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ABSTRAK 

 

Nama Mahasiswa/NPM : Amelia Rizki Andini/22082010086 

Judul Skripsi                  :  Evaluasi Usabilitas Dan Perancangan Ulang 

Desain Pada Aplikasi Letterboxd Versi 

Android Melalui Pendekatan User Centered 

Design (UCD) 

Dosen Pembimbing       :  1. Reisa Permatasari S.T, M.Kom 

2. Tri Luhur Indayanti Sugata S.ST, M.IM 

 

Studi ini merancang ulang dan mengevaluasi usability aplikasi Letterboxd versi 

Android dengan menggunakan pendekatan User-Centered Design (UCD). Usability 

awal dilakukan menggunakan metode Cognitive Walkthrough (CW), System 

Usability Scale (SUS), dan User Experience Questionnaire (UEQ). Hasil awal 

menunjukkan bahwa Skor Success Rate berada pada rata-rata 78.9%, Skor SUS 

berada pada kategori poor hingga awful, sementara Skor UEQ berada pada kategori 

average. Hal ini menunjukkan bahwa sistem masih memerlukan perbaikan dari sisi 

usability. Setelah itu dilakukan tahap wawancara kontekstual, yang menghasilkan 

50 insight yang dipetakan ke 27 pain points pengguna. Kemudian dilakuakan 

perancangan ulang desain yang mengacu pada prinsip Shneiderman eight’s Golden 

Rules. Evaluasi terhadap desain baru menunjukkan peningkatan di mana bahwa 

Skor Success Rate berada pada rata-rata 90.23%, Skor SUS juga meningkat hingga 

mencapai kategori good dan excellent, serta skor UEQ menunjukkan peningkatan 

dengan seluruh aspek berada pada kategori good dan excellent. Selain itu, dilakukan 

Heuristic Evaluation yang mengidentifikasi 17 permasalahan usability. 

Permasalahan tersebut kemudian digunakan sebagai dasar tambahan dalam proses 

perbaikan desain. Secara keseluruhan, studi ini menunjukkan bahwa pendekatan 

UCD efektif dalam mengidentifikasi serta memperbaiki permasalahan usability, 

sehingga mampu meningkatkan nilsi usability dari aplikasi Letterboxd. 

 

Kata Kunci : Cognitive Walkthrough, Heuristic Evaluation, Mobile Application, 

Letterboxd, Sheneiderman Eight Golden Rules, System Usability Scale, User-

Centered Design, User Experience Questionnaire 
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ABSTRACT 

 

Student Name/NPM    : Amelia Rizki Andini/22082010086 

Thesis Title                  :  Usability Evaluation and Redesign of the 

Letterboxd Android Application Using the 

User-Centered Design (UCD) Approach 

Advisor                        :  1. Reisa Permatasari S.T, M.Kom 

2. Tri Luhur Indayanti Sugata S.ST, M.IM 

 

This study redesigned and evaluated the usability of the Android version of the 

Letterboxd application using the User-Centered Design (UCD) approach. Initial 

usability testing was conducted using the Cognitive Walkthrough (CW), System 

Usability Scale (SUS), and User Experience Questionnaire (UEQ) methods. The 

initial results showed that the Success Rate score averaged 78.9%, the SUS score 

ranged from poor to awful categories, while the UEQ score was categorized as 

average. These findings indicate that the system still required improvements in 

terms of usability.Afterward, a contextual interview stage was conducted, resulting 

in 50 insights that were mapped into 27 user pain points. The redesign process was 

then carried out based on Shneiderman’s Eight Golden Rules principles. Evaluation 

of the redesigned interface showed significant improvements, where the Success 

Rate score increased to an average of 90.23%, the SUS score improved to the good 

and excellent categories, and the UEQ score also increased, with all aspects 

reaching the good and excellent categories. In addition, a Heuristic Evaluation was 

conducted and identified 17 usability issues. These issues were then used as 

additional references in the design improvement process. Overall, this study 

demonstrates that the UCD approach is effective in identifying and resolving 

usability problems, thereby improving the usability of the Letterboxd application. 

 

Keywords : Cognitive Walkthrough, Heuristic Evaluation, Mobile Application, 

Letterboxd, Sheneiderman Eight Golden Rules, System Usability Scale, User-

Centered Design, User Experience Questionnaire 
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