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PERANCANGAN UI/UX APLIKASI SEBAGAI MEDIA
INFORMASI WISATA RELIGI DI LEMBAH KARMEL
CIKANYERE

Melynda Clarissa Ava Hartanujaya

ABSTRAK

Karena kurangnya informasi tentang wisata religi di Lembah Karmel, maka
penulis memutuskan untuk membuat rancangan UI/UX aplikasi untuk
Lembah Karmel. Perancangan ini memiliki rumusan masalah bagaimana cara
membuat desain user interface dan user experience website sebagai media
informasi untuk para calon pendatang Lembah. Karmel. Tujuan perancangan
ini adalah untuk membuat UI/UX Aplikasi sebagai media informasi wisata
religi dan kehidupan di Lembah Karmel.

Perancangan UI/UX ini melalui riset secara kuantitatif dan kualitatif, dengan
cara wawancara, membuat kuisioner, studi existing dan observasi non
partisipan, lalu data yang didapatkan dianalisa oleh penulis, sebagai acuan
untuk merancang desain sesuai teori desain innteraktif dan teori user interface
dan user experience.

Kata kunci: Aplikasi, user interface, wisata, religi
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DESIGN OF UI/UX APPLICATION AS A INFORMATION
MEDIA OF RELIGIOUS TOURISM AND LIFE AT LEMBAH

KARMEL CIKANYERE

Melynda Clarissa Ava Hartanujaya

ABSTRACT (English)

Due to the lack of information about religious tourism in the Lembah Karmel,
the author decided to design a UI/UX application for the Lembah Karmel.
This design has a problem formulation of how to design a user interface and
user experience website as a medium of information for potential immigrants
to the Lembah Karmel. The purpose of this design is to become a UI/UX
application for medium of information about religious tourism and life in the
Lembah Karmel.

The UI/UX design is done through quantitative and qualitative research, by
means of interviews, making questionnaires, existing studies and non-
participant observations, then the data obtained is analyzed by the author, as
a reference for designing designs according to interactive design theory and
user interface and user experience theory.

Keywords: application, user interface, tour, religion

viii
Perancangan UI/UX Aplikasi..., Melynda Clarissa Ava H., Universitas Multimedia Nusantara



DAFTAR ISI

HALAMAN PERNYATAAN TIDAK PLAGIAT ..........ccoooiiiieeeee, il
HALAMAN PENGESAHAN ..ottt il
HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH UNTUK
KEPENTINGAN AKADEMIS .......ooooiiiiiiiiiiieee et v
KATA PENGANTAR ...ttt ettt e et snteee e naeeneens v
ABSTRAK L.ttt sttt ettt st sb ettt e b et vii
ABSTRACT (ERGLISR)...............c.ooiiieeiieieieeseee ettt viii
DAFTAR ISL.......oo ettt esae e s e e naesseenseenaensaenneeneenseenes ix
DAFTAR TABEL .......oooiiiieee ettt sneenaesnaese s xii
DAFTAR GAMBAR ..ottt ettt st nbe e seeens Xiii
DAFTAR LAMPIRAN ...ttt ettt ete st esteeaessaenseenaesseesesssenseensessnens XVi
BAB I PENDAHULUAN .......ccooiiiitiiieiieite e st eteeeesseesseesaessaensesnsesseesseensesseenses 1
1.1 Latar Belakang...............ccccooviiiiiiiiiiiieeeeeeeeeeeee e 1

1.2 Rumusan Masalah ... 3

1.3 Batasan Masalah ... 3

14 Tujuan Tugas AKhir ..., 3

1.5 Manfaat Tugas AKhIr .............c.ccooiiiiiiii e 3

BAB II TINJAUAN PUSTAKA ...ttt 5
2.1 User Interface..............cocoooiiiiiiiiiiiiiieeeeeeee e 5

