DAFTAR ISI

HALAMAN PENGESAHAN PEMBIMBING.........cooiiiiiiiiiiiiiiiiii e, il
HALAMAN PENGESAHAN PENGUIJL........oviiiiiiiiiiiieceee e v
SURAT PERNYATAAN KARYAASLITUGAS AKHIR ........cccoiiiiiiiiiiiiii e v
SURAT PERNYATAAN BEBAS PLAGIASL.....cccoviiiiiiiiee vi
ABSTRAK ... e vii
ABSTRACT ..o e viil
PRAK AT A. ..ottt ettt e e e e e e ix
DAFTAR ISttt e e e e X
DAFTAR TABEL.....coiiiiiiiiiii et Xii
DAFTAR GAMBAR ..ottt xiii
DAFTAR LAMPIRAN ...ttt Xiv
BAB I PENDAHULUAN.....cuttiiiii ettt e e e 1
1.1.  Latar Belakang...........coooiiiiiiiiiiii 1
1.2, Rumusan Masalah ...........cooiiiiiii 3
1.3. Batasan Masalah..............cooiiiiiii 3
1.4, Tujuan Penelitian..........ccooouuiiiiiiiiiiii e 3
1.5, Manfaat Penelitian..........ooouuuiiiiiiiiiii e 4
1.6.  Tahapan Penelitian.............uuuiiiiiiiiiiiici e 4
1.7.  Sistematika PenuliSan ............ccoouiiiiiiiiiiiiiiici e 4
BAB II TINJAUAN LITERATUR.......coiiiiiiiiiiiiiiiii e 6
2.1 PT. Tiga Putra Properti..........ccouiuiiiiiiiiiiiii e 6
B S € (o7 2 PP 7
2.3 USET EXPEIICICE .. .. iiiiiiii ettt 7
2.4  Five Planes Framework...........coouuiiiiiiiiiiiii e 8
2.5 USabIlty TESHINE ... eeeiiiiiie e 9
2.6 System Usability Scale (SUS)......ouuiiiiiiiiiiiii e 13
20T MAZE. . e 15
2.8 Penelitian Yang Relevan..............ooovviiiiiiiiiiiiiice e 16
BAB IIIl METODOLOGI PENELITIAN ......cotttiiiiiiiiiiie e 19
3.1, Strate@y Plane..........cooooiiiiiii 20
3.2, SCOPE PIANE ....cciiiiiii e 22
3.3. Structure PIane..........ooooiiiiiiii i 23
3.4, SKeleton Plane ..........ooooiiiiiiiiiiiiii e 23
3.5, SUIfaCe PIANC.....ccvvviiiiiii e 24
3.6, Tahap TeSEING....cevvvrriiiiiiie et e e 25
3.7, Pembahasan...........cooiiiiiiiiiiii 27
3.8.  Kesimpulan dan Saran..............ccoooiiiiiiiiiiiii 27
BAB IV HASIL DAN PEMBAHASAN . ....cottttttiiii et 28
A1, HAST o 28
4.1.1  Strate@y PLane.........ooooiiiiiiiiii 28
A, User Segmentation .........cuuuuuiiiiiiiiiiiiecciii e 28

B, USEr Persona.........ooiuiiiiiiiiiii e 28

C USEE NEEAS ...ttt ettt e e e e e e eees 32



D Product ObJECtiVE. ....ccvviiiiieiiiiii e 32

4.1.2  SCOPE PlaNe......vueiiiiiiiii e 33
4.1.3  Structure Plane. ..o 35
A, Conceptual Model........coovuuiiiiiiiiiii e 35

B.  Information ArchiteCture ..........cooviimirimiiiiiiiii e 36

C. USE  FIOW et 38
4.1.4  SKeleton Plane ..........coooiiieiiiiiiiiiiii e 40
AL WITCTTAME ..o 40
4.1.5  Surface Plane...........ooooiiiiiiiiii e 41
AL MOCKUD. . 41

Bl PrOtOTYPe. ..o 54
A.1.0  TOSHIME ..t eeeeieie ettt et 54
AL USAbIlItY TESTINZ ..vvvuieiiieii e 55

