceeeruieriieriieniieeiieie e 10
2.1.2 Goal Setting ThEOTY ...cc.eeeiieiiieieeiee ettt et 11
2.1.3 POMOAOTO TIMET....c..eetiiiiiiiiiiiieieeiceee ettt 12
2.1.4 Desain Antarmuka (User Interface Design) ..........cccoeceeviiiiiiiiiieiiiiencieene 12
2.1.5 Desain Pengalaman Pengguna (User Experience Design)...........ccccceueeeeee. 13
2.1.6  Metode Design Thinking...........cccueevieiiiieriienieeiienieee e 13
2,17 WAWANCATA..ccueteiiiiieeiiee ettt ettt et e ettt e et e e st eesbbeeeiaee s 15
2.1.8 Teknik Menyusun Pertanyaan Wawancara............cccceeevveeeeveeesveeesneesnnnennn 16
2.1.9  EmMPathy MapP ....cccvoiiiiiiiieiieeeeeee ettt 16
2.1.10  Affinity DIagrami.......ccoocuiieiiiiieeiiieeiee e 17

XV



2. 111 USEr JOUrNEY MapP...ccouveeeiiieiiieeeiteeetee ettt et 18

2,112 USET PEISONQA....couiiiiiiiiiieieeeieeeect ettt s 18
2.1.13  HOW MIght WE .ottt 19
2.1.14  Information Archit€Cture ...........coocueeriiiiiiiiiieeiieie e 20
2115 WIECTIOW et 20
2.1.16 0 Mo00d BOArd.....ccooiiiiiiiiiiieee e 21
2.1.17  DeSIZN SYSTEIMS.....uvieeiiieeiiieeeiie et eee e et eeaeeesteeeseseeesssaeesseeeenseeeennns 22
2,118 MOCKUP ettt ettt ettt ettt e e et e e etaeesbeeesbeeesbeensaennsaens 22
B0 T T s (110151 oL SRR 23
2.1.20  USability T@SHNEZ...cccvieeiieiieeiieeie ettt ettt ettt et et seaeebaeeereens 24
2.1.21  Heuristic Evaluation ..........ccccoeoerieneiiinienieeeeeesceeee e 26
2,122 FI@IMA .ttt ettt ettt et et etaeebaeeabeens 27
2.1.23 0 MAZE e 27
BAB IIIl METODOLOGI PENELITIAN.....cccceeeerinensuncsancnnens 29
3.1 Metode Penelitian ........c.c.coueviiriiiiiiiiiicieeiceteee et 29
3.1.1 Identifikasi Masalah ............ccooiiiiiiiiii e 29
3.1.2  Studi LAteTatur....cooueieiieiiieiie e 31
313 EMPAtRIZE .cuviiiiieiieeeeee e 31
314 DEfINe ..o 35
BU15 TAEALE .. 37
3,16 PrOtOtYPC..neiiiieiiie ettt ettt ettt ettt et e et e et e e bae e enbaeeen 40
BuL T TESE et 42
BAB IV HASIL DAN PEMBAHASAN ....cccccevviennnecsaecnnene 45
4.1 Hasil Metode Design Thinking Iterasi Pertama..............cccocoiiiiiniiiniiinnes 45
41T EMPAtRIZE.....ooiiiiiiiiiiieieeeee et e 45
412 DTINE ..ttt ettt 46
A.1.3 TACALE ...ttt ettt e 53
414 PIOTOLYPC .ttt ettt ettt et 78
A1.5 TSt ettt et ettt ettt e et e b e 99
4.2 Hasil Metode Design Thinking Iterasi Kedua ..........cccoeeevvieviiieiiiiiiiiieceiiees 105

XVi



B.2.1 DIEIINEG.cccoeiiiiiiiieeeeeeeeeeeeeeeee ettt e e e e e e e e e e aeaeaesaaeaeaaeaeeaeesarenaaeeeeaeaaees 105