2.2 User EXPeriencCe................cc.cooiiieeiiieeiiieeiieesiieeereeeeveeesneeeeevee e 7

2.3 Media Sosial ...........cocooiiiiiiiiiiiiiiii e 7

2.4 Social Media AdvertiSing ...................cccooeviiieiiieeniie e 8

2.4.1 Customer Engagement...................cccocoviievieininieencneeennnn. 9

2.5 Human Centered Design...............ccccoccoivviiiiiniiiiniiiiee e, 10

2.6 Human Computer Interaction.................ccccoocoeeveierniiiininennen. 11

2.7 Search Engine Optimization....................cccceeoviviiiiniieinieeeen. 12

2.8 Elemen Desain...............cccooiiiiiiiiiiniiiie e 12

2.8.1 Fotografi.................ooooviiiiiiiiiieeeeee e 20

2.8.2 TIUSEIASI......oouiiiiiiiiiiiiieceeete e 20

2.8.3 AUIO....eiiiiiiiiiiit e 24

2.9 Pengertian Lembah Karmel ..., 24

BAB III METODOLOGI PENELITIAN DAN PERANCANGAN .............. 26

ix

Perancangan UI/UX Aplikasi..., Melynda Clarissa Ava H., Universitas Multimedia Nusantara



3.1 Metodologi Penelitian .....................cccoooiiiniiiiniiiiiee e, 26

3.1.1 Wawancara dengan Pihak Lembah Karmel................... 26
3.1.2 Wawancara dengan Social Media Manager-.................... 28
3.1.3 Wawancara dengan Assitant UI Design Manager ......... 31
314 KUiSIONET ........c.cooiiiiiiiiiiiiiieceieeeee e 33
3.1.5 Focus Group Discussion..................cccccoevveeeiiiencieceninenne. 41
3.1.6 Studi Referensi............ccccoceeviiiiniiniiiiiiiniciecece 41
3.1.6.1 Aplikasi Alodokter.............ccooeviiiiiiiiiininnnnnnne. 41

3.1.6.2 Instagram Zenius Education ........................... 42

3.1.7 Studi EXiSting .........ccccoeviiiiiiiiieiiieeieeeieeeeeeiee e 45
3.1.7.1 Aplikasi Gereja Mawar Sharon ...................... 45
3.1.7.2 Instagram Gereja Yesus Sejati......................... 47
3.1.7.3 Instagram Airy Indonesia................................ 49

3.2 Metodologi Perancangan................c.ccoccoeeviiieiniieiniieeniee e, 52
BAB IV ANALISIS & STRATEGI PERANCANGAN.........cccoiiiiiiieee, 53
4.1 Strategi Perancangan..................cccocceeeviiieiniiieeniieeniie e 53
4101 InSPIiration .............ccocccoeviiiiiiiieeniieeee e 53
4.1.1.1 Expert Interview .............cccceniiiiiniiiniinenen. 53
4.1.1.2 Define Your Audience ..............ccoeverrireneennen. 53
4.1.1.3 Secondary Research ............c.cccocconiiniennnen. 54

4.1.2 Tdeation...........ccccoociiviiiiiniiiniiiiiiiineeie e 54
4.1.2.1 Brainstorming ..............ccccocceniieiiiniiinieneeen. 54
4.1.2.2 Createa Concept.........ccccceevviviniienniieenieeenneen. 55
4123 Moodboard..................ooooeiiiiniien 56
4124 ColorPallete................cooooviiiniiiiiieee. 56
4125 FOont.....oooooiiiiiiiiiie e 56
4.1.2.6 Persona............cccoeeviiiiiiiiiiinieeneeeee e 58
41277 GetVisual.......cccooooiiiiiii e, 60
4.1.2.8 Sitemap .......cccooveiiiii e 60
4129 AppName.............ociiiiiiiieen 62
4.1.2.10 SKetch.......cc.oooiiiiiiiiiiiiiecie e 62
4.1.2.11 Flowchart.............occooiiiiiniieeeeeen 63

X

Perancangan UI/UX Aplikasi..., Melynda Clarissa Ava H., Universitas Multimedia Nusantara



