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ABSTRAK

Perancangan Ul/UX Aplikasi Amartha: Penerapan Design Thinking dalam

Penambahan Fitur Investas Emas dengan Gamifikasi
Muhammad Igbal Sain

Perkembangan teknologi semakin pesat seiring dengan peningkatan kebutuhan masyarakat akan
teknologi. Secaratidak langsung, perkembangan teknologi membuat hidup lebih mudah dan efisien.
Teknologi dapat membantu banyak aspek kehidupan, salah satunya adalah perkembangan ekonomi.
Penggunaan teknologi untuk perkembangan ekonomi dianggap dapat menghasilkan inovasi bisnis
yang baru dan menguntungkan. Studi ini bertujuan untuk merancang dan menguji User Interface
dan User Experience pada penambahan fitur investasi emas dan gamifikasi pada aplikasi Amartha
menggunakan metode design thinking. Dalam pengujian penelitian ini, penulis menggunakan metrik
Single Ease Question (SEQ) dan System Usability Scale (SUS). Penelitian ini berhasil menghasilkan
rancangan User Interface dan User Experience menggunakan metode design thinking yang telah
diuji dan memperoleh nilai 6 pada metode SEQ dan nilai 76 pada metode SUS, yang artinya
rancangan User Interface dan User Experience yang penulis buat mudah untuk digunakan dan
masuk dalam kategori baik.

Katakunci: User Interface, User Experience, Single Ease Question, System Usability Scale, Design
Thinking

Designing the UI/UX of the Amartha Application: | mplementing Design

Thinking in Adding Gold I nvestment with Gamification Features
Muhammad Igbal Sain

The rapid advancement of technology has paralleled the growing demand for technological
solutions among the populace. Unquestionably, these advancements have streamlined and enhanced
various aspects of our lives, including the economic sector. Technology's role in fostering economic
growth is evident in its ability to stimulate innovative and profitable business ventures. This study
delves into the design and evaluation of User Interface (Ul) and User Experience (UX) for gold
investment features and gamification elements integrated into the Amartha app, employing a design
thinking methodol ogy. The study's testing phase utilized the Single Ease Question (SEQ) and System
Usability Scale (SUS) metrics. The research successfully yielded a UI/UX design crafted through
the design thinking approach, which was subjected to usability testing and garnered a score of 6 on
the SEQ scale and 76 on the SUS scale. These results indicate that the developed UI/UX design is
user-friendly and falls within the "good" category.

Keywords: User Interface, User Experience, Sngle Ease Question, System Usability Scale, Design
Thinking
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