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ABSTRAK

PERANCANGAN PROTOTIPE APLIKASI KEMAHASISWAAN FMIPA
ULM DENGAN METODE DESIGN THINKING BERDASARKAN USER
EXPERIENCE QUESTIONNAIRE (UEQ)

(Oleh: Aldy Rahman; Pembimbing: Friska Abadi, S.Kom., M.Kom. dan Dodon
Turianto Nugrahadi, S.Kom., M.Eng.; 2025; 151 halaman)

Aplikasi Kemahasiswaan FMIPA ULM merupakan platform layanan akademik
dan non-akademik yang digunakan mahasiswa untuk berbagai proses administrasi
seperti pengajuan surat, peminjaman fasilitas, dan perizinan kemahasiswaan.
Namun, hingga penelitian ini dilakukan, belum terdapat evaluasi mendalam
terkait kualitas UI/UX pada aplikasi tersebut. Penelitian ini bertujuan untuk
mengevaluasi  pengalaman pengguna menggunakan User  Experience
Questionnaire (UEQ) serta merancang ulang antarmuka melalui pendekatan
Design Thinking. Pengujian UEQ tahap pertama menunjukkan seluruh aspek
berada pada kategori below average, yaitu Daya Tarik (0.495), Kejelasan (0.916),
Efisiensi (0.689), Ketepatan (0.824), Stimulasi (0.582), dan Kebaruan (0.145).
Temuan ini menjadi dasar penerapan tahapan Design Thinking, dimulai dari
Emphatize melalui follow-up questionnaire, Define untuk merumuskan masalah,
Ideate untuk menghasilkan solusi, Prototype untuk merancang ulang antarmuka,
serta Test menggunakan UEQ tahap kedua. Hasil UEQ tahap kedua menunjukkan
peningkatan pada seluruh aspek, yaitu Daya Tarik (1.805), Kejelasan (1.995),
Efisiensi (1.955), Ketepatan (1.903), Stimulasi (1.734), dan Kebaruan (1.600),
yang berada pada kategori good hingga excellent, sehingga membuktikan bahwa
pendekatan Design Thinking efektif dalam meningkatkan kualitas pengalaman

pengguna terhadap aplikasi Kemahasiswaan FMIPA ULM.

Kata kunci: Design Thinking, User FExperience Questionnaire, Aplikasi

Kemahasiswaan, User Interface, User Experience.
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ABSTRACT

DESIGNING A PROTOTYPE OF THE FMIPA ULM STUDENT AFFAIRS
APPLICATION USING THE DESIGN THINKING METHOD BASED ON
THE USER EXPERIENCE QUESTIONNAIRE (UEQ)

(By: Aldy Rahman,; Advisors: Friska Abadi, S.Kom., M.Kom. and Dodon Turianto
Nugrahadi, S.Kom., M.Eng.; 2025, 151 pages)

The FMIPA ULM Student Affairs Application is an academic and non-academic
service platform used by students to support various administrative processes,
such as submitting requests, borrowing facilities, and handling student-related
permits. However, at the time this research was conducted, no comprehensive
evaluation had been carried out regarding the quality of its UI/UX. This study
aims to evaluate user experience using the User Experience Questionnaire (UEQ)
and to redesign the application interface using the Design Thinking approach.
The first UEQ assessment showed that all aspects were in the below-average
category, consisting of Attractiveness (0.495), Perspicuity (0.916), Efficiency
(0.689), Dependability (0.824), Stimulation (0.582), and Novelty (0.145). These
findings served as the basis for applying the Design Thinking stages, starting from
Emphatize through follow-up questionnaires, Define to formulate problems,
Ideate to generate solutions, Prototype to redesign the interface, and Test using
the second UEQ assessment. The second UEQ results showed improvements in all
aspects, namely Attractiveness (1.805), Perspicuity (1.995), Efficiency (1.955),
Dependability (1.903), Stimulation (1.734), and Novelty (1.600), which fall within
the good to excellent category. These results indicate that the Design Thinking
approach effectively improves the user experience of the FMIPA ULM Student
Affairs Application.

Keywords: Design Thinking, User Experience Questionnaire, Student Affairs

Application, User Interface, User Experience.
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