A.2.2 TACALC.....eeveeieeieeteeteeet ettt st 109
L B o (0] 107 0TSSP UR PP 110
A28 TOSEu e uteuieeeieeeteete et te ettt ettt e et e st e st e e e st e et e s e et e e st e e st e aeebeenteenteeneeneenns 113

4.3 Hasil Metode Design Thinking Iterasi Ketiga.........cccooiieiiiiiiiiiinniiiieen. 125
G T B &g (0110117 oL OSSPSR 125

O TN 1T TSRS 140

4.4 GENETAte DIESIZN ..eeviiiiiieiiieciiieiie ettt et ettt s etaeebaeeaneas 145
BAB V PENUTUP.......coovririnninersensisssicssissssssssassssssssnes .. 149
ST KESIMPUIAN....cetieiiiiiieieceee ettt ettt e e e e e 149
5.2 SATAN ...ttt e 149
DAFTAR PUSTAKA .....cooiiriientcneniesnessessicsesssnssseesnens 151
LAMPIRAN I DATA RESPONDEN DAN HASIL WAWANCARA................. 155
LAMPIRAN II DETAIL EMPATHY MAP....iiiiinninnnrcsnnsssssssssssssssssssssses 167
LAMPIRAN III DETAIL AFFINITY DIAGRAM .....uccvicniccurssecssesssnssssssasssasans 172
LAMPIRAN IV DOKUMENTASI HEURISTIC EVALUATION. .......ccccceueeuee. 182
LAMPIRAN V DETAIL INFORMATION ARCHITECTURE ...........ccceceeueeene 260

xvii



Halaman ini sengaja dikosongkan

xviil



DAFTAR GAMBAR

Gambar 2.1 System Usability Scale SCOTe..........coouieviieiiiiiiieiieiiieieeeeeeee 26
Gambar 3.1 Tahapan Penelitian .........c.ccccveevieriiiniieiiecieeeeeeee e 29
Gambar 4.1 Aggregated Empathy Map .......ccccocoriiiiiiiiiiniiiecces 46
Gambar 4.2 Affinity DIiagram .........ccccoeviiiiiiiiieieeecce e 47
Gambar 4.3 Tema Uama ........ccceeiuiiiiiiieiiie ettt ettt 48
Gambar 4.4 User JOUINEY MaP .......eeeviiiiiiiieeieeee e 51
Gambar 4.5 USer Persona........c.cuooouiiiiiiiiiiieeeeee et 53
Gambar 4.6 Proses How Might We ........ocooiiiiiiiiiiieeceee e 54
Gambar 4.7 Information Archite€Cture...........cooueiiiiiiiieiiieiieeeee e 56
Gambar 4.8 Wireflow 1: Menyelesaikan Onboarding ..............cccceevieeiiieniieneeennenne. 57
Gambar 4.9 Wiretflow 2: Membuat AKUN ......c.cccooiiiiiiiiiiieceee 58
Gambar 4.10 Wireflow 3: Masuk ApliKasi.........ccceevieriiieniiieniiiiiieiecieeeieee e 59
Gambar 4.11 Wireflow 4: Mengikuti Tutorial..........cccoeevveviierieeniiieniieieeieeee e 60
Gambar 4.12 Wireflow 5: Memulai Sesi Pomodoro..........c.ccoeeeviiiiniiniinieincnniennn. 61
Gambar 4.13 Wireflow 6: Melihat Feeds pada Progress Partner.............ccccoeeueeennnnee. 62
Gambar 4.14 Wireflow 7: Menambahkan Komentar pada Feeds Progress Partner ... 62
Gambar 4.15 Wiretflow 8: Melihat Profil Partner pada Progress Partner ................... 63
Gambar 4.16 Wireflow 9: Menambahkan Partner Baru ...............ccooooiiiiiiiinne 64
Gambar 4.17 Wireflow 10: Menambahkan College Goals Baru............cccccvveeneeennnee. 64
Gambar 4.18 Wireflow 11: Menambahkan Semester Goals Baru...............cccceeeee 65
Gambar 4.19 Wireflow 12: Menambahkan Daily Habit Baru ..............c.ccccoevvvennnnne. 65
Gambar 4.20 Wireflow 13: Menambahkan Class Schedule Baru............c...cccceoeeee 66
Gambar 4.21 Wireflow 14: Menambahkan Coursework Baru ............cccooeeininnin. 67
Gambar 4.22 Wireflow 15: Menyelesaikan College Goals .........c.cccceeevvveniienireennenne. 67
Gambar 4.23 Wireflow 16: Menyelesaikan Semester Goals .............ccccceeeiieiieeinnne. 68
Gambar 4.24 Wiretflow 17: Menyelesaikan Daily Habit ..........coccoeeiiiiniininiiniinnn, 69
Gambar 4.25 Wireflow 18: Menyelesaikan Coursework...........cc.cccevieriiniininncnnns 70
Gambar 4.26 Wireflow 19: Menyelesaikan Class Schedule..............cccccoeiiieiinniene 71
Gambar 4.27 Wireflow 20: Melakukan Refleksi.........c.ccoooiiiiiiiiiiiiiiiiiiece 72

