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PERANCANGAN USER INTERFACE APLIKASI E-VOTING  

PEMILIHAN KETUA OSIS MELALUI PENDEKATAN USER 

EXPERIENCE DI SMKN 65 JAKARTA 

Muhammad Firmansyah 

Dosen Pembimbing : Murien Nugraheni, ST.,M.Cs. 

ABSTRAK 

 

 Perkembangan teknologi informasi pada bidang pendidikan dimanfaatkan 

agar dapat menyelesaikan permasalahan lebih cepat dan efisien. Perancangan User 

Interface (UI) aplikasi E-Voting untuk pemilihan ketua OSIS di SMKN 65 Jakarta 

merupakan upaya untuk mengembangkan sistem pemilihan yang efisien, 

transparan, dan mudah digunakan. Pendekatan yang diterapkan dalam perancangan 

ini adalah pendekatan User Experience (UX) yang berfokus pada kenyamanan dan 

kepuasan pengguna. Pemilihan ketua OSIS merupakan proses penting dalam 

demokrasi sekolah, namun sering terkendala oleh sistem pemungutan suara 

konvensional yang kurang efisien. Penelitian ini bertujuan untuk merancang user 

interface aplikasi E-Voting pemilihan ketua OSIS dengan pendekatan User 

Experience (UX) guna meningkatkan partisipasi dan efisiensi proses pemilihan. 

Metodologi yang digunakan meliputi Decare Assumption, Create An Minimum 

Viable Product (MVP), Run An Experiment, dan Feedback and Research. 

Pengumpulan data dilakukan melalui wawancara, observasi, dan kuesioner 

terhadap siswa, guru, dan panitia pemilihan. Hasil penelitian menunjukkan bahwa 

pendekatan UX dalam perancangan interface E-Voting sudah menyesuaikan 

karakteristik pengguna, tahap Run An Experiment menujukkan hasil uji kebutuhan 

pengguna sudah terpenuhi sehingga nantinya dapat meningkatkan partisipasi dan 

efisiensi proses pemilihan. Fitur-fitur seperti autentikasi berbasis NIS, informasi 

kandidat yang komprehensif, dan visualisasi hasil pemilihan real-time dapat 

meningkatkan partisipasi pengguna. Evaluasi usability testing diharapkan 

menunjukkan tingkat kepuasan pengguna yang tinggi dengan skor System Usability 

Scale (SUS) yang memenuhi harapan. Hasil pengujian, perancangan user interface 

aplikasi E-Voting dengan pendekatan UX diharapkan dapat menjadi solusi efektif 

untuk modernisasi sistem pemilihan ketua OSIS, meningkatkan partisipasi siswa, 

dan menjamin integritas proses pemilihan.  

 

Kata Kunci: perancangan User Interface, pendekatan User Experience, System 

Usability Scale, E-voting, pemilihan ketua OSIS 
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DESIGNING THE USER INTERFACE OF AN E-VOTING APPLICATION 

FOR THE OSIS PRESIDENT ELECTION USING A LEAN USER 

EXPERIENCE AT SMKN 65 JAKARTA 

Muhammad Firmansyah 

Supervisor : Murien Nugraheni, ST.,M.Cs. 

ABSTRACT 

 The development of information technology in the field of education is utilized 

to address problems more quickly and efficiently. The design of the User Interface 

(UI) for the E-Voting application for electing the student council president at 

SMKN 65 Jakarta is an effort to develop a voting system that is efficient, 

transparent, and user-friendly. The approach applied in this design is the Lean 

User Experience (UX) approach, which focuses on user comfort and satisfaction. 

The election of the student council president is an important process in school 

democracy, but it is often hindered by the inefficiencies of conventional voting 

systems. This study aims to design the user interface of the E-Voting application for 

the student council president election using a Lean User Experience (UX) approach 

to enhance participation and the efficiency of the voting process. The methodology 

used includes Decare Assumption, Create a Minimum Viable Product (MVP), Run 

an Experiment, and Feedback and Research. Data collection was carried out 

through interviews, observations, and surveys with students, teachers, and election 

committee members. The results of the study indicate that the Lean UX in the design 

of the E-Voting interface has adjusted to the characteristics of the users. The Run 

an Experiment stage showed that the user needs were met, which is expected to 

increase participation and improve the efficiency of the voting process. Features 

such as NIS-based authentication, comprehensive candidate information, and real-

time voting results visualization can enhance user participation. Usability testing 

evaluations are expected to show a high level of user satisfaction, with a System 

Usability Scale (SUS) score that meets expectations. Based on the results of the 

testing, the design of the E-Voting application user interface with the Lean UX is 

expected to be an effective solution for modernizing the student council president 

election system, increasing student participation, and ensuring the integrity of the 

election process. 

 

Keywords: design of the User Interface, Lean User Experience, System Usability 

Scale, E-Voting, election of the OSIS 
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