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ABSTRAK

Hanifa, Zalna Rahma Nadiyana. “Evaluasi dan Perancangan UI/UX Design pada
Aplikasi Jogo Malang dengan Pendekatan User Centered Design (Studi Kasus:
Polresta Malang Kota)”. Pembimbing: (1) Anugrah Nur Rahmanto, S.Sn., M.Ds.,
(2) Bagas Satya Dian Nugraha, ST., MT.

Skripsi, Program Studi Teknik Informatika, Jurusan Teknologi Informasi,
Politeknik Negeri Malang, 2023.

Banyaknya sistem dan aplikasi baru yang kini dibuat makin memudahkan
manusia dalam menyelesaikan berbagai kendala. Polresta Malang Kota meluncurkan
aplikasi Jogo Malang Presisi. Program ini sebenarnya dibuat sejak 2015 dan kini
diperbarui untuk dibuat lebih lengkap. Namun aplikasi yang ditemukan saat ini
kurang memperhatikan keinginan dan kepentingan pengguna, desain yang tidak
responsif, dan desain yang tidak aksesibel, yang dapat menyebabkan kesulitan dalam
menggunakan aplikasi dan mengurangi efektivitas dalam mencapai tujuannya. Untuk
menarik minat pengguna agar nyaman menggunakan aplikasi mobile diperlukan User
Centered Design sebagai metode agar sesuai dengan keinginan dari pengguna.
Metode User Centered Design memiliki 5 proses yaitu understand context of use,
specify user requirements, design solutions, dan evaluate against requirements. Pada
pengujian prototype digunakan aspek satisfaction dengan perhitungan system usability
scale dan pendekatan technology acceptance model. Hasil pengujian nilai pada aspek
satisfaction (kepuasan) sebesar 81,5 yang dimana menurut skala mutu rata-rata skor
SUS berada pada grade “A” dan “Acceptable”. Sedangkan, pengujian pendekatan
TAM mendapati persentase 87% sehingga dapat dikatakan memberi kemudahan dan
kebermanfaatan pengguna setelah dilakukan pengembangan.

Kata Kunci : User Centered Design, User Interface, User Experience, System
Usability Scale, Technology Acceptance Model, Prototype



ABSTRACT

Hanifa, Zalna Rahma Nadiyana. “Evaluation and Designing Ul/UX Design with a
User Centered Design Approach (Case Study: Polresta Malang Kota)”. SUpervisors:
(1) Anugrah Nur Rahmanto, S.Sn., M.Ds., (2) Bagas Satya Dian Nugraha, ST.,
MT.

Thesis, Informatics Engineering Study Program, Department of Information
Technology, State Polytechnic of Malang, 2023.

The proliferation of new systems and applications has significantly eased
human problem-solving. One such application is the "Jogo Malang Presisi" launched
by the Malang City Police Resort. Originally developed in 2015, it was recently
updated to provide enhanced features. However, the current version of the application
lacks consideration for user preferences, exhibits unresponsive and inaccessible
designs, leading to difficulties in usage and reduced effectiveness in achieving its
goals. To attract user interest and ensure a comfortable mobile application
experience, the User Centered Design (UCD) method is required, aligning with user
preferences. The User Centered Design method comprises five processes, namely
understanding the context of use, specifying user requirements, designing solutions,
and evaluating against requirements. During the prototype testing, the satisfaction
aspect was assessed using the system usability scale calculation and the Technology
Acceptance Model (TAM) approach. The test results showed a satisfaction score of
81,5, indicating an "Acceptable” grade according to the system usability scale quality
scale. Additionally, the TAM approach testing found a 87% success rate, signifying
ease of use and usefulness for users after the development process.

KeyWords : User Centered Design, User Interface, User Experience, System
Usability Scale, Technology Acceptance Model, Prototype
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