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ABSTRAK

Dalam proses pelaporan pegawai BAPPEDA masih menggunakan cara
manual dengan form dan whatsapp sebagai platform pendukung sehingga
ditemukan permasalahan seperti tidak bisa mengetahui status dari kegiatan yang
dilaporkan, kurangnya informasi kegiatan dari bidang lain, kesulitan mencari
laporan dan dokumen pendukung. Oleh karena itu dibutuhkan sebuah sarana
pelaporan yang terpusat agar proses pelaporan dan pencarian data kegiatan menjadi
lebih efektif. Dalam tahapan perancangan sistem terdapat proses perancangan
desain untuk mengasilkan fitur dan tampilan yang sesuai dengan user. Pada
penelitian ini peneliti merancang desain antarmuka sistem informasi pelaporan
kegiatan menggunakan metode design thinking. Metode design thinking digunakan
untuk mendapatkan pemahaman mendalam terkait kebutuhan dan tantangan serta
memberikan fleksibilitas untuk melakukan perbaikan berdasarkan umpan balik
pengguna agar menghasilkan solusi yang efektif dan sesuai dengan kebutuhan
pengguna Hasil dari penelitian ini adalah rancangan high fidelity prototype sistem
informasi pelaporan kegiatan pegawai BAPPEDA Kota Malang yang telah
disesuaikan berdasarkan kebutuhan dan permasalahan pengguna. Pada tahap testing
dilakukan usability testing dengan system usability scale sebagai tolak ukur dan
didapatkan skor 81 dengan adjective rating excellent, mendapatkan grade A dan

acceptability range dengan hasil acceptable.

Kata Kunci : Design Thinking, Prototype, Usability Testing, System Usability

Scale.



ABSTRACT

In the employee reporting process at BAPPEDA, manual methods are still
being utilized with forms and WhatsApp as supporting platforms. This has led to
issues such as an inability to ascertain the status of reported activities, a lack of
information from other departments, and difficulties in locating reports and
supporting documents. Consequently, there's a need for a centralized reporting tool
to make the reporting process and data retrieval more effective. In the system design
phase, there is a process for designing features and interfaces that align with user
requirements. In this study, the researcher designed the interface for the activity
reporting information system using the design thinking method. Design thinking
was employed to gain a deep understanding of the needs and challenges and to
allow flexibility for improvements based on user feedback, resulting in effective
solutions that meet user needs. The outcome of this research is a high-fidelity
prototype of the activity reporting information system for BAPPEDA employees in
Malang City, tailored to address user needs and issues. During the testing phase,
usability testing was conducted using the System Usability Scale as a metric,
yielding a score of 81, classified with an adjective rating of "excellent," earning a

grade of A and falling within the acceptable range of acceptability.

Keywords : Design Thinking, Prototype, Usability Testing, System Usability

Scale.
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