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ABSTRAK 
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Warga Menggunakan Metode User Centered 

Design 

Dosen Pembimbing          : 1. Reisa Permatasari, ST, M.Kom. 

 2. Prasasti Karunia F.A., S.Kom, M.Kom. 

 

 

 

Penelitian ini bertujuan untuk mengevaluasi user experience Aplikasi Sayang 

Warga (ASW), yaitu aplikasi berbasis website yang digunakan oleh Kader 

Surabaya Hebat (KSH) di Kota Surabaya untuk pendataan sosial dan kesehatan 

warga, serta merancang ulang antarmukanya menggunakan metode User Centered 

Design (UCD). Evaluasi awal yang melibatkan sembilan responden KSH 

menggunakan Cognitive Walkthrough dan Usability Testing menunjukkan total 

success rate sebesar 58,12%, Time Based Efficiency sebesar 0,0244 goal/second, 

dan nilai rata-rata kuesioner usability sebesar 3,91. Dari hasil tersebut 

teridentifikasi 14 pain point yang berkaitan dengan rendahnya discoverability fitur, 

penggunaan ikon tanpa label teks, serta alur navigasi yang berlapis. Berdasarkan 

temuan itu, dilakukan perancangan ulang antarmuka melalui empat tahap UCD 

dalam dua iterasi, meliputi perbaikan arsitektur informasi, alur task-first, indikator 

status pendataan, serta penambahan label teks pada tombol aksi. Hasil pengujian 

setelah perancangan ulang menunjukkan peningkatan usability secara bertahap, 

dengan success rate mencapai 95,73% pada iterasi pertama dan 98,29% pada iterasi 

kedua, Time Based Efficiency meningkat menjadi 0,2531 goal/second, dan nilai 

kuesioner usability meningkat menjadi 4,89. Hasil ini menunjukkan bahwa 

perancangan ulang antarmuka dengan metode UCD berhasil meningkatkan 

usability Aplikasi Sayang Warga. 

 

Kata kunci :  Sayang Warga, User Centered Design, usability, Cognitive 

Walkthrough, Usability Testing 
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ABSTRACT 

 

Student Name / NPM       : Yumna Kamilah Mahdiyah / 22082010085 

Thesis Title                       : Redesigning the UI/UX Aplikasi Sayang Warga 

Using the User Centered Design Method 
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This study aims to evaluate the user experience of the Sayang Warga Application 

(ASW), a website-based application used by Kader Surabaya Hebat (KSH) in 

Surabaya City to collect social and health data of residents, and to redesign its 

interface using the User Centered Design (UCD) method. An initial evaluation 

involving nine KSH respondents using Cognitive Walkthrough and Usability 

Testing showed a total success rate of 58.12%, a Time Based Efficiency of 0.0244 

goal/second, and an average usability questionnaire score of 3.91. From these 

results, 14 pain points were identified, mainly related to low feature discoverability, 

the use of icons without text labels, and layered navigation flows. Based on these 

findings, the interface was redesigned through four UCD stages carried out in two 

iterations, covering improvements to the information architecture, a task-first flow, 

status indicators, and the addition of text labels on action buttons. Testing after the 

redesign showed a gradual increase in usability, with the success rate reaching 

95.73% in the first iteration and 98.29% in the second, Time Based Efficiency 

increasing to 0.2531 goal/second, and the usability questionnaire score rising to 

4.89. These results indicate that the interface redesign using the UCD method 

successfully improved the usability of the Sayang Warga Application. 

 

Keywords: Sayang Warga, User Centered Design, usability, Cognitive 

Walkthrough, Usability Testing 
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