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ABSTRAK 
 

 Komunikasi menggunakan smartphone sudah menjadi hal lumrah yang 

ada di dalam kehidupan kita sehari-hari. Dengan perkembangan tersebut, 

prosedur penyampaian informasi yang masih dilakukan secara manual harus 

diubah untuk meningkatkan efisiensi dan efektivitas dalam bertukar informasi. 

Seperti, Sekolah Dasar Inpres Touiu, Rote, Provinsi Nusa Tenggara Timur. 

Oleh karena itu dibuatlah Sistem Akademik Sekolah atau yang dikenal sebagai 

SIKALA untuk memudahkan guru, murid serta wali murid untuk melakukan 

pertukaran informasi. Tujuan dari penelitian ini adalah untuk merancang sebuah 

desain antarmuka (user interface) untuk aplikasi SIKALA menggunakan 

pendekatan Lean UX. Hasil dari pengembangan berupa high-fidelity prototype 

dengan program Figma dengan metode Lean UX menggunakan metode 

pengujian Think-Aloud testing. Hasil dari pengujian mendapat 100% respons 

baik dari total responden sebanyak empat orang yang merupakan murid, wali 

murid serta guru di SD Inpres Touiu, Rote Provinsi Nusa Tenggara Timur. 

Kata Kunci: Sistem Informasi Akademik Sekolah, Lean UX, User Interface, 

User Experience, Think-Aloud. 
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ABSTRACT 

 

 Smartphone communication has become a common thing in our daily 

lives. With that development, information delivery procedures that are still done 

manually must be changed to increase the efficiency and effectiveness of 

exchanging information. Such as Inpres Elementary School Touiu, Rote, East 

Nusa Tenggara Province. Therefore School Academic Information System was 

made or known as SIKALA to ease teachers, students, and parents to do the 

information exchange. The purpose of this research was to design the user 

interface of the SIKALA application using the Lean UX approach. The outcome 

form of the development was a high-fidelity prototype using Figma with the 

Lean UX method, with Think-Aloud testing. The outcome of the testing obtained 

100% good response from a total of four respondents who are students, a 

parent, and a teacher at Inpres Elementary School Touiu, Rote, East Nusa 

Tenggara Province. 

Keywords: School Academic Information System, Lean UX, User Interface, 

User Experience, Think-Aloud. 

 

 

 

 

 

 

 

 



 

vii 

 

DAFTAR ISI 

 

LEMBAR PENGESAHAN .......................................................................... i 

HALAMAN PERNYATAAN ...................................................................... ii 

KATA PENGANTAR ................................................................................ iii 

ABSTRAK .................................................................................................... v 

ABSTRACT .................................................................................................vi 

DAFTAR TABEL ......................................................................................... x 

DAFTAR GAMBAR ...................................................................................xi 

DAFTAR LAMPIRAN ............................................................................. xiii 

BAB I PENDAHULUAN ............................................................................ 14 

1.1 Latar Belakang Masalah ...................................................................... 14 

1.2 Identifikasi Masalah ............................................................................ 16 

1.3 Pembatasan Masalah ........................................................................... 16 

1.4 Perumusan Masalah............................................................................. 17 

1.5 Tujuan Penelitian ................................................................................ 17 

1.6 Manfaat Penelitian .............................................................................. 17 

BAB II TINJAUAN PUSTAKA ................................................................. 18 

2.1 Kerangka Teoretik ............................................................................... 18 

2.1.1 Sekolah Dasar Inpres ........................................................................ 18 

2.1.2 Sistem Informasi .............................................................................. 18 

2.1.3 Android ............................................................................................ 19 

2.1.4 User Interface ................................................................................... 19 

2.1.5 User Experience ............................................................................... 20 

2.1.6 Lean UX........................................................................................... 23 



 

viii 

 

2.1.7 Prototipe ........................................................................................... 30 

2.1.8 Think Aloud Testing ........................................................................ 32 

2.1.9 Flowchart ......................................................................................... 33 

2.2 Penelitian Relevan ............................................................................... 35 

2.3 Kerangka Berpikir ............................................................................... 39 

BAB III METODE PENELITIAN ............................................................. 42 

3.1 Tempat dan Waktu Penelitian .............................................................. 42 

3.2 Alat dan Bahan Penelitian ................................................................... 42 

3.2.1 Alat dan Bahan Penelitian ................................................................ 42 

3.2.2 Bahan Penelitian............................................................................... 43 

3.3 Diagram Alir Penelitian ....................................................................... 44 

3.4 Teknik dan Prosedur Pengumpulan Data ............................................. 52 

3.4.1 Kuesioner ......................................................................................... 52 

3.4.2 Observasi ......................................................................................... 52 

3.4.3 Usability Testing .............................................................................. 52 

3.4.4 Analisis Sistem ................................................................................. 53 

3.4.5 Instrumen Pengumpulan Data ........................................................... 57 

3.4.6 Instrumen Pengujian Data ................................................................. 59 

BAB IV HASIL PENELITIAN .................................................................. 61 

4.1 Deskripsi Hasil Penelitian ................................................................... 61 

4.1.1 Business Problem, Business Outcomes, Users, User Outcomes & 

Benefits, Solutions, Hypotheses dan What’s the Most Important Thing 

We Need to Learn First? ................................................................... 61 