Xix



Gambar 4.28 Wireflow 21: Mengakses Fitur Growth............ccccooiiiiiiiiiiniiiniieens 73

Gambar 4.29 Wireflow 22: Melewati Target Hari Ini........ccccoeoeeviiniiiiieniiinieen, 73
Gambar 4.30 Wireflow 23: Mengakses Fitur Notifikasi.........ccccceeeeiiieiiiiieciieeeiieens 74
Gambar 4.31 Wireflow 24: Mengakses Fitur Profile dan Settings.............cccceeevveenn. 75
Gambar 4.32 Wiretlow 25: Mengubah Pengaturan Durasi .........c..ccccevceeveenienicnnennen. 75
Gambar 4.33 Wireflow 26: Melihat Semester atau College Wrap.........ccccceevvveeinennns 76
Gambar 4.34 Mood Board............coouiiiiiiiiiiee e 77
Gambar 4.35 Design Systems: Color Palette............ccccveeviieeiiieniiiiiieiiieieciieeee e 79
Gambar 4.36 Design Systems: Tipografl .......coocvevevieeiiiieiiie e 80
Gambar 4.37 Design Systems: TKON .......cccoeriiiiiiiiiiiiieeiieiececee e 81
Gambar 4.38 Mockup Laman Splashscreen dan Onboarding ............cccceveevveviennennee. 82
Gambar 4.39 Mockup Laman Sign Up.......cocceeeiiiiiiiiiiiiieeiieeeeee e 82
Gambar 4.40 Mockup Laman Log In.......ccoecerriiiiniiiiiieiieieeeceeeeeeeee e 83
Gambar 4.41 Mockup Laman Forget Password ............ccceeevviiieiiiiciiieciie e 84
Gambar 4.42 Mockup Laman HOme .........c..coceviiniiiiiiiiiiiiicicccccee 84
Gambar 4.43 Mockup Laman Pomodoro ..........cc.ceeeiieeiiiiiiiiiieiiecciee e 85
Gambar 4.44 Mockup Laman Progress Partner............cccceeveviieeiiiiiiiieciieeeieeeees 86
Gambar 4.45 Mockup Laman Profile Partner ............ccccocveeiieiiiiiiiiiieieciecee e 87
Gambar 4.46 Mockup Laman Tambah Partner ...........ccccoeeeeiieiiiiniiieiiiieeieceees 88
Gambar 4.47 Mockup Laman My GOalS.........ccccuveeiiieeiiiieiieeie e 89
Gambar 4.48 Mockup Laman Penambahan College Goals...........c.cccovveviiieirenreenenn. 90
Gambar 4.49 Mockup Laman Penambahan Semester Goals ............ccccecveeiiienieenenn. 90
Gambar 4.50 Mockup Laman Penambahan Daily Habit..............cccoooovieiiiniiiniiins 91
Gambar 4.51 Mockup Laman Penambahan Coursework ............c.ccoeoieiiiiiiiniianicnns 91
Gambar 4.52 Mockup Laman Penambahan Class Schedule..............ccccoeeiiiinnnnin. 92
Gambar 4.53 Mockup Laman Menyelesaikan Target ..........cceeceevvieiiennieniienieeienne 93
Gambar 4.54 Mockup Laman Melewati Target ..........cccceeeevieeeiieeciiieeeiie e 94
Gambar 4.55 Mockup Laman Mengubah Durasi ...........cccceeeveeeeiiiercieeesiie e 94
Gambar 4.56 Mockup Laman Growth............cccceeviieiiieiiieiieciecieecie e 95
Gambar 4.57 Mockup Laman Reflection ...........cccccevveeeiiiiciiiiiiiccecce e 96

