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INTISARI

Di Indonesia kasus konfirmasi pertama Covid-19 pada tanggal 2 Maret 2020.
Pendidikan formal dan nonformal mengalami dampak dari pandemi ini, salah
satunya adalah Taman Pendidikan Al-Qur’an (TPQ). TPQ merupakan jenis
pendidikan keagamaan Islam nonformal yang bertujuan agar peserta didik mampu
mengaji, menghafal dan belajar tata cara berwudu dan shalat yang baik dan benar.
Survei telah dilakukan pada tanggal 8 juni 2022, ada sebanyak 30 responden yang
sudah pernah menginstal dan menggunakan aplikasi Marbel Gim Belajar Wudu,
berdasarkan pengalaman pengguna didapatkan beberapa kekurangan dari aplikasi
wudu yang sudah ada. Penelitian ini bertujuan untuk merancang user interface
aplikasi panduan wudu sebagai media mengajarkan wudu yang interaktif dan
efektif sehingga mudah dipahami dan lebih menarik bagi anak-anak. Penelitian ini
menggunakan metode User Centered Design (UCD). UCD memiliki 4 tahapan
yaitu Specify context of use, specify user and organisational requirements, Produce
design solutions, dan Evaluate designs against user requirements. Hasil penelitian
ini berupa prototype dan telah divalidasi menggunakan pengujian cognitive
walkthrough.

Kata kunci: Antarmuka Pengguna, User Centered Design, Wudu, Pengalaman
Pengguna, Cognitive Walkthrough.
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ABSTRACT

In Indonesia, the first confirmed case of Covid-19 was on March 2, 2020.
Formal and non-formal education has experienced the impact of this pandemic, one
of which is the Qur'an Education Park (TPQ). TPQ is a type of non-formal Islamic
religious education that aims to enable students to be able to recite, memorize and
learn good and correct procedures for prayer and prayer. The survey was conducted
on June 8, 2022, there were as many as 30 respondents who had installed and used
the Marbel Gim Belajar Wudu application, based on user experience, some
shortcomings of the existing Wudu application were obtained. This study aims to
design the user.interface of the wudu guide application as a medium for teaching
wudu that is interactive and effective so that it is easy to understand and more
attractive to children. This study used the User Centered Design (UCD) method.
UCD has 4 stages, namely Specify context of use, specify user and organisational
requirements, Produce design solutions, and .Evaluate designs against user
requirements. The results of this study are in the form of prototypes and have been
validated using cognitive walkthrough testing.

Keyword: User Interface, User Centered Design, Ablution, User EXxperience,
Cognitive Walkthrough.
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