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ABSTRAK 

 

Dalam konteks pertumbuhan populasi global, pemenuhan kebutuhan pangan 

semakin penting. Namun, adanya penyakit tanaman menyebabkan penurunan hasil 

panen, kerugian ekonomi, bahkan krisis pangan. Penelitian sebelumnya berhasil 

menciptakan teknologi berupa aplikasi pendeteksi penyakit tanaman, namun belum 

memanfaatkan metode yang berorientasi pada User Experience (UX) atau 

pengalaman pengguna. Adapun penelitian yang telah menunjukkan keberhasilan 

dalam merancang antarmuka aplikasi deteksi penyakit tanaman padi menggunakan 

metode Design Sprint, namun hasil yang didapat belum maksimal. Pada penelitian 

ini, akan fokus pada peningkatan pengalaman pengguna menggunakan metode 

Double Diamond yang mampu mengeksplorasi masalah secara luas (divergen), 

diikuti dengan pengambilan tindakan yang fokus (konvergen). Guna menunjukkan 

keberhasilan, pengujian dilakukan pada prototype aplikasi menggunakan metode 

System Usability Scale (SUS) untuk menguji kegunaan dan User Experience 

Questionnaire (UEQ) untuk menguji pengalaman pengguna. Hasil rata-rata 

pengujian SUS adalah 90,75 masuk pada Grade A dan bernilai “Excellent”. 

Sedangkan hasil rata-rata pengujian UEQ masuk kategori "Excellent" pada skala 

Attractiveness, Stimulation, Dependability, Efficiency, dan Novelty, dan kategori 

"Good" pada skala Perspicuity. Dengan demikian, prototype aplikasi berhasil 

memenuhi kebutuhan pengguna dan memberikan pengalaman pengguna yang 

memuaskan. 

Kata kunci: Pendeteksi Penyakit Tanaman, Double Diamond, SUS, UEQ 
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ABSTRACT 

 

In the context of global population growth, meeting food needs is increasingly 

important. However, the presence of plant diseases causes a decrease in crop 

yields, economic losses, and even a food crisis. Previous research succeeded in 

creating technology in the form of a plant disease detection application, but did not 

utilize methods that were oriented towards User Experience (UX). There is 

research that has shown success in designing the rice disease detection application 

interface using the Design Sprint method, but the results obtained have not been 

optimal. In this research, we will focus on improving user experience using the 

Double Diamond method which is able to explore problems broadly (divergent), 

followed by taking focused action (convergent). In order to demonstrate success, 

testing was carried out on the application prototype using the System Usability 

Scale (SUS) method to test usability and the User Experience Questionnaire (UEQ) 

to test user experience. The average SUS test result is 90.75, which is Grade A and 

is rated "Excellent". Meanwhile, the average UEQ test results are in the "Excellent" 

category on the Attractiveness, Stimulation, Dependability, Efficiency and Novelty 

scale, and the "Good" category on the Perspicuity scale. Thus, the application 

prototype succeeded in meeting user needs and providing a satisfactory user 

experience. 

Keywords: Plant Disease Detection, Double Diamond, SUS, UEQ 
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