XX



Gambar 4.58 Mockup Laman Notification dan Profile & Settings ..........cccccceeeenne. 97

Gambar 4.59 Mockup Laman Semester Wrap .........ccceevveevieriieeniienieeieesieeiee e 97
Gambar 4.60 Mockup Laman College Wrap .......cccceevieiieiiieeiieecieeeee e 97
Gambar 4.61 Mockup Laman Tutorial...........ccceoiiieiiiiiiiiiieiecee e 98
Gambar 4.62 Permasalahan pada Task 1 ........ccccooiiiiiiniiiiee e, 106
Gambar 4.63 Permasalahan pada Task 3 .........cccooooiiieiiiieiieeceeeeee e 106
Gambar 4.64 Permasalahan pada Task 4 .........c.ccoooiviiiiiiiiiieeeeeeee e 107
Gambar 4.65 Permasalahan pada Task 5 ........ccccoooiiiiiiiniiiiiiieeeee e, 108
Gambar 4.66 Permsalahan pada Task 6 .........ccceevviiiiniiieniiieeeceeeeeeeee e 108
Gambar 4.67 Proses How Might We Iterasi Kedua...........ccccoooiveiiiiiiiiieniiciee. 109
Gambar 4.68 Mockup HMW-=-S1......ccooiiiiiiiiiieeiieeeee et 111
Gambar 4.69 Mockup HMW-=-S2. ..o 111
Gambar 4.70 Mockup HMW-=-S3 ... ..ottt 112
Gambar 4.71 Mockup HMW-84, HMW-S5, dan HMW-S6 ...........cccccovvieiiieeciens 113
Gambar 4.72 Perbaikan Mockup FIow 1 .....c..oooiiiiiiiiiiiiiccc 125
Gambar 4.73 Perbaikan Mockup FIOW 2 .......cccuiiiiiiiiiiiecieeceeceeeee e 126
Gambar 4.74 Perbaikan Mockup FIOW 3 ......cccoviiiiiieiieeeeeeeeee e 127
Gambar 4.75 Perbaikan Mockup FIOW 4 ........cccooviiiiiiiiiiieiicciecieceeeeee e 129
Gambar 4.76 Perbaikan Mockup untuk FIOW 5 .......coooiiiiiiiiiiiiieeeeeeee 130
Gambar 4.77 Perbaikan Mockup untuk FIOW 6 .........c.ccccveiiiiiieiiieiieeeceeeeen 131
Gambar 4.78 Perbaikan Mockup untuk FIOW 7 ........ccccooviiiiiiiiiiiniieiccieecie e, 131
Gambar 4.79 Perbaikan Mockup untuk FIow 8 .........cccoooiiiiiiiiiiieeeeeee, 132
Gambar 4.80 Perbaikan Mockup untuk FIow O .........cccoooiiiiiniiiiee, 133
Gambar 4.81 Perbaikan Mockup untuk Flow 10 .........coccoiiiiiiiiiiiiieceeeee, 134
Gambar 4.82 Perbaikan Mockup untuk Flow 12 .......cccoociiiiiiiiiiiiiieceeeee, 135
Gambar 4.83 Perbaikan Mockup untuk Flow 13 .......cccooiiiiiiiiieeceeeeeen 136
Gambar 4. 84 Perbaikan Mockup untuk FIow 20 ..........ccccciieiiiiiiiiiiiieieeeciee e 137
Gambar 4.85 Perbaikan Mockup untuk FIow 22 ........cccoviiiiiiiiiiiiiieeieeeiee e 138
Gambar 4.86 Perbaikan Mockup untuk Flow 23 ..........cccooiiiiiiiiiieeeece e, 139
Gambar 4.87 Perbaikan Mockup untuk FIow 24 .........c.ccoooiiiiiiiieiieeeeeeeeee e 139

