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PERANCANGAN ULANG APLIKASI IPUSNAS 

(PERPUSTAKAAN DIGITAL NASIONAL) 

 Clarissa Devania Setiawan 

ABSTRAK 

 

Di era digital, Gen Z cenderung beralih ke media digital untuk membaca dan 

mengadopsi e-book. iPusnas, aplikasi perpustakaan digital dari Perpustakaan 

Nasional Indonesia, memiliki lebih dari 1 juta unduhan, namun mendapat rating 

rendah di Playstore (3,3/5) karena fitur dan tampilan yang dianggap kurang 

kekinian. Menurut penelitian, kualitas interaksi pengguna dengan aplikasi sangat 

memengaruhi kepuasan, yang terkait dengan desain tampilan dan kemudahan 

penggunaan. iPusnas memiliki potensi besar untuk mendukung akses literasi digital 

bagi Gen Z, namun membutuhkan perancangan ulang untuk meningkatkan fitur dan 

tampilan agar lebih relevan. Metode yang digunakan yaitu purposive sampling 

dengan metode penelitian kualitatif melalui kuesioner, wawancara, FGD, studi 

eksisting, dan studi referensi. Penulis menggunakan metode Goal Directed Design 

dengan 6 tahap yaitu Research, Modeling, Requirement, Framework, Refinement, 

and Support. Penulis fokus pada perancangan aplikasi iPusnas secara mobile. Hasil 

perancangan ulang ini menawarkan tampilan yang tidak kaku dengan navigasi yang 

sederhana untuk memudahkan navigasi, serta penambahan dan pengurangan fitur 

aplikasi iPusnas. Selain itu, dibuat media sekunder berupa design system, social 

media, dan merchandise. 

 

Kata kunci: Aplikasi, E-book, iPusnas, User Experience, User Interface. 
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IPUSNAS APPLICATION REDESIGN 

(NATIONAL DIGITAL LIBRARY) 

 Clarissa Devania Setiawan 

 

ABSTRACT (English) 

 

In the digital era, Gen Z tends to turn to digital media to read and adopt e-books. 

iPusnas, a digital library app from the National Library of Indonesia, has more 

than 1 million downloads, but receives a low rating on Playstore (3.3/5) due to 

features and appearance that are considered less trendy. According to research, 

the quality of user interaction with the app strongly influences satisfaction, which 

is related to display design and ease of use. iPusnas has great potential to support 

access to digital literacy for Gen Z, but requires a redesign to improve features and 

appearance to make it more relevant. The method used is purposive sampling with 

qualitative research methods through questionnaires, interviews, FGDs, existing 

studies, and reference studies. The author uses the Goal Directed Design method 

with 6 stages, namely Research, Modeling, Requirement, Framework, Refinement, 

and Support. The author focuses on designing iPusnas mobile applications. The 

results of this redesign offer a less rigid appearance with simple navigation to make 

navigation easier, as well as adding and subtracting features to the iPusnas 

application. Additionally, secondary media such as a design system, social media, 

and merchandise were created. 

 

Keywords: Application, E-book, iPusnas, User Experience, User Interface. 
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