4.2, Pembahasan..........cooiiiiiiiiii i 58
BAB V PENUTUP ..ottt eaeenns 61
5.5 KeSIMPUIAN......uiiiiiiiii e 61
I N Y v o PP 61
DAFTAR PUSTAKA. ...ttt e e e e 62
LAMPIRAN A TRANSKRIP WAWANCARA . ......ouiiiiiiiiiieiiiieiee e 64
LAMPIRAN B USER PERSONA ... ..ottt 73
LAMPIRAN C STYLE GUIDE ......ccoiiiiiiiiiiiii e 77
LAMPIRAN D WIREFRAME........ccoiiiiiiiiii e 81
LAMPIRAN E PROTOTYPING......coiiiiiiiiiiiiiiiiii e 83
LAMPIRAN F HASIL TESTING DENGAN MAZE........cccooiiiiiiiiiiiii e, 88
PartiSipan UjJi L......o oo 88
PartiSIPan UJT 2...... oot 91
Partisipan UjJi 3. .oooveeeieiiiiiiisi et 94
Partisipan UjJT 4.....oooeeeeiiiiiiiiiii et 97
Partisipan UjJi S....oovvviieiiiiiiiiei e 100
LAMPIRAN G KUESIONER........coiiiiiiiiiiiiiiiii e 104

x1



DAFTAR TABEL

Tabel 2.1 Standar Ukuran EfeKtivitas...........ooouvvmiiiiiiiiiiii e, 11
Tabel 2.2 Interval Indikator Time Behavior.............coooooiiiiii, 11
Tabel 2.3 Daftar Pertanyaan Kuesioner Memorability ..............cccvvvviiiiiiiiiniiiieeiiiiennn, 12
Tabel 2.4 Rentang Penilaian memoriability.................ccccovviiiiiiiiiiii e, 13
Tabel 2.5 Daftar Pernyataan Kuesioner SUS ...........cooooiiiiii e, 14
Tabel 2.6 Skala Likert Metode SUS ..o 14
Tabel 2.7 Rentang Penilaian SUS Score............ccoooiiiiiiiiiiiii e 15
Tabel 2. 8 Penelitian Yang Relevan.............coovviiiiiiiiiiiiiiic e 16
Tabel 3. 1 User Se@mentation. ..............cccuuuuiiiiieiiiiiiiieeeiiie et 20
Tabel 3. 2 Pertanyaan WawanCara..............uuuuieeiiiuiiineeiiiiieeeeeeeiie e e eesii e eeeiiies 21
Tabel 3. 3 Wawancara Calon Pengguna ............cccoouuiiiiiiiiiiiiiiieiiiiieeeeei e 21
Tabel 3. 5 Skenario Usability TeStING .........ccovvrrrrmmiiiiiiiiiieeieieeeiee e 26
Tabel 3. 6 Nilai Minimum Usability TeSting.............vviiiiiiiiiiiiiiiiiiiciii e, 27
Tabel 4. 1 Pengelompokkan pain point...............vvveriiiiiiniiniiiiiiiiiiiiiii e 31
Tabel 4. 2 Spesifikasi fungsional ..............cccoooiiiiiiiiii 33
Tabel 4. 3 MOCKUD ...t 42
Tabel 4. 4 Hasil Durasi Setiap TUZaS..........uvuiiiiiiiiiiiiciii e 55
Tabel 4. 5 Kesalahan PartiSipan............cccoouuiiiiiiiiiiiiii e 55
Tabel 4. 6 Hasil Aspek Learnability .............ooviiiiiiiiiiiiiiic e 56
Tabel 4. 7 Hasil Aspek EffiCIency.........cooovviiiiiiiiiiii e 56
Tabel 4. 8 Hasil ASPEK EITOT ......cccuuuiiiiiiiiiiii e 57
Tabel 4. 9 Hasil Aspek Memorability ............oviiiiiiiiiiiiieiiiii e 57
Tabel 4. 10 Hasil Aspek Satisfaction (SUS) ......ccoovuviiiiiiiiiiiiiiieciii e 57