xxi



Gambar 4.88 Perbaikan Mockup untuk Flow 26
Gambar 4.89 Generate design .........ccceeveeeeennnen.

xxii



DAFTAR TABEL

Tabel 2.1 Penelitian Terdahulu...........ooooiiiiiiniiiiieeee 7
Tabel 2.2 System Usability Scale QUEStION ...........eevveeriieriieiieeniieieeiee e 25
Tabel 3.1 Scope dan GOals..........cocueeeiiiiiiiiieiiee e 33
Tabel 3.2 Pertanyaan WawancCara .........ccceeevueerieenieeiiieeiieiie ettt siveeiee e 34
Tabel 4.1 Task pada Usability TeStING.........ccccurieriiieiiieeciie e 99
Tabel 4.2 Success Task UT Iterasi Pertama............ooceeviiiiiiniiiniiiiiiiiceiceeee, 102
Tabel 4.3 Durasi Pengerjaan Task UT Iterasi Pertama............cccocceevviieiienieennnennen. 103
Tabel 4.4 Hasil System Usability Scale UT Iterasi Pertama..............cccceevvvveennnnnns 104
Tabel 4.5 Profil Evaluator Heurisic Evaluation...........coccoooeniiiniiininnicece, 114
Tabel 4.6 Hasil Heuristic Evaluation ..............ccccoeoiiiiiiiiinieeeceeeeeee 115
Tabel 4.7 Success Task UT Iterasi Ketiga .........ccoocueeeviiieiiiiiiniiieeieeeieeeeeee e 141
Tabel 4.8 Durasi Pengerjaan Task UT Iterasi Ketiga .........ccccoceeviieiiieiieniiieniienen. 142
Tabel 4.9 Hasil System Usability Scale UT Iterasi Ketiga .........cccoevveecrienienninennnen. 143
Tabel 4.10 Perbandingan Nilai Success Rate..........cccceeviieiieniieniiiiicieieeeeen 144
Tabel 4.11 Perbandingan Nilai Overall relative Efficiency .........cccocoveviieniinnnnnnen. 144
Tabel 4.12 Perbandingan SKor SUS .........coiiiiiii i 144

xxiii



Halaman ini sengaja dikosongkan

XX1V



DAFTAR LAMPIRAN

Lampiran 1. Data Responden dan Hasil Wawancara............cccccoevvieenieniienieennennen. 155
Lampiran 2. Detail Empathy Map..........ccccooiiiiiiiiieee e 167
Lampiran 3. Detail Affinity Diagram.......c..ccocooieiiniiniiiniiiinceccccece e 172
Lampiran 4. Dokumentasi Heuristic Evaluation..............ccccooeeiiiiiiiieiiieecieeeeieees 182

Lampiran 5. Detail Information Architecture

XXV



Halaman ini sengaja dikosongkan

XXV1



