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ABSTRAK

Industri film di Indonesia mengalami perkembangan pesat sehingga
membutuhkan efisiensi dalam proses produksi. Namun, praktik pencatatan
produksi film masih banyak dilakukan secara manual, menyebabkan masalah
seperti keterlambatan distribusi informasi dan risiko kehilangan data. Penelitian ini
bertujuan untuk merancang antarmuka aplikasi Film Production Report berbasis
mobile yang dapat membantu proses dokumentasi dan koordinasi tim produksi film
secara lebih efektif. Metode Design Thinking digunakan dalam penelitian ini yang
meliputi lima tahap, yaitu empathize, define, ideate, prototype, dan testing.
Penelitian dilakukan dengan melibatkan kru PH Marunaka di Malang sebagai
pengguna utama. Hasil penelitian menghasilkan rancangan antarmuka aplikasi
yang mempermudah pencatatan hasil produksi, sinkronisasi data antar divisi, serta
meningkatkan efisiensi kerja kru film. Berdasarkan hasil System Usability Scale
(SUS) yang dilakukan terhadap 10 responden, aplikasi memperoleh nilai 81,5 yang
termasuk dalam kategori excellent, menunjukkan bahwa rancangan antarmuka yang

dikembangkan mudah digunakan dan sesuai dengan kebutuhan pengguna.

Kata Kunci: perancangan antarmuka, film production report, design thinking,
usability, mobile application



ABSTRACT

The Indonesian film industry has experienced rapid growth, creating a need
for greater efficiency in production processes. However, film production
documentation is still largely done manually, leading to issues such as delayed
information sharing and data loss. This research aims to design a mobile-based Film
Production Report interface to improve documentation and coordination among
film production teams. The study applies the Design Thinking methodology, which
includes five stages: empathize, define, ideate, prototype, and testing. The research
involved crew members from Marunaka Production House in Malang as the main
users. The results produced a user interface design that facilitates production
recording, inter-department data synchronization, and improves team efficiency.
Based on the System Usability Scale (SUS) testing conducted with 10 respondents,
the application achieved a score of 81.5, categorized as excellent, indicating that

the designed interface is user-friendly and meets user needs.

Keywords: interface design, film production report, design thinking, usability,
mabile application
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