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ABSTRAK 

Muhammad lan Firdaus 

Teknik Infornatika 
EVALUASI DAN PENGEMBANGAN DESAIN 

ANTARMUKA APLIKASI CATATMAK PENCATATAN 
KEUANGAN PRIBADI MENGGUNAKAN METODE 
USER CENTERED DESIGN 

Penclitian ini bertujuan merancang ulang antamuka aplikasi Catatmak agar lebih 
ramah pengguna dengan pendekatan User Centered Design (UCD). Aplikasi 
Catatmak, yang dikembangkan oleh mahasiswa Bangkit Academy pa nun 2023. 

adalah aplikasi pencatatan kcuangan pribadi yang menmiliki fitur pelacakan 
pendapatan dan pengeluaran, koncktivitas WhatsApp, Optical Character Recognition. 
serta laporan harian hingga bulanan. Sebelumnya, aplikasi ini mendapatkan skor 69,5 
(grade C) dalam pengujian System Usability Scale (SUS). Dengan menerapkan 
metode UCD, peneliti memahami kebutuhan pengguna dan merancang solusi yang 
efektif. Proses perancangan meliputi identifikasi pengguna, pengumpulan umpan 
balik, pengembangan persona, pembuatan User Flow dan wireframe, serta pengujian 

kegunaan. Hasil evaluasi menunjukkan peningkatan signifikan dalam skor usability, 
mencapai 88,2 (kategori "Excellent"), sedangkan dalam penilaian User Experience 
Questionnaire mendapat nilai Daya Tarik dengan skor rata-rata (2,02), Kejelasan 
(1,90), Efisiensi (1,92), Ketepatan (1,80), Stimulasi (1,76), serta Kebaruan (1,64). 
Kesimpulannya, perubahan tampilan U/UX pada aplikasi Catatmak telah berhasil 
meningkatkan tingkat kegunaan dan kepuasan pengguna. 

Kata Kunci: User Centered Design, UI/UX, Catatmak, Keuangan Pribadi, Aplikasi 
Mobile 
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Infomatics Engincering 
EVALUATION AND DEVELOPMENT OF INTERFACE 

DESIGN FOR CATATMAK PERSONAL FINANCE 
RECORDING APPLICATION USING USER CENTERED 
DESIGN METHOD. 

This rescarch aims to redesign the interface of the Catatmak application to make it 
more user-friendly using the User Centered Design (UCD) approach. The Catatmak 
app, developed by Bangkit Academy students in 2023, is a personal finance recording 
app that features income and expense tracking, WhatsApp connectivity, Optical 
Character Recognition, and daily to monthly reports. Previously, the app scored 69.5 
(grade C) in System Usability Scale (SUS) testing. By applying the UCD method, 
researchers understood user needs and designed an cffective solution. The design 
process included user identification, feedback collection, persona development, User 
Flow and wireframe creation, and usability testing. The evaluation results showed a 
significant improvement in the usability score, reaching 88.2 ("Excellent" category). 
while the User Experience Questionnaire assessment scores Attractiveness with an 
average score of (2.02), Clarity (1.90), Efficiency (1.92), Accuracy (1.80), Stimulation 
(1.76), and Novelty (1.64). In conclusion, the UIUX changes to the Catatmak 
application have successfully increased the level of usability and user satisfaction. 

Keywords: User Centered Design, UIUX, Catatmak, Personal Finance, Mobile 

App 
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