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ABSTRAK 

 

Nama   : Muhammad Nabil Adi Nugroho  

Fakultas/Program Studi : Teknik/Informatika 

Judul Tugas Akhir : Perancangan UI/UX Aplikasi Monitoring Tanaman Secara 

Mandiri Berbasis Mobile Dengan Metode User Centered 

Design 

Manusia tak lepas dari tumbuh-tumbuhan, baik itu tumbuhan liar maupun 

tanaman yang dikehendaki tumbuh. Dengan hadirnya bermacam-macam tumbuhan, 

manusia dapat memanfaatkannya untuk berbagai hal. Misalnya budidaya, diambil 

buahnya, atau sekedar hobi semata. Dewasa ini banyak penelitian yang menggagas 

menggunaan IoT sebagai alat bantu untuk sistem monitoring tanaman. Alat tersebut 

cocok untuk penggunaan skala besar, misalnya untuk perkebunan. Namun terdapat 

gap dimana pengguna kasual tidak dapat berinvestasi alat karena perlu dana besar. 

Penelitian ini berusaha menutup gap tersebut dengan menyediakan perancangan 

antarmuka aplikasi monitoring tanaman mandiri.  

Metode perancangan yang digunakan ialah User Centered Design, dimana 

ada 4 tahapan yaitu Understand context of use: identifikasi user, untuk apa dan kondisi 

apa mereka menggunakannya; Specify User Requirements: ketahui tujuan pengguna, 

Design Solutions: membuat konsep awal hingga desain selesai; Evaluate Against 

Requirement: melakukan evaluasi.  

Hasil dari penelitian menunjukkan nilai evaluasi System Usability Scale di 

angka 66 pada desain utama dan peningkatan di angka 69 pada desain alternatif. Nilai 

rata-rata untuk pengujian User Experience Questionnaire pada desain utama untuk 

item daya Tarik 1.264, kejelasan 1.264, efisiensi 1.049, ketepatan 1.181, stimulasi 

1.313, kebaruan 0.694. Sedangkan pada desain alternatif mendapatkan nilai rata-rata 

untuk item daya Tarik 1.444, kejelasan 1.451, efisiensi 1.340, ketepatan 1.340, 

stimulasi 1.521, kebaruan 1.111. 

Kata Kunci: tumbuhan, tanaman, user interface, user experience, user centered 

design, ucd, mobile device, system usability scale, user experience questionnaire 
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ABSTRACT 

 

Name   : Muhammad Nabil Adi Nugroho  

Departement  : Informatics  

Title : Implementation of User Centered Design on UI/UX Design 

of Mobile-Based Independent Plantation Monitoring 

Humans cannot be separated from plants, whether they are wild plants or 

plants that they want to grow. With the presence of various kinds of plants, humans 

can use them for various things. For example, cultivation, taking the fruit, or just a 

hobby. Today, there are many studies that have initiated using IoT as a tool for plant 

monitoring systems. The tool is suitable for large-scale use, for example for 

plantations. However, there is a gap where casual users cannot invest in tools because 

it requires large funds. This study attempts to close this gap by providing an interface 

design for an independent plant monitoring application. 

The design method used is User Centered Design, where there are 4 stages, 

namely Understand the context of use: identification of users, for what purposes and 

under what conditions they use them; Specify User Requirements: know the user's 

goals, Design Solutions: make the initial concept until the design is finished; Evaluate 

Against Requirements: conduct an evaluation. 

The results of the study show the System Usability Scale evaluation value at 

66 in the main design and an increase in the number of 69 in the alternative design. 

The average value for the User Experience Questionnaire test on the main design for 

the items of attractiveness is 1,264, Perspicuity is 1,264, efficiency is 1,049, 

dependability is 1,181, stimulation is 1,313, novelty is 0.694. While in the alternative 

design, the average value for the items of attractiveness is 1,444, Perspicuity is 1,451, 

efficiency is 1,340, dependability is 1,340, stimulation is 1,521, novelty is 1,111. 

Keywords: plans, user interface, user experience, user centered design, ucd, mobile 

device, system usability scale, user experience questionnaire 
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