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PERANCANGAN UI/UX APLIKASI PERAWATAN MAINAN
KOLEKSI

Igbal Fajrian Muhammad

ABSTRAK

Koleksi mainan adalah sebuah hobi populer yang berkembang pesat di masa kini
bertepatan dengan meningkatnya produksi massal mainan seperti action figure,
model kit dan diecast. Koleksi ini berharga bagi kolektor mainan dikarenakan
kesenangan dari desain dan detail mainan, nostalgia dan bahkan potensi investasi.
Oleh karena itu, memiliki instruksi perawatan mainan menjadi penting agar mainan
koleksi tersebut dapat dijaga dan tetap berharga. Mencari data dan informasi yang
terintegrasi untuk perawatan koleksi mainan ini menjadi tantangan bagi para
kolektor pemula, sebab informasi tentang perawatan koleksi mainana masih
terpencar di berbagai forum internet dan juga terbatas untuk diakses. Pembuatan
rancangan mobile application ini menghasilkan desain produk berupa panduan cara
perawatan dari koleksi mainan. Target pengguna produk adalah kolektor pemula
generasi Z. Secara garis besar, studi ini melibatkan metodelogi penelitian literatur,
pembuatan persona pengguna, observasi perilaku kolektor, penyusunan wireframe,
pengembangan prototype interaktif, dan pengujian fungsi untuk mengevaluasi
kinerja rancangan. Dengan ditunjukkannya susunan rancangan tersebut, aplikasi
yang dibuat terfokus berperan sebagai media penyaji informasi dan pendekatan
desain transmisi komunikasi visual yang diakses melalui pendekatan yang mudah,
menarik dan sederhana. Kesimpulan yang dapat diambil adalah aplikasi ini telah
berhasil membuat kolektor memahami prosedur perawatan secara tepat dan
terstruktur dan mendorong komitmen target audiens, hal ini bisa menjadi alternatif
solusi inovatif untuk meningkatkan kelanjutan hobi koleksi mainan.

Kata kunci: UI/UX, Aplikasi, Perawatan mainan, Media informasi
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UI/UX APPLICATION ON COLLECTIBLE TOY
MAINTENANCE

Igbal Fajrian Muhammad

ABSTRACT

Toy collecting is a popular hobby that is rapidly growing today, coinciding with the
increase in mass production of toys such as action figures, model kits and diecasts.
These collections are valuable to toy collectors because of the enjoyment of the toys'
designs and details, nostalgia and even investment potential. Therefore, having toy
care instructions is important so that these collectible toys can be maintained and
remain valuable. Finding integrated data and information for the care of toy
collections is a challenge for novice collectors, as information on toy collection
care is still scattered across various internet forums and limited in access. This
study aims to design a mobile application that provides guidance on how to care
for toy collections, targeting novice Generation Z collectors. The research
methodology includes a literature review, creating user personas, observing
collector behaviour, wireframing, creating interactive prototypes, and usability
testing to review the effectiveness of the design. The results show that the designed
application can combine information media with the principles of visual
communication design that are easy, attractive, and simple. The conclusions drawn
from the research indicate that the application not only enables collectors to
understand toy care procedures effectively and systematically but also increases
the motivation and participation of the target audience through an engaging
interactive experience, thereby serving as an innovative solution for maintaining
the sustainability of the toy collecting hobby.

Keywords: Ul/UX, Application, toy maintenance, Information media

viii
Perancangan UI/UX Aplikasi..., Igbal Fajrian, Universitas Multimedia Nusantara



DAFTAR ISI

HALAMAN JUDUL couuuuiiiiiinneiicisnneiisssneiicsssnseecsssseesssssssescsssssssssssssesssssssssssssassasessonss i
HALAMAN PERNYATAAN TIDAK PLAGIAT.....cciiiiiinniiineicsnencsnescsssssssenens ii
HALAMAN PERNYATAAN BANTUAN KERCEDASAN ARTIFISIAL (AD)....... iii
HALAMAN PENGESAHAN.....utiiiitiiiinntticnnneicsssstiicsssssticssssstsssssssssssssssssssssonss iv
HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH........ccccceeevuriinuernsunnene v
KATA PENGANTAR ..ciiiiiiiitintiensntienttissstessasiessstsssstsssstssssssssssssssssssssasssssssss vi
ABSTRAK .ciiaiinnesennssn e s sre s MM . 1+ 00 ss0essassssesssressaassressee vii
ABSTRACT caoaennenrse e s e ST INNAIINNEIIR, . s 000 es0sssnssssensassnsenss viii
DAFTAR IS .coeerciannrs e S MANRMANIY, o »055 5424 555314 802048800015 ix
DAFTAR TABE L g .o o Do SOOI, oo 0 seesssessssnsassssenss xi
DAFTAR GAMBAR........uoiriiiiiistnininninsasiessnsissastissasisssssissssessassessssissessessassessasas xii
DAFTAR LAMPIRAN ....ccoiiiviininnrinssicssnsisssnsissssessastsssssessossessastesssssssosssssassessassssens xvii
BAB I PENDAHULUAN ....uuiiiiiiiiiiiiiintiecssntticcssseecessssescsssssescsssssesssssssssssssassasessasss 1
1.1 Latar BelaKang .....ccccccvvveeerricesssssssnneseiiesssssssssnssssssssssssssssssssssssssssssssssases 1

1.2 Rumusan Masalah .........iieiiiiiiiiiiiiiiiiiciieniinnenicnsnsesscssseesessssenes 3

1.3  Batasan Masalah...........iiiiuiiiiiiiiiiiiisiiniiisnenicsnnenicsssnsesicsssssesessssseses 3

1.4  Tujuan Tugas AKRIY .....eeeeeiiiiiiiiinnnsnneniiiisssssssssnssnsiiesssssssssssssssssssssssssssases 3

1.5 Manfaat Tugas AKRIY ......ccoueeiiiiieiiiiiiiiiieniceenncneeceseeeesessneeees 4

BAB II TINJAUAN PUSTAKA....ccoiiiiiiiiitetecnnetiisssnttisssnssissssssssssssssssssssssssssessanes 5
P28 RN 1] |13 1 PPN 5

2.1.1 Tipe APIKASi.ccccceerrirrrrsnereiieecsssssssnneeensesssssssssssssssssssssssssssasssssssssssnns 5

2.1.2 Macam-Macam APLKAaSL....cccccevrrreneiiiecsssssssnnnneriiecsssssssnsassssesssssnes 6

2.1.3 Komponen APLKasi .....cceeeervveeiiiisveiiiissnniissscntinssseeiesssnesssssnsenes 8

2.2 User Interface & User Experience (UI/UX)........uuuuuueeeerrecessrsnenneneeneces 10

2.2.1 Elemen User Interface (Ul) ........uuueeeeeeccnnnnnneeeeeinccssssnnnnenennccsssnnns 11

2.2.2 Elemen User Experience (UX)....ueeeeeeeeeesuunnneneeieccsssssnnnneeeenccsssnnns 19

2.2.3 Desain Komunikasi Visual dalam Aplikasi........ccccoeecuueeeerreccnnnee 19

P28 T\ (=11 ) V411 1 L 20

P2 T8 R 7 (170 ¢ 1 i S 20

P2 T/ U 11T 0 ) N 24

P2 T 111 T:1 1T S0 ) L) 26

2.4.1 Jenis-jenis MaiNan .......eeeeiinneeccissnneecsssneeecsssneecssssssecesssseecssssseees 26

2.4.2 TOYS MALEFil...ennnneeennnnneeeennnnneennsnneeenssnneensssnneensssnneesssssssesessssseene 30

X

Perancangan UI/UX Aplikasi..., Igbal Fajrian, Universitas Multimedia Nusantara



2.4.3 TOPS BFANA.ueeoooonnnnennnnnnniivsissssnnnnsniiissssssssnssssnnisssssssssssssssssssssssses 31

2.4.4 Perawatan Koleksi Mainan ..........ccecvvveeeciinniecisinnenccsssneeecsssnneees 32

2.4.5 Konsep pembersihkan mainan KoleKsi..........cccieeeiiisvcnneneriiecssnnes 32

2.4.6 Cara perawatan mainan KoleKSi........ccoeevvvuneerriieccssssscnnnerriecsssenes 33

2.4.7 Penyimpanan mainan KoleKsi.......ccccceeeiivvvnnnnnriiccssssscsnnnnenieccsssnnns 33

2.4.8 Katalogisasi mainan KoleKSi ........ceeiiieeeiisvsnnnnniiicccssssssnnnnnnisscsssens 34

2.5 Media Informasi Interaktif...........ccccceerivvueiiiinsnericsssnericissnecccssneccenne 34
2.6 Penelitian yang ReleVan........uuueeeiiiicccsissssnneniiiiccssssssnsssrissssssssssnssssssssses 35
BAB III METODOLOGI PERANCANGAN .....ccicvvtiinsuricssnnissnisssenesssnsessssessassssses 37
3.1  Subjek PerancCangan ........cccoccvneeeeeeccsssssssnnsssseessssssssssssssssssssssssssssssssses 37
R0 U8 T D T3 11174 ¥ 37
3.1.20Geoorafis . I o ... B UMMM ..o e 11 ssssssveasnnsessss 38
3.1.3QESTKOTTALISM. ... U IO o oo e sssssssreannnssssss 38

3.2 Metode dan Prosedur Perancanganm ..........cccccceeessssvnneesrisecsssssnssssssseces 39
3.2.1 Bripathize ..... Y o 00000 00sssasssnsssasssnnss 40

R I ) T 17 40

3.2.3 Ideate ... o Y« coessaessssssssessnsssasssnssnasssnnss 41

3.2.4 PrOTOTYPC . ccueeeeeeveeveiiissssssssasssisissssssssssssssssssssssssssssssssssssssssssnsassssssses 41

I ) 11 41

3.3 Teknik dan Prosedur Perancangan............eeeeccveecicissneeescssnecscssnnnens 41
3.3.15@hservasi™... N ... S0 I e e ecccenssesannes 42

RIQ IRV 771 1112 ) 43

3.3.3 Focus Group DiSCUSSION aeeeeeeeeeeesssssranesssiisssssssssansssisssssssssnssssssssses 48

R I 3 (T 10) 1 1<) G 50

3.3.5 Studi EKSiStING c....uuverieiiveiiiiireeiiniseeninsineiisssnetisssnesssssssesssssenes 55
RIRIIINT 111 1 2T (2 ) 1) 55
BAB IV HASIL DAN PEMBAHASAN PERANCANGAN ....ccccvvctiessrnniccssnericssanes 56
4.1 Hasil Perancangan ...........ceeieeivveerinsssenicsssneissssssssicssssssssssssssssssssseses 56
T 0 O W 2077 7 1 56

0 O ) ] 1 86

B O [/ 92

T 00 O N o 77 (1] 3 T 123

4.1.5 TESUNG euuveeeevnnreenssrnneensssnneensssnseccsssseesssssssesssssssasssssssssssssssasseses 130

4.2 Pembahasan Perancangan......ccceeecnnneeccssnnecccsssneeccsssneeccssneecessnnes 142

X

Perancangan UI/UX Aplikasi..., Igbal Fajrian, Universitas Multimedia Nusantara



4.2.1 Analisis Beta Test dengan komunitas gundam...........ccecvveeerreees 142

4.2.2 Analisis Layout Aplikasi Mobile............ccoceuuueeeriieesisssccnnnnnnneces 147

4.2.3 Analisis Desain Poster X banner dan brosur........cccceeeecuneeerreees 158

4.2.4 Analisis DesSain Keychain .......cooeeeueeeriiioessssrsnnnnniiscssssssnnsssrsssces 159

4.2.5 Analisis DeSain ToOoIKit...........uuueeeeuueeeiissunneiccssneeicsssnneccsssnnencenns 161

4.2.6 Analisis Desain StIKer ......ccccvvueeeiiisvueiiisssneiicisssneiccssnnneecsssnnencenne 161

4.2.7 Analisis Desain Instagram Feeds dan Reels ...............uuuueeerveeee. 162

4.2.8 Analisis Desain T-shirt dan Tumbler .................cccuuueeeecnnnnenene. 163

4.2.9 Analisisi Desain Pylox SPrayp .......eeeeiicccsisssssnnennisccsssssssnssessseces 164

4.3 A G A AN e rssnre TN, <2 svsss8ssessssssssrranass 165

BAB V PENUT U ... e . . ooorc S N UISMRMMINN o +045.+44404+404 8844825040 167
5.1 Simpulan rons ST .o ccesssrsssonssresane 167

5.2 Saran e ces s T NNAITINNIAIIIINEL, ..o sveesssssrssssensores 167
DA R T AR PU S T A K e NI 1315040000 0008s000e000 xviii
LAMPTIRAN e e e AN, e eeussessssnssrsessnusnes xxix

X1

Perancangan UI/UX Aplikasi..., Igbal Fajrian, Universitas Multimedia Nusantara



DAFTAR TABEL

Tabel 3.1 Pertanyaan KUESIONET ...........cceeriuriiieiiiiiiieeeiiiieeeeeiieeeeeeireeeeeseivaeeeeenes 50
Tabel 4.2 SWOT Website MyFigureCollection Site ..............cccueeeeeeueeeesecueneeannns 81
Tabel 4.3 Tabel Color Palette .............coooueivieiiiiiiiiiiiiiiiieeeeeeeeee e 96
Tabel 4.4 Tabel Logo Repairkit APp.........ccccueveeeecviiieeeiiiieeeeiiieeeeeiieeeeeereeens 102
Tabel 4.5 Tabel Button dan keterangan ...............ccccovvvveeeeeeeenniiiiiiiieeeeeeeeeeeens 105
Tabel 4.6 Tabel Icon untuk navigation bar...................cccceeeeeeeeccnieieeeeeeeaeeennns 108
Tabel 4.7 Tabel Icon untuk menu sidebar.............ccccvviieeieeeieiiiiiiiiieeeee e 109
Tabel 4.8 Tabel Ilustrasi Maskot dan Tutorial ............cccceeeeeieiiiiiiiiiiiieeeeees 110
Tabel 4.9 Tabel Proses Aset Fotografi Produk.............ccccoeeeviiiiiiiiiiiiiiniis 115
Tabel 4.10 Tabel Analisis Deskriptif hasil Kuesioner...............cccccvveveeeeeenennnns 131
Tabel 4.11 Tabel Estimasi ANZZATan...........cceeeeeeereiiuivieeeeeeeeeeniiiinieeeeeeeeesnnnnnns 165
xil

Perancangan UI/UX Aplikasi..., Igbal Fajrian, Universitas Multimedia Nusantara



DAFTAR GAMBAR

Gambar 2.1 Contoh APIKASI.........cceriuiiiiiiriiiieeeriiiee ettt eiree e eereeeeeaes 5
Gambar 2.2 Native App & HYDVId APP ......eeeveeeeeiiiiiiiiieieeeeeciieeee e 5
Gambar 2.3 Key COmMPONEnt Of QPP .........coeevveeeeeeiuieeeeeiiieeeesieeeeessreaeeesnveeeeennns 9
Gambar 2.4 Mobile APp SKEICH ..............uvveeieeiiiiiiiiiiiee et 12
Gambar 2.5 Low-Fidelity App Wireframe.............cccouueeieeeeeeeiciiriiiieeeeeeeseennnnenns 13
Gambar 2.6 High-Fidelity App Wireframe.............c.cccccoeeeeeeeeceivveeeeeaeeeesecnnnnnnn 14
Gambar 2.7 Layout grid Mobile APp .............cooueeeeeuueeiieeeeeaeiiiiiiieeeeeeeeeeivaeens 15
Gambar 2.8 Layout grid SOCIAL APP ...........ooeeeeeeeeeiiiiiiieeeeeeeeeiciiiieeeeeeeeeivaeeens 16
Gambar 2.9 Typography in MoDbile APp...........cccccceuuueeeeeeeeeaeaeiciiiiieeeeeeeeecineeenn 16
Gambar 2.10 Colors in MobBile APpP............oceeeeeeeecuuiiiieeeeeeeeieiiiieeee e e e 17
Gambar 2.11 Icon Collection in Mobile APp ..............eueeeeeeeeecciieiiiieeeeeeeeecinaennn. 18
Gambar 2.12 UX Design Framework .............ccccccvvuueeeeeeeeeieeiiiiiieeeeeeeeeecivneens 19
Gambar 2.13 Photography Meaning ................ccccceeueeeeeeeeeeseiiiiriiieeeeeeeeseeennnenens 21
Gambar 2.14 Photography Meaning ................cccccceuueeeeeeeeeeeeiiiieieeeeeeeeneenneenens 21
Gambar 2.15 Photography TREOTY ..........eeeeieeieeeeeiiiiieeeeeeeeeecciiiiieee e e e e e 22
GaAMDAT 2. 160 APEFIUFE........eveeeeeeeeeeeeiieeee e e et e e e e e e e e e e e e e e e e e ensanaeeeas 23
Gambar 2. 17 ISO ...ttt et e 23
Gambar 2.18 Proses FOotografi.........ccocvviviiiieiiiiiciiiiiieee et 24
Gambar 2.19 Figure Onepiece Luffy gear 4™ YU-StUdio ..............c.ccvvveveuenn... 27
Gambar 2.20 Model kit MGEX Gundam Unicorn RX-0............ccccccoceeeviieeeannnsn 27
Gambar 2.21 Spiritale Hatsune Miku plush ................ccccooveeeeeeiiviiieeeeeeeeecineenn. 28
Gambar 2.22 Model car NSX EVA R POP FACE .........uuueeeeeeeeeeciiiiieeeaeeeeeeiveeenn 29
Gambar 2.23 Funko Pop Monkey D. Luffy (One Piece)........cccccvvveeeeeeenennnnnnnnn. 29
Gambar 2.24 Model Lego Tudor COrner ...............ccovuueeeeeeeeecciiiieeeeeeeeeeecvvvennns 30
Gambar 3.1 Bagan Proses Design Thinking............ccccccueeeeeeeeciiiineeeeeeeeeeeeciveennn. 39
Gambar 3.2 Observasi Komunitas Mainan Ultima Toys ..........ccccceeeeeeeeeennnnnnnnn. 42
Gambar 4.1 Dokumentasi Wawancara dengan ahli desainer UI/UX..................... 57
Gambar 4.2 Dokumentasi Wawancara dengan ahli User Interface ..................... 58
Gambar 4.3 Dokumentasi Wawancara dengan Ketua Komunitas ....................... 60
Gambar 4.4 Dokumentasi FGD ............oooiiiiiiiiii e 62
Gambar 4.5 Hasil Pie CRAFt 1 .....coooiieiiiiiiiiiiiiiiie et 65
Gambar 4.6 Hasil Pie CRAFT 2 .......ccccueeiiiiiiiieeiiiie et 65
Gambar 4.7 Hasil Pie CRart 3 ........cccoccovveiiiiiiiiiiiiieesteeteeeeeee e 66
Gambar 4.8 Hasil Pie CRAFt 4 ......cooooueeieiiieeeeee et 66
Gambar 4.9 Hasil Pie CRAFT S .......cocoueiiiiiiiie et 67
Gambar 4.10 Hasil CAGFE 6 ........oeieiiiiiieeiiie et 67
Gambar 4.11 Hasil Pie CRATE T ....cooveuueiieeiiiiieeeeee et 68
Gambar 4.12 Hasil Pie CRATE 8 ......cc..ueeeeiiiiiieieiee et 68
Gambar 4.13 Hasil CAAFt 9 .....coocuviiiiiiiiiiiie e 69
Gambar 4.14 Hasil Pie Chart 10 ........c..cooovoiiiiiiiiiiieeeeeee e 69
xiii

Perancangan UI/UX Aplikasi..., Igbal Fajrian, Universitas Multimedia Nusantara



Gambar 4.15 HasSil Pie CHATE 11 ..o 70

Gambar 4.16 Hasil Pie Chart 12 .........ccoocueiiiieiiiiiiieiieiieeeeeeee e 70
Gambar 4.17 Hasil Pie Chart 13 ........cccoouiiiiieiiieeieeeeeeee e 70
Gambar 4.18 Hasil CAAFt 14 ....c....ooviiiiiiiiiee et 71
Gambar 4.19 Hasil CRart 15 ....cccooiviiiiiiieee e 71
Gambar 4.20 Hasil Pie CRaArt 16 .........coooueiiiieiiiiiiiiieeeeeeeeeee e 72
Gambar 4.21 Hasil Chart 17 .......ccooiiiiiiiiiiiiie e 72
Gambar 4.22 Hasil Chart 18 .......coooiiiiiiiiiiiiiiiiieeeeec e 73
Gambar 4.23 Hasil Chart 19 .......coooiiiiiiiiiiiiiiceee et 73
Gambar 4.24 Hasil Pie Chart 20 ...........ccoooueeiiiiiiiiiiiiiiiie et 74
Gambar 4.25 Hasil Chart 21 .......coooiiiiiiiiiiiiie e 74
Gambar 4.26 Hasil Pie CRart 22 ..........ccooiiueeiiiiiiiiiiiiiiiieeiiee et 75
Gambar 4.27 Hasil Pie Chart 23 ..........ccooiiuiiiiiiiiiiiieiiie ettt 75
Gambar 4.28 Website MyFigureCollection Site ..............ccccuueeevuveeeeeeeeeesecnnnnnnn 80
Gambar 4.29 Visual Ul Aplikasi BIOKESS...........cccvvviiiieeieiiiiiiiiiieeeeeeeeeiee, 83
Gambar 4.30 Layout Ul Hotwheels Showcase app .............cccceeeuveeeeeeeeeeeeccnnnnnnn. 84
Gambar 4.31 Broken Parts dan Yellowing milik Kolektor Gundam.................... 85
Gambar 4.32 Hasil Repaint Sky Defender jasarakitGundam.id ........................... 86
Gambar 4.33 User persona Pria ..........c.c.uuveiieiiieeiciiiiiiiiee e 87
Gambar 4.34 User persona WaNIta .............eeeeeeeeeeeiuuveereeeeeesieeiiieeeeeeesesssnnnnseeees 88
Gambar 4.35 User Journey Pria ........ccccvvviiiiiiiiieiiiiiiiiiee et 89
Gambar 4.36 User Journey Wanita .............ceeeeeeeeiuviieieeeeeeeseeciiieeeeeeeeesseennnneeens 90
Gambar 4.37 LOZO MUlti TOVS .........ccccuvuveeeieeieeeeciiieee e e 91
Gambar 4.38 Mindmapping.............ccccccuveeeieiieeeeeiciieee e eeeeeceee e 92
Gambar 4.39 TYPOZIAPRY ........eeeeeeeeeeeiiiiieeeee et e e e e e e eaaaaeeeas 94
Gambar 4.40 Moodboard IIIUStration.................ccccccouveveeieiniiieeeiaiiiieeiieeeee 94
Gambar 4.41 Moodboard Color palette..................ccouueeeeeeeeeeceiiiiieeeeeeeeeeciveennn 95
Gambar 4.42 Moodboard Grid & Layouting ..................cccceeeeeevvveeeeeeeeeeecnnnnnnn. 95
Gambar 4.43 Information AVCRItECIUTe. ............ccccuuuveeeeeeeeeeeeeiiiiiieeeeeeeeeecaaeeens 98
Gambar 4.44 Flowchart Mobile APP .............ccooueueeiieiiiiiieiiiiiieeeeiiee e 99
Gambar 4.45 Sketch Wireframe...............ccccoocceieveeiiniiiiiniiiiniieeeieeeee e 100
Gambar 4.46 Low Fidelity Loading screen beserta Column grid....................... 101
Gambar 4.47 Lowfidelity Repair Kit Sign In/Sign Up ..........cccccccvvvvenveinnnncnn. 101
Gambar 4.48 Sketch LOZO .............ccooeiviiiiiiiiiiiiiiiiiiieeit et 102
Gambar 4.49 Progress Alt LOGO ...........cccc.coovueeinciiiniiiiniieiiiieeeieeeeceeeeene 102
Gambar 4.50 Hasil Alternative Logo I .............cocccceivvuiiiniiieniiiiiiiiiiiiecenecene 102
Gambar 4.51 Alternative LOZO .............c.couccueiiiiiiiiieieeiiie e 103
Gambar 4.52 Final Logo Repair Kif...........ccccccoueeuiiiiiiiiiiiaeiiiiieeeeiiee e 103
Gambar 4.53 Flow sketch to final [0go ................cccccocoeeeviiiiniiinniiiiniiciecn, 104
Gambar 4.54 Implementasi grid system di aplikasi repairkit .................cc........ 107
Gambar 4.55 Mini scale mascot SKetCh...............cccccouuecceieeeeiciieeeeiiiieeeeneennn 110
Gambar 4.56 Sketch lineart mascot alt I .............ccccoeveceueieeneiiiieeeniiiieeeeeeennn 110
Gambar 4.57 Coloring Sketch alt I ............ccccooovvieiiiiiiiiiiiiieiiieeeeee e 110
Xiv

Perancangan UI/UX Aplikasi..., Igbal Fajrian, Universitas Multimedia Nusantara



Gambar 4.58 Mini scale MaSCOt SKCICH .............coueueeeeeeeeeeieeeeeeeeeeeeeeeeeeeeeeans 111

Gambar 4.59 Mini Scale MaSCOT .............cooccuueiiiiiiiiiiiiiiiiiiiiiie e 111
Gambar 4.60 final art mascot SKEtCh ................ccccvuveeeeciiieeeeiiiieeeeciiee e 111
Gambar 4.61 final Art MASCOL ...........cccuuveeeecieieeeeiiiie e evaee s 111
Gambar 4.62 Maskot Chibi emOJi................oeuiieiiiiieiiiiiiiiiiee e e e e 111
Gambar 4.63 final art car TUSIEASI ..........ccccvveieiiiiiiie et 111
Gambar 4.64 final art RC TIUSLIaST ........cvvvviiiiieiieiiiiiieceee e 111
Gambar 4.65 Afacad typographiy ...........ccc.uueeeieeeeeiieiiiiiiieeee e e 113
Gambar 4.66 Afacad TYPOZIAPRY ............uuveeeieiieeaeeiiiiiiiiieeeeeeeeeeciieeee e e e e e 113
Gambar 4.67 Proses Fotografi Aset Produk...........cccccuvveiieeiieiiiiiiiiiiieeeees 114
Gambar 4.68 Post Feed & Reels ..............ccccceeiiiiiiiiiiiiiiiiiiiiiiiiiiiceeeee 118
Gambar 4.69 X-Banner MOCKUD .................ooeuieieeiieiiiiiiiiieeeeeeeeeiiieeeeeeeeeeeeeens 119
Gambar 4.70 Banner visual and brochure low fidelity......................coceeeeeennne. 119
Gambar 4.71 Toolskit Repairkit sketch and mockup ...............cccccvvvvvvveeeeeennnn. 120
Gambar 4.72 Maskot face emoji & illustrate Sticker ..............ccceeevveeeeeeeeeeenennnn, 121
Gambar 4.73 Keychain plastic model ..................cccccovuueeieeeeeeeieiciiiieeeeeeeeeenns 121
Gambar 4.74 Keychain maskot before after.............cccouuueeeeeeeeeeiciveneieeeeeeeeenns 122
Gambar 4.75 T-Shirt RK EZ-RAM ........cccceeeioiieiiiieiiieeeiee et 122
Gambar 4.76 Prototype Aplikasi Repair Kit..........cccovvviiiieiieiiiiiiiiiiieeeeeees 123
Gambar 4.77 Feed INStAZIFAM.............cccccuuueeeeieeeeaeeiiiiiiieeeeeeeeeseciiieeeaeeeeeeennaens 124
Gambar 4.78 Mockup Feed INStAZram ................cccceevuueeeieeeeeeeieiiiiiieeeeeeeeeeeenns 124
Gambar 4.79 Mockup Reels INStAZFAM ................cccccuvveeeiieeeeeeieiiiiieeeeeeeaeeeiens 125
Gambar 4.80 X Banner Repair Kit ...............oueeeeeeeecciuiiiiiieeeeeeeeiiiieeeeeeeeeneeenns 126
Gambar 4.81 Brochure MOCKUP. ...............ooeeeieieeeieiiiiiiiieeeeeeeecciiieea e e e e 126
Gambar 4.82 Keychain Plastic Model ANalysis ..............c.cccoeeeeecvveeeieeeeeaeeenn, 127
Gambar 4.83 Keych@in MASCOL ................uvveeeeeeeeieeiiiiiiieeeeeeeeeeeiiiiieeaeeeeeeeeeaens 127
Gambar 4.84 Foto Mockup Mascot StiCker ..............ccovuuuueeeeeeiieeiiiiiieeeeeeeeeeeenns 128
Gambar 4.85 Foto Toolkit MOCKUD ..............ooeeeeeeeeecciiiiiiieee e e e e 128
Gambar 4.86 Foto Tumbler MOCKUD ................ccoeeeeceiiieiiieaeeeeieeiciiiiieeeeeeeeeenns 129
Gambar 4.87 Foto Mockup Pylox Spray Repairkit................ccccceeeveceiieeencunnnnnn. 129
Gambar 4.88 Foto Alpha Testing Prototype Day .............ccccoceeeeeeevceieeencnnnnnn. 130
Gambar 4.89 Beta test Komunitas Gundam............ccceoevvieiiniiiieeeeniiieeeeiieennnn 142
Gambar 4.90 Beta test Komunitas Ultima TOyS.......ccccceevviiiniiieniieiiniiciiecene 144
Gambar 4.91 Desain Layout utama dan user dari aplikasi.........ccccceeeevueeennncnn. 147
Gambar 4.92 Desain Ilustrasi Brand Maskot EZ-RAM............ccccooviiiiinen.n. 148
Gambar 4.93 Layout Penjelasan Produk Gundam Wing ...........ccccceevviiinnnen. 149
Gambar 4.94 Layout Halaman Homepage Utama..............cccoeveevvieennnecennnncen. 150
Gambar 4.95 Layout Halaman Panduan Perawatan Modelkit ............................ 151
Gambar 4.96 Layout halaman Diskusi Forum .............cccocociniiininn, 152
Gambar 4.97 Layout halaman Shopping t00ls ..............ccococeeveieniiiiiniicinecen. 153
Gambar 4.98 Layout halaman To0ls category ...........cccoccveevviveieeenciieeenneennnn 154
Gambar 4.99 Layout halaman User Personalize................cccccoooueevecuieeeencnnnnnn. 156
Gambar 4.100 Mockup Poster X Banner Repair Kit .............cccccveeeecueveeencnnnnnn. 158
XV

Perancangan UI/UX Aplikasi..., Igbal Fajrian, Universitas Multimedia Nusantara



Gambar 4.101 Mockup BroCRUTE .............oueeiiieieiiiiiiiiiiieeeeeeeeiiieeee e e e 159

Gambar 4.102 Analysis Mockup Keychain Ez-RAM chibi................................. 159
Gambar 4.103 Analysis Keychain plastic model analysis..................ccccccceeeuuu. 160
Gambar 4.104 Mockup keychain Ez-RAM chibi car...............ccccceuveeeieeeeenannnns 160
Gambar 4.105 Mockup Pouch TOOIKIL ...............cooeeeuueeeiiieeeeeeieiiiiieeeeeeeeeeeens 161
Gambar 4.106 Mockup Sticker EZ-RAM CHhibi ...............cccoeeeveeeiiiiiiiieeeeaaeeans 161
Gambar 4.107 Mockup Sticker Ez-RAM chibi Gunpla ................ccccoeveeeeeeennne. 162
Gambar 4.108 Mockup Instagram Feeds ...............ccccouueeiieeeeieieiciiiieeeeeeaaeeenns 162
Gambar 4.109 Mockup Instagram feeds & Instagram Reels ............................. 163
Gambar 4.110 Mockup T-shirt Repairkit .............ccccccvuueeeieeeeeieieiiiiieeeeeeeeeeeeens 163
Gambar 4.112 Mockup Tumbler Repairkit.............ccccoueeeeeeeeeeeeeiciiiieeeeeeeeeeenens 164
Gambar 4.113 Mockup Pylox Spray Repairkit...............cccceeeeeeeccuveeeeeeeeeaananns 164
Xvi

Perancangan UI/UX Aplikasi..., Igbal Fajrian, Universitas Multimedia Nusantara



DAFTAR LAMPIRAN

Lampiran Hasil Persentase TUrnitin ..........cccccveeeeeiiiiieeeeiiiiie e XX1X
Lampiran Form Bimbingan & Spesialis .........ccccoeeviiiiiiiiiieeeniiiieceeiieeeee, XXXii
Lampiran Non-Disclosure AGreement .................ocecueeeeeecveeeeeeireeeeesereeeeannns XXXVi
Lampiran Consent FOFM ............ueuiiieeeeieiiiiiiiiieeeeeeeeiiieeee e e e e eesareeeaae e e XXX1X
Lampiran KUESIONET........ccovviiiiiiiiiiieeeeeiiiiiiieee e e et e e e e e e e eeiereeeeeeeeeeeas xlviii
Lampiran Transkrip WawancCara ...........ccccvvveieieeeeeeiiiiiiiieeeeeeeeeiiieeeeee e e e e lvi
Lampiran DoKumentasi.........cccuvuviieieeriiiiiiiiiieieeeeeeeeeiiieeeee e e e e eereeeeeeeeeens CXXV
xvii

Perancangan UI/UX Aplikasi..., Igbal Fajrian, Universitas Multimedia Nusantara



	2e40248c44282139d372266a51dafecaf530593f2061d68aa433832cf22a1def.pdf
	9e95d7b0706b6eb8f1005e0d5ed7ff3a4264c95181ef5835858bd66e6b7903ab.pdf
	2e40248c44282139d372266a51dafecaf530593f2061d68aa433832cf22a1def.pdf

