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PERANCANGAN USER EXPERIENCE UNTUK 

APLIKASI MOBILE DOKUMENTASI GLASIR 

KERAMIK “TUNGKU” 

 (Natasha Baptista) 

ABSTRAK 

 

Aplikasi dokumentasi glasir keramik masih jarang dikembangkan di Indonesia, 

padahal kebutuhan akan pencatatan yang terstruktur sangat dibutuhkan oleh 

keramikus dalam proses eksplorasi material. Penelitian ini bertujuan merancang 

Pengalaman Pengguna (User Experience/UX) untuk aplikasi mobile dokumentasi 

glasir bernama “Tungku.” Metode yang digunakan meliputi penyusunan User 

Persona, User Journey Map, User Flow, Flowchart, Information Architecture (IA), 

Low-Fidelity, Wireframes, dan pengujian Alpha Testing untuk menilai interaktivitas 

prototipe. Hasil penelitian menunjukkan bahwa rancangan User Experience (UX) 

berhasil mengakomodasi kebutuhan keramikus dalam mencatat resep, menghitung 

biaya, mengevaluasi hasil pembakaran dan eksperimen, serta menyusun katalog 

glasir secara lebih efisien dan efektif. Pengujian Alpha Testing mengungkapkan 

bahwa prototipe mudah dipahami, memiliki navigasi yang jelas, serta memenuhi 

aspek konsistensi visual, meskipun beberapa elemen tata letak masih memerlukan 

penyempurnaan. Penelitian ini menghasilkan dasar rancangan User Experience 

(UX) yang dapat digunakan sebagai acuan dalam pengembangan User Interface 

(UI) dan implementasi aplikasi “Tungku” pada tahap selanjutnya. 

 

Kata Kunci: Pengalaman Pengguna, Aplikasi, Glasir Keramik 
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DESIGNING USER EXPERIENCE OF “TUNGKU,” 

A MOBILE APPLICATION FOR CERAMIC GLAZE 

DOCUMENTATION 

 (Natasha Baptista) 

ABSTRACT (English) 

 

Ceramic glaze documentation applications remain underdeveloped in Indonesia, 

even though ceramicists require a structured recording system to support material 

exploration. This study aims to design the User Experience (UX) for a mobile glaze 

documentation application called “Tungku.” The methods used include the 

development of User Personas, a User Journey Map, a User Flow, a Flowchart, an 

Information Architecture (IA), Low-Fidelity Wireframes, and Alpha Testing to 

evaluate prototype interactivity. The findings indicate that the UX design 

successfully accommodates the needs of ceramicists in recording glaze recipes, 

calculating costs, evaluating firing results and experiments, and organizing glaze 

catalogues more efficiently and effectively. The Alpha Testing results reveal that 

the prototype is easy to understand, features clear navigation, and maintains visual 

consistency, although several layout elements still require refinement. This study 

provides a foundational UX design that can be used as a reference for the further 

development of the User Interface (UI) and the subsequent implementation of the 

“Tungku” application. 

 

Keywords: User Experience, Application, Ceramic Glaze 
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