xii



DAFTAR GAMBAR

Gambar 2. 1 Logo Perusahaan..............coooiiiiiiiiiiiiiii e 6
Gambar 2. 2 Five Planes Framework................cccoiiii 8
Gambar 2. 3 Kurva USability ..........oooiiiiiiiiiiiiiiiiiii e 10
Gambar 2.4 Langkah-langkah Pengujian SUS.............oooiiiii e, 14
Gambar 2.5 Penilaian SUS SCore...........oiiiiiiiiiiiii e 15
Gambar 3. 1 Tahapan Penelitian ..o 19
Gambar 3. 2 Tahapan Penelitian (Lanjutan) .............cooveeiiiiiiinnieiiiieeeee e 20
GaAMDAL 3. 3 USEF POFSONA.......ui ettt e a e 22
Gambar 3. 4 CONtON USEr TIPOS .....vvuiieeiiiiiii et e 23
Gambar 3. 5 Contoh Wireframe ApliKasi..........ccoeuviiiieiiiiiiiiiii e 24
Gambar 3. 6 Contoh MOCKUP ......couuuiiiieiiiiiii e 25
Gambar 4. 1 User Persona TKa...........ooiviiiiiiiiiiiiiii e 29
Gambar 4. 2 User Persona Lina............ccoovuiiiiiiiiiiiii e 29
Gambar 4. 3 User Persona Faqih ... 30
Gambar 4. 4 User Persona WISTIU .......cc.uuiiiuiiiiiiiiieiii ettt e e 30
Gambar 4. 5 User Persona WahyU...........ccciiiiiiiiiiiii e 31
Gambar 4. 6 User Persona IMUATIS. .........uueiiiiiiiiiiieiii et a e 31
GaAMDBAT 4. 7 USET TYPES .. evvvviieeiietiii ettt ettt e e 34
Gambar 4. 8 Conceptual Model Pengguna ..............uviiiiiiiiiiiiiiiiii e 35
Gambar 4. 9 Conceptual Model Admin ............coooviiiiiiiiiiiiii e 36
Gambar 4. 10 Information ArChiteCtUIe ............covvvuiiiiieiiii e 37
Gambar 4. 11 User FIOW S@arch ...........ccouuuiiiiiiiiiiiiiiei e 38
Gambar 4. 12 User Flow Detail Produk............ccooouiiiiiiiiiiii e 38
Gambar 4. 13 User Flow Menambahkan Produk ke Keranjang..............ccccooooiiiiiieiinnnnn, 38
Gambar 4. 14 User Flow Menambahkan Produk Favorit ............ccccevvviiiiiiiene, 39
Gambar 4. 15 User Flow Checkout.............ooiiiiiiiiiiiii e 39
Gambar 4. 16 User Flow Penggunaan Membercard .................ccoiiiniiiin, 39
Gambar 4. 17 User Flow Melacak Pesanan yan Dibuat...............ccccooeiiiiiiiiiiiiiinnnnn. 39
Gambar 4. 18 User Flow Melihat Informasi Voucher.................cccooiiiiiiiiii, 39
Gambar 4. 19 User Flow Chat dengan Admin ..............ccoovviiiiiiiiiiiin e 40
Gambar 4. 20 User Flow Melihat Informasi Notifikasi..............ccccooeiiiiieiiiiiinieiiiiinn. 40
Gambar 4. 21 User Flow Mencari Bantuan .............cccoooviiiiiiiiieiiii e 40
Gambar 4. 22 USer FIOW........oiiiiiiiiiiic e e 40
Gambar 4. 23 Wireframe Home Page...............oovviiiiiiiii e, 41
Gambar 4. 24 Wireframe Detail Produk ... 41
Gambar 4. 25 Prototype Pembayaran Tagihan ..., 54

xiil



DAFTAR LAMPIRAN

LAMPIRAN A TRANSKRIP WAWANCARA.......coooiiiiiii 64
LAMPIRAN B USER PERSONA ......cooiiiiiiiiiiiii e 73
LAMPIRAN C STYLE GUIDE ......ccoiiiiiiiiiiiii e 77
LAMPIRAN D WIREFRAME........oiiiiiiiii e 81
LAMPIRAN E PROTOTYPING.... oottt 83
LAMPIRAN F HASIL TESTING DENGAN MAZE.......cccoiiiiiiiiie e 88
LAMPIRAN G KUESIONER.......ooiiiiiii e 104

X1v



