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INTISARI

Pada era dimana teknologi sudah maju menjadi pemicu digitalisasi pada
berbagai bidang termasuk bidang pendidikan. Dengan adanya digitalisasi membuat
stake holder pendidikan terutama guru menjadi terbantu. RAPO (platform digital
manajemen sekolah terpadu) merupakan salah satu start-up dibidang pendidikan
dimana menyediakan platform manajemen sekolah untuk membantu guru dalam
menajalankan tugasnya dari awal semester hingga akhir semester, mulai dari
pembuatan silabus, penjadwalan, presensi hingga pelaporan hasil belajar.

Dalam penelitian ini berfokus pada perancangan User Interface User
Experience aplikasi RAPO (platform digital manajemen sekolah terpadu) dengan
metode Lean User Experience. Oleh karna itu web aplikasi RAPO dibuat agar
mudah digunakan oleh guru, sehingga Ul/UX dibuat dengan menggunakan metode
Lean User Experience untuk membantu pembuatan User Interface yang sesuai.
Metode Lean User Experience berfokus pada declare assumption, create an mvp,
run as experience dan feedback research.

Pengujian pada UI/UX dilakukan oleh tim ahli dari RAPO. Pembuatan user

interfaces untuk web aplikasi RAPO menggunakan platform figma website.

Kata Kunci: User Interface, User Experience, Lean User Experience, Web

Aplikasi, Figma



ABSTRACT

In an era where technology has advanced, it has become a trigger for
digitization in various fields including education. With digitalization education
stakeholders especially teachers, are helped. RAPO (integrated school
management digital platform) is one of the start-ups in the field of education which
provides a school management platform to assist teachers in carrying out their
duties from the beginning of the semester to the end of the semester, starting from
teach material making, scheduling, attendance to reporting learning outcomes.

In this study, the focus is on designing the RAPO application's User
Interface User Experience (integrated school management digital platform) with
the lean user experience method. Therefore, the RAPO web application is made to
be easy to use by teachers, so ui/ux is made using the Lean User Experience method
to assist in the creation of the appropriate User Interface. The Lean User
Experience method focuses on declare assumptions, create an mvp, run as
experience and feedback research.

User Interface and User Experience tested by RAPO team. Creating user

interface for the RAPO web application using the figma website platform.

Keyword: User Interface, User Experience, Lean User Experience, Web

Application, Figma