4.1.3 MVPs and Experiments .................................................................... 73 

4.1.3.1 Pembuatan Wireframe ................................................................... 73 



 

ix 

 

4.1.3.2 Style Guide .................................................................................... 76 

4.1.4 Research and Learning ..................................................................... 88 

4.1.4.1 Persentase Hasil Usability Test ...................................................... 89 

BAB V KESIMPULAN DAN SARAN ....................................................... 93 

5.1 Kesimpulan ......................................................................................... 93 

5.2 Saran ................................................................................................... 93 

DAFTAR PUSTAKA.................................................................................. 95 

LAMPIRAN ................................................................................................ 97 



 

x 

 

DAFTAR TABEL 

 

 

 

 

 

Nomor Judul Tabel Halaman 

2.1 Prinsip-Prinsip Desain User Interface (Galitz, 2002) 19 

2.2 Elemen-elemen Flowchart (Irawan, 2022) 33 

2.3 Penelitian yang relevan 38 

3.1 Spesifikasi Perangkat Keras 41 

3.2 Perangkat Lunak yang Digunakan 42 

3.3 User Outcomes and Benefits 47 

3.4 Pengkajian Hipotesis 48 

3.5 Instrumen Observasi 53 

3.6 Instrumen Kuesioner 54 

3.7 Task scenario usability testing 59 

4.1 Implementasi Metrics Mountain 64 

4.2 User Outcomes and Benefits 69 

4.3 Pengkajian Hipotesis 71 

4.4 Kode Warna Style Guide 77 

4.5 Hasil usability testing 89 

   



 

xi 

 

DAFTAR GAMBAR 

Nomor Judul Gambar Halaman 

2.1 Konsep Implementasi User Experience (Lana, 

2016) 

21 

2.2 The Lean Loop (Klein, 2013) 23 

2.3 Lean UX Canvas (Gothelf, 2021) 24 

2.4 Metrics Mountain (Gothelf, 2021) 26 

2.5 Hypothesis Prioritization Canvas (Gothelf, 2021) 29 

2.6 Kerangka Berpikir 40 

3.1 Metrics Mountain yang dimodifikasi 45 

3.2 Templat Proto-Persona 46 

3.3 Implementasi Hypothesis Prioritization Canvas 49 

3.4 Diagram Alir Penelitian 51 

3.5 User flow murid SIKALA 53 

3.6 User flow guru SIKALA 54 

3.7 User flow admin SIKALA 55 

4.1 Metrics Mountain yang dimodifikasi 63 

4.2 Proto-Persona Windi Indriwati Nalle 65 

4.3 Proto-Persona Naomi Indarsih 66 

4.4 Proto-Persona Isac Ndun 67 

4.5 Proto-Persona Naomi Henuk 68 

4.6 Implementasi Hypothesis Prioritization Canvas 72 

4.7 Wireframe splash screen 73 

4.8 Wireframe welcome screen 74 

4.9 Wireframe login screen 74 

4.10 Wireframe lupa kata sandi 74 

4.11 Wireframe Beranda SIKALA 75 

4.12 Wireframe Menu Jadwal 75 

4.13 Wireframe Menu Rapor 75 



 

xii 

 

 

4.14 Wireframe Menu Profil 76 

4.15 Wireframe Menu Pengaturan 76 

4.16 Splash screen SIKALA 80 

4.17 Welcome screen SIKALA 80 

4.18 Login screen SIKALA 81 

4.19 Lupa kata sandi 81 

4.20 Beranda SIKALA Murid 82 

4.21 Beranda SIKALA Guru 82 

4.22 Menu Jadwal SIKALA Murid 83 

4.23 Menu Jadwal SIKALA Guru 83 

4.24 Menu Rapor SIKALA Murid 84 

4.25 Menu Rapor SIKALA Guru 84 

4.26 Menu Profil SIKALA Murid 85 

4.27 Menu Profil SIKALA Guru 85 

4.28 Menu Profil Sekolah SIKALA 86 

4.29 Menu Pengaturan SIKALA 86 

4.30 Menu Tutorial SIKALA 87 

4.31 Menu FAQ SIKALA 87 

4.32 Menu Bantuan SIKALA 88 



 

xiii 

 

DAFTAR LAMPIRAN 
 

Nomor Judul Lampiran Halaman 

1 Surat Tugas Dosen Pembimbing 90 

2 Lembar Bimbingan Dosen Pembimbing I 91 

3 Lembar Bimbingan Dosen Pembimbing II 92 

4 Surat Pernyataan Persetujuan Pendaftaran Seminar 

Proposal Dosen Pembimbing I 

93 

5 Surat Pernyataan Persetujuan Pendaftaran Seminar 

Proposal Dosen Pembimbing II 

95 

6 Hasil Kuesioner Penguji 96 

7 Hasil Kuesioner Civitas Akademika SD Inpres 

Touiu Rote 

97 

8 Hasil Wawancara Usability Testing 99 


