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Abstract

Islamic Studies, or Dirasah Islamiyah, explores various aspects of Islamic teachings. In Indonesia, where Islam is the majority religion,
many organizations actively promote da’wah through study sessions, sholawat, and dhikr. However, the Better Youth Foundation lacks a
dedicated platform to support its Better Youth Academy programs, which involve structured Islamic studies. This highlights the need for
an efficient and accessible platform to facilitate learning and positive activities. This study develops the Ruang Kajian mobile application
using the Design Thinking method, which consists of five stages: Empathize, Define, Ideate, Prototype, and Testing. The approach
ensures a user-centered design, focusing on usability testing based on ISO 9241-11 standards and evaluating Effectiveness, Efficiency,
and Satisfaction. The proposed design allows users to register and participate in Better Youth Academy sessions efficiently while
accessing various structured study materials. Testing results from five users showed Effectiveness at 90%, Efficiency at 92.33%, and
Satisfaction at 83.40%, indicating the design’s high usability. This research demonstrates that Design Thinking can produce user-friendly
and efficient UI/UX designs that meet user needs and preferences. It offers practical guidance for developers in creating intuitive
interfaces while enhancing the user experience when accessing Ruang Kajian.

Keywords: UI/UX Design, Design Thinking, Mobile Application, Ruang Kajian, Better Youth Foundation.

1. Introduction

In the etymological or language aspect, the term Islamic Studies or Islamic Studies is the equivalent of the term Dirasah Islamiyah in
Avrabic. In the context of Islamic studies in Europe, this term is known as Islamic Studies. Thus, Islamic Studies can be explained as “The
study of all matters related to the Islamic religion,” or it can be interpreted as “The effort to understand all aspects related to the teachings
of Islam” [1]. In Indonesia, where the majority of the population adheres to Islam, many Islamic institutions, organizations, and
communities are active in da’wah activities. One example is the existence of the Islamic community, a social group consisting of Muslim
individuals with diverse backgrounds. Generally, members of this community have similar interests and goals, namely, to spread the
teachings of Islam [2]. Islamic teachings can be spread in various ways, such as general, pre-marital, and figh studies. Not only studies,
sholawat, and dhikr together are also a means of spreading Islamic teachings.

Based on interviews conducted with the Better Youth Foundation, a foundation that is active in youth development and empowerment,
they complain that there is no unique platform related to the Better Youth Academy program. Better Youth Academy is a series of
mentoring sessions for youth through several structured study discussions. There is a platform that presents study information, namely
darisini.com. There is a lot of study information, but there is still no speciality for classes and learning. Therefore, an initiative is needed
to develop a platform that can present study and learning classes that are easy and efficient when accessed by users.

Several previous studies discuss the design of UI/UX applications using the Design Thinking method. The first research was the
Application of Design Thinking Method in UI/UX Design of Al-Qur’an Memorization Application”* explored the use of Design
Thinking to assist Gen Z in memorizing the Al-Qur’an. The process involved empathy, problem definition, ideation, prototyping, and
testing. The leading solutions include memorization materials, gamification, counselling, and community support. Testing with the User
Experience Questionnaire (UEQ) highlighted areas for improvement, and subsequent iterations showed significant improvements in user
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experience. This study concludes that the app meets user needs but suggests exploring alternative design methods in the future [3]. The
second study focused on the UNIMMA New Student Admission application, with high SUS results that fall into the excellent category,
indicating that the application is responsive and provides comfort for users [4]. Furthermore, research on the Ul/UX of the Only One
Cloth application in Purwakarta also used Design Thinking, which resulted in an interface with an average SEQ of 6.4, indicating that the
design was easy to use and effective for improving user experience [5].

UI/UX Design refers to a design discipline that focuses on creating an optimal user experience through an intuitive and attractive
interface [6]. In platform development, it is essential to have an optimal user interface and user experience to make it easier to use the
application and create an attractive user experience. Interface design or User Interface (Ul) can be said to be successful if the design can
result in increased user satisfaction or positive User Experience (UX) [7] [8] [9]. One method of UI/UX is design thinking. Design
thinking is an iterative process of understanding users, challenging assumptions, and redefining problems to find alternative strategies
and solutions that may not be immediately apparent at the initial level of understanding. Design thinking is a framework seen from the
designer’s perspective, which views problem-solving with a focus on a human-oriented approach. At the same time, design thinking
provides a solution-based approach to solving problems. It is a way of thinking and working with simple methods. There are five stages
in Design thinking, namely: Empathize (gain an empathic understanding of the problem that is trying to be solved), Define (gather great
ideas to build features, functions, and elements), Ideate (identify new solutions to the problem statement created, and can start looking for
solutions to the problem), Prototype (implement ideas that have been obtained in the previous stage into an application/test product), and
testing [10]. Usability Testing with 1SO 9241-11 standards with Effectiveness, Efficiency, Satisfaction attributes and