81212 G APP.rorveeeereeeeeeeeeeseeeeseeeeeseesessesessesssssseees 64

4.1.2.13 Low Fidelity............c.cccoeviiiniiiiniiinieirieeeeen, 65

4.1.2.14 Wireframe .............cccocoeviiiiiiininiienceeeneeeeen 66

4.1.2.15 THustration..........ccoccooviiiiiiiiieiiieiiieeeeeeeeeen 68

4.1.2.16 Photo .......cc.oooviiiiiiiieee e 71

4.1.2.17 High Fidelity..............cccoocoiiiiniiiiiieeee, 73

4.1.3 Implementaion 74

4.13.1 PrototypeDay..........cccooeiiiiiiiiiiiiien 75

4132 Tteration .............ccoccooiiiiiiiiiiinieiieeneeeeeeeeen 78

4.14 Implementaion Media Pendukung................................. 78

42 Analisa Alpha..............ccooiiiii e 87

4.2.1 Analisis Konten.................cc.ccoooiiiiininiiniee, 88

4.22 Analisis Desain ..............ccccooiiiiiiiniiiniiinieeen 89

4.2.3 Analisis Interaktif ... 90

424 Kesimpulan Analisa Alpha ..........................coooin 92

4.24 Hasil Perbaikan ................c...cooooiiiiii, 92

4.24.1 Iterasi Media Utama.................ocooevininnnnnen. 92

4.24.2 Iterasi Warnadan Font.................................... 93

43 AnalisaBeta............ccooiiiiiiiiiie 94

4.3.1 Hasil Perbaikan Beta Test .................c.ccooiiniiininnnenen. 98

44 Bud@eting..........ccccoooiiiiiiiiieiiiieeiieeeieeeeiteeeee e 98

BAB V PENUTUP. ..ottt ettt et 100

5.1 SimPulan..........ocoooooiiiiiii e e 100

S22 SATAI oottt et 100

DAFTAR PUSTAKA ... ..ottt xiil

LAMPIRAN ..ottt sttt st Xviil
X1

Perancangan UI/UX Aplikasi..., Melynda Clarissa Ava H., Universitas Multimedia Nusantara



DAFTAR TABEL

Tabel 3. 1 SWOT Aplikasi Gereja Mawar Sharon ............ccccceeeeveeerciieeeieeeenreenne, 47
Tabel 3. 2 SWOT Instagram GeTreJa.......cc.eeerueeereeeeiueeesiiueeeireeeereeeereeesreesnnseeenens 49
Tabel 4. 1 Analisa KONEEN. ......c.coiiiiiiiiiiiiiieie et 88
Tabel 4. 2 Analisa D@SaIN .......c.coiiiiiiiiiiiiiieiie e 89
Tabel 4. 3 Analisa INteraCtIVITY .....eeeeueeeeeeiieeiieeeieeeecieeesieeeereeesreeesireeeereeeareeenes 91
Tabel 4. 4 Beta TESE c.uvviiiiiiieiiiieiiie et et e esee e e steeeetaeesseeesseeeesseeesnsesssseeenseeennns 95
Tabel 4. 5 BUAZEING .....c..oiiiiiieiiie ettt etee e e teeesreeesaeeesneeeesaeessseeenseeennns 98
xii

Perancangan UI/UX Aplikasi..., Melynda Clarissa Ava H., Universitas Multimedia Nusantara



DAFTAR GAMBAR

Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 2.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.
Gambar 3.

