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PERANCANGAN UI/UX APLIKASI PERAWATAN BLUE

TONGUE SKINK PANANA

Shafiya Noor Hafizha

ABSTRAK

Tren adopsi hewan peliharaan pada kalangan generasi muda meningkat secara
signifikan sejak pandemi Covid-19, dipercaya bahwa hewan peliharaan dapat
membantu mengurangi tekanan psikologis dan meningkatkan kesehatan mental.
Reptil merupakan salah satu opsi hewan peliharaan yang dapat diadopsi, termasuk
blue tongue skink (Tiliqua sppl) atau kadal panana. Kadal ini dikenal tenang dan
mudah dirawat. Namun, dengan keterbatasan informasi yang tersedia, terutama
bahasa Indonesia, menjadi hambatan besar bagi pemilik maupun calon pemilik
kadal panana. Kesalahan dalam perawatan dapat berdampak negatif kepada hewan
tersebut, parahnya dapat menyebabkan kematian. Berdasarkan informasi tersebut,
penelitian ini bertujuan untuk merancang media informasi interaktif mengenai
kadal panana yang menyajikan pengetahuan dan perawatan secara holistik.
Perancangan menggunakan metode Design Thinking dari Robin Landa (2018) yang
meliputi lima tahap, yaitu empathize, define, ideate, prototype, dan test. Pendekatan
penelitian bersifat kualitatif dengan teknik wawancara bersama dokter hewan dan
breeder, focused group discussion, studi eksisting, serta studi referensi. Hasil
penelitian diolah dan dikembangkan menjadi sebuah perancangan aplikasi
perawatan blue tongue skink atau kadal panana. Untuk mendukung media primer,
penulis merancang media sekunder berupa Instagram ads, Play Store page, serta
merchandise berupa ¢-shirt, keychain, flash card, sticker, serta pin. Setelah melalui
semua tahapan perancangan, perancangan UI/UX aplikasi perawatan blue tongue
skink panana dinilai dinilai berhasil dalam merancang aplikasi yang efektif,
bermanfaat, mudah dicerna, dan informatif bagi pemilik maupun calon pemilik
kadal panana.

Kata kunci: Generasi Muda, Kadal Panana, Tiligua spp, Media Informasi, Design
Thinking, Aplikasi
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DESIGN OF UI/UX APPLICATION ABOUT THE CARING OF

BLUE TONGUE SKINK PANANA

Shafiya Noor Hafizha

ABSTRACT (English)

The trend of pet adoption among young generation has increased significantly since
the Covid-19 pandemic, as pets are believed to help reduce psychological stress
and improve mental health. Reptiles are one adoptable pet option, including the
blue tongue skink (Tiliqua spp.) or panana lizard. This lizard is known to be calm
and easy to care for. However, limited information available, especially in
Indonesian, is a major obstacle for both owners and prospective owners of panana
lizards. Mistakes in care can negatively impact the animal, even leading to death.
Based on this information, this study aims to design an interactive information
media about panana lizards that provides holistic knowledge and care. The design
uses the Design Thinking method from Robin Landa (2018), which includes five
stages: empathize, define, ideate, prototype, and test. The research approach is
qualitative, using interviews with veterinarians and breeders, focus group
discussions, existing studies, and reference studies. The research results are
processed and developed into a design for a blue tongue skink or panana lizard
care application. To support primary media, the author designed secondary media
in the form of Instagram ads, Play Store pages, and merchandise such as t-shirts,
keychains, flash cards, stickers, and pins. After going through all the design stages,
the UI/UX design of the blue tongue skink panana care application was deemed
successful in designing an application that is effective, useful, easy to digest, and
informative for owners and prospective owners of panana skinks.

Keywords: Young Generation, Panana Lizard, Blue Tongue Skink, Tiliqua gigas,
Information Media, Design Thinking, Application
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