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ABSTRAK 

 

Nama Mahasiswa / NPM  : Diandra Diva Arini / 22082010052 

Judul Skripsi : Perancangan UI/UX Aplikasi Ecotourism 

bidang Konservasi Laut Menggunakan Metode 

Design Thinking (Studi Kasus Gili Eco Trust) 

Dosen Pembimbing : 1. Anindo Saka Fitri, S.Kom., M.Kom. 

2. Nambi Sembilu, S.Kom, M.Kom. 

 

Gili Eco Trust menghadapi tantangan keterlibatan digital akibat alur informasi yang 

terpecah pada media sosial, Google Form, dan situs web, sehingga manajemen 

reservasi dan donasi masih dikelola secara konvensional. Penelitian ini bertujuan 

menerapkan metode Design Thinking untuk merancang antarmuka UI/UX aplikasi 

mobile ecotourism Gili Eco Trust yang fungsional bagi Wisatawan dan Staf. 

Pengumpulan data dilakukan melalui wawancara mendalam terhadap 10 responden 

yang dipetakan menggunakan empathy map dan user persona. Hasil pengujian awal 

kelompok Wisatawan menunjukkan performa optimal dengan Success Rate 100% 

dan skor System Usability Scale (SUS) sebesar 92,5 (Excellent). Sebaliknya, 

kelompok Staf internal mendapatkan Success Rate 96% dan skor SUS 77,5 (Good). 

Berdasarkan Heuristic Evaluation oleh 3 pakar, ditemukan masalah kegunaan 

utama pada level mikro dengan indeks keparahan tertinggi pada aspek ketiadaan 

fitur alih bahasa (3,67) dan inkonsistensi teks (3,00). Tindakan redesign dilakukan 

melalui rekonstruksi arsitektur informasi, penyusunan design system, integrasi 

menu Language. Pengujian akhir membuktikan peningkatan signifikan pada 

kelompok staf dengan pencapaian Success Rate sempurna 100% dan lonjakan rata-

rata skor SUS menjadi 88,0 (Excellent). Dengan demikian, prototype ini dinyatakan 

valid dan siap diimplementasikan ke tahap pengembangan selanjutnya. 

 

Kata kunci : Ecotourism, UI/UX, Design Thinking, System Usability Scale, 

Heuristic Evaluation. 
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ABSTRACT 

 

Student Name / NPM  : Diandra Diva Arini / 22082010052 

Thesis Title : UI/UX Design of an Ecotourism Application in 

Marine Conservation Using the Design Thinking 

Method (Case Study Gili Eco Trust) 

Advisor : 1. Anindo Saka Fitri, S.Kom., M.Kom. 

2. Nambi Sembilu, S.Kom, M.Kom. 

 

Gili Eco Trust faced digital engagement challenges due to fragmented information 

flows across social media, Google Forms, and websites, leaving reservation and 

donation management handled conventionally. This study aimed to apply the 

Design Thinking method to design a functional UI/UX interface for the Gili Eco 

Trust mobile ecotourism application for Tourists and Staff. Data collection was 

conducted through in-depth interviews with 10 respondents, mapped into empathy 

maps and user personas. Initial testing on the Tourist group demonstrated optimal 

performance with a 100% Success Rate and a System Usability Scale (SUS) score 

of 92.5 (Excellent). Conversely, the internal Staff group scored a 96% Success Rate 

and an SUS score of 77.5 (Good). Based on Heuristic Evaluation by 3 experts, major 

usability problems were identified at the micro-level, with the highest severity 

ratings found in the absence of a translation feature (3.67) and text inconsistency 

(3.00). Redesign actions were executed through information architecture 

reconstruction, design system implementation, and language menu integration. 

Final testing proved a significant increase in the staff group, achieving a perfect 

100% Success Rate and an SUS score of 88.0 (Excellent). Consequently, this 

prototype was declared valid and ready for the next development phase. 

 

Keywords : Ecotourism, UI/UX, Design Thinking, System Usability Scale, 

Heuristic Evaluation. 
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