1 Human Computer Interaction........ccc.eeeevveeecveesciieeniieesveeeeieeeiveenns 11
2 Human Centered DesiZN ..........ceevuveeriieeeriiiinniie e 12
3 MACAM GATIS c.ueeintieiiieitieeiieeiee et et e et et e ste e bt e eeesbeesabeesaeeenbeeneeas 13
4 Macam Bentuk Dasar..............cccoiiiiiiiiiiiiienie e 14
5 Bentuk Geomteris dan Organik..........ccecveeeiiieeeciieeniieiiee e 14
6 Bentuk Realistic ......cceeeiuiiiiiiiiiiiiiiiieeceie e 14
7 Bentuk DISOTtasi.....cccueeruieriieriieiieeiie sttt s 15
8 Bentuk ADSrak........cooouiiiiiiiiiieeeeee e 15
9 Bentuk Stylized .......cccoevvieeiiiiiieieeee et 16
10 Bentuk Non-ODbjeKtif..........cccveiiiieriieiiienie e 17
11 Warna Aditif dan Subtraktif...........c.ccooiriiiniininiiiiineieceeee 18
12 TTustrasi Naturalis .....coceeeeereeieneerienienieeieeiesieeiesee e eee s 21
13 Tlustrasi Dekoratif.........oooovirieniiiiiieieieeeseee e 21
14 Tlustrasi Kartin.........cocveveeieiionieieneeeeeeee e 22
15 Tlustrasi Karikatur.........cocooveeiiniiiinieieeeseeesceeee e 22
16 Tustrasi Cerita Bergambar ..........cccceecvverieeiiienieeiienieeieeeee e 23
17 Tustrasi Buku Pelajaran ...........cccoecveeevieniiiiiinieeieecieeeeee e 23
18 Tustrasi Khayalan..........cocceevvieeiiiirieeiienie e 24
19 Logo Lembah Karmel ...........ccoccooiiiiiiiniiiee, 25
1 Wawancara dengan Frater Dion Lembah Karmel............................ 28
2 Wawancara UI/UX DeSIZNET ........ccceeuieviiriiniiniiiinieneeicneeneeens 30
3 Wawancara UI/UX DeSIZNer .......coccceeevuerieneenenieneeieeicneeeeneenne 33
4 Kuisioner nama, jenis kelamin, domisili.........cccccoeveieeiieniiiiiennane 34
SKuisioner transportasi dan waktu berwisata...........c.coeceevviienieeieenen. 35
6 Pentingnya Informasi Destinasi Wisata ..........ccccoeceevieriiieneeenieennen. 36
7 Media untuk Pencarian Informasi ............c.cooceevinieniininiiieenennene. 36
8 Alasan memilih media informasi ...........cceevveeevieenieeiiienieeieesee e 37
9 Pendapat pentingnya media informasi destinasi wisata................... 38
10 Pengenalan Lembah Karmel ..........cccocoooiniininiiniiniinienene 39
11 Wisata Lembah Karmel..............oocoooiiiiiiiniiiciceiee, 40
12 Wisata Lembah Karmel..............ccoccoiiiiiiiiiiiiieiceiceee, 40
13 Focus Group DISCUSSION .c.uveeeeviiieieieeriieesiieeesiieeeieeeneriesssneesnneens 42
14 Aplikasi AIOAOKEET ......c.eeveieiieeiieeieeceeeeeee e e 43
15 Instagram Zenius Education...........cccoeevveevieeniiiieniieeniie e, 44
16 Aplikasi Gereja Mawar Sharon 1...........ccccceeviiieniieiiiieciieeeeens 45
17 Aplikasi Gereja Mawar Sharon 2 ............ccccceeeiiieeniiieeniiee e, 46
18 Instagram Gereja Yesus S€Jatl cueeevviveiireriuiirsiieeenireeenreeesrieennneenns 48
19 Interaktif story instagram Airy Indonesia ..........ccccceeeeveeeiiiiinnnennns 49
20 Interaktif story instagram Airy Indonesia 2 ..........cccceeveenieneennnn. 50
21 Interaktif story instagram Airy Indonesia 3 ..........coceeverieriiinnnnen. 50
22 Interaktif story instagram Airy Indonesia 4 ..........cccccocevviriennnnnen, 51
23 Interaktif story instagram Airy Indonesia 5 ......c..ccocevervieniinennnen, 51

xiil

Perancangan UI/UX Aplikasi..., Melynda Clarissa Ava H., Universitas Multimedia Nusantara


file://///Users/melynda/Desktop/LAPORAN%20TA.docx%23_Toc105410256

Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.

