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ABSTRACT

The Giwang Sumsel application was released in 2021 by the South Sumatra
Province Culture and Tourism Office to provide information and services to the
community and help visitors who come to South Sumatra. According to 2023
data, this application has been downloaded 757 times in Indonesia. To assess user
satisfaction, a survey was conducted involving 100 respondents. From this survey,
several problems were found, such as the absence of a feature for ordering food,
hotels, or tourist tickets, as well as the absence of a personal account or account
registration feature.. To overcome this problem, research was carried out to
redesign the UL/UX of the South Sumatra Giwang application using the design
thinking method. This method has five stages: empathy, definition, ideation,
prototyping, and testing. The results of this research are prototypes and usability
testing results using maze design and the System Usability Scale (SUS). The test
results using the maze showed that the click error.rate was below 50%, namely
28%, and the number of respondents who completed the scenario according to
the path was more than 50%, namely 92.3%. Apart from that, from testing using
SUS, the Ul/UX design of the Giwang application received a score of 80,225, based
on the SUS assessment scale, in the acceptable category or suitable for use by

users.

Keyword : design thinking, redesign, user interface, user experience, giwang

sumsel
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ABSTRAK

Aplikasi Giwang Sumsel dirilis pada tahun 2021 oleh Dinas Kebudayaan dan
Pariwisata Provinsi Sumatera Selatan untuk memberikan informasi dan
pelayanan kepada masyarakat serta membantu pengunjung yang datang ke
Sumatera Selatan. Menurut data tahun 2023, aplikasi ini telah diunduh
sebanyak 757 kali di Indonesia. Untuk menilai kepuasan pengguna, dilakukan
survei dengan melibatkan 100 responden. Dari survei tersebut, ditemukan
beberapa permasalahan seperti ketiadaan fitur pemesanan makanan, hotel,
atau tiket wisata, serta ketiadaan fitur akun pribadi atau daftar akun. Untuk
mengatasi permasalahan tersebut, dilakukan penelitian rancang ulang UI/UX
aplikasi Giwang Sumsel menggunakan metode design thinking. Metode ini
memiliki 5 tahapan yaitu Empathize, Define, Ideate, Prototype, dan Test. Hasil
penelitian ini berupa prototype dan hasil usability testing menggunakan maze
design dan System Usability Scale (SUS). Hasil pengujian menggunakan maze
menunjukkan tingkat kesalahan klik di bawah 50% yaitu 28% dan jumlah
responden yang menyelesaikan skenario sesuai jalur lebih dari 50% yaitu
92,3%. Selain itu, dari pengujian menggunakan SUS, desain UI/UX aplikasi
Giwang mendapat nilai 80.225, berdasarkan skala penilaian SUS masuk

kategori acceptable atau layak digunakan oleh pengguna.

Kata Kunci : design thinking, rancang ulang, user interface, user experience,

giwang sumsel
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