I MINAMAD <ttt ettt et e eebeennnes 54
2 MOOADOAT ......eoneiiesiieiiiie ittt 56
3 Color Pallette...ccueeieeieniieieeiesieeiee et 57
4 Font MONESEITAL .......eiiiiiiieeiieeieeiie ettt 58
5 Font Amaranth Family ............ccccoooiiiiiiiniiiiiicc e, 58
6 PEISONA .ot 59
T USET JOUIMNEY ......eeeeeeiireeiesiiiiieeiannnreeeannseeeeessssessanssseesasssseeesennssneesanns 59
I LS5 00T o USRS 62
O Sketsa APIIKAST.....eeevvieeciiieeiieecciie ettt e 63
1O FIOWCRAIT......cooiiiiiiiiieee et 64
L1 Grid APIKAST ....eviieiiiieciie ettt eee e e e sreeesareeenne e eanee e 65
12 Grid Low FIidelity .....ccccovuiiiiiiiiiiiiiiiiiiiceecseceeeeee e 65
13 LOW FIdelity ....coouiiiiieiieeiieie et 66
14 WITCTTAIME. ...ttt e e e eire e e eneeeanee e 67
15 Referensi ITUSrasi.......cccuveecieeeciiieeiieeeeeeeee e 68
16 SKetSa [TUSIIAST. . .eeeeurieeieiieeiieeeitieeeieeeeieeeeieeesaeeesseeessseeesereeennneens 69
17 Screenshoot Photoshop TTustrasi...........ccceeeeeeveeecieenceeesiienieeieenee. 70
I8 TIUSTIAST c.evvtenteeieeteete ettt ettt e 71
19 Referensi FOTO .......coiiiiriiiiiiiieiecesceeeee e 72
20 ASSEE FOLO....couiiiiiiiieieeee e 73
21 Grid High Fidelity .....cccveeriiiiiieiieiieeiecieeee e 73
22 High FIdelity c.veeeiieiiieieeiiieeie ettt 74
23 Sketsa Feeds Instagram ...........ccccoecveeviieniieniienieeeecie e 75
24 Final Desain Feeds Instagram ...........ccccccceevvieeniieenieeenieeeiee e, 76
25 Sketsa Story InStagram...........ccccveevcieeeeieeeniieeriie e 76
26 Story Instagram Prototype Day .......cccceeeeeevieeiniieeniieeiee e, 77
27 Prototype FAlter.....covuiieeiiieiieceiee et e 77
28 Sketsa Feeds Instagram ...........cocceeveerieniiiieniinieniecnicnecicseenieees 78
29 Screenshoot Sketsa Feeds Instagram............cccccoeoiiniiiiiiiinnniennen. 79
30 Feeds Instagram Prototype Day ........cc..cccceveeniniienieenienicneeniennene 80
31 Sketsa Story InStagram..........cccc.eeveeriieniiiiiienieeccee et 80
32 Screenshoot Sketsa Story Instagram ............cccoeevieiiiiiiieniieenieenen. 81
33 Final Desain Story Instagram.........cccocoooeviiiinininnciiineenienene 81
34 Pembuatan Aset Filter ..o, 82
35 Pengerjaan pada Spark AR ......c.ccocoviiiiiiiniiiinec 82
36 Mockup Filter Instagram............ccccoeeviiieniiiniiienieneccie e 83
37 Sketsa Digital Banner............c..cccovveeiiieiiiiiiiiieciee e 83
38 Photoshop Digital Banner .............cccoevcvveeeiiiriniieiiie e 84
39 Digital Banner ..........cooiiiiiiiiiiiieecie et s 84
40 Mock-Up Digital Banner...........ccceeevveeeiieeeiiieeeiie e 85
41 Sketsa MErCh .......cccoiiiiiiiiii e 85
42 Photoshop Merch..........cccoviiiiieiiiieiee e 86
43 METCRH ..o e 87
X1V

Perancangan UI/UX Aplikasi..., Melynda Clarissa Ava H., Universitas Multimedia Nusantara



Gambar 4. 44 Revisi Media Utama (Instagram dan Aplikasi).........ccccoeevierveennnnne 93

Gambar 4. 45 Revisi Penggunaan Warna ......cce..eeeveeevienieeiienieeiienieeieesne e 94

Gambar 4. 46 Revisi Penggunaan Font.............cccoooviiiiiinniiniiiniiiicieeceee e 94

Gambar 4. 47 Focus Group Discussion Beta Test .........cccceevverviieienieeniienieeiens 97

Gambar 4. 48 Hasil Perbaikan Beta Test ........cccceeviieiiiieniieeniiiiiieiceieeicecee e 98
XV

Perancangan UI/UX Aplikasi..., Melynda Clarissa Ava H., Universitas Multimedia Nusantara



DAFTAR LAMPIRAN

Lampiran A TUIMIEIN c...ociiiirieiieeieeie et seeeieeeteesseesseessbaesaaeeseesereeseessneesseenens xviil
Lampiran B Screenshoot Wawancara ..........ccceeeeveerveeiiienieeniinieeieeeieeeeeeee e XXi
Lampiran C Screenshoot Bimbingan .............cccoccveiiiiiiiiiiiieniieiiiiniecceceeeiee XXVii
Lampiran D Form Bimbingan...........c..ccccvieiiiiieiiieeiec et XXiX
Lampiran E Focus Group DiSCUSSION .......eeeruieeeiieeeiiieeeiieeeieeesieeeeseesnreeeereens XXX1
Lampiran F Hasil KUISIONET ..........cceiiuieiiiieeiiieeecieeeieeeeieeesreeesveeeseneeennneeeenees XXXil
Lampiran G Kuisioner AIpha Test........cceeeieeriierieiiiieiieeiienieeieesieesieesiae e xlviii
Lampiran H FGD Beta TeSt.........c.ccoieiiieiiiiiieiie ettt esieesveesieesneesseeesee s ens lii
XVi

Perancangan UI/UX Aplikasi..., Melynda Clarissa Ava H., Universitas Multimedia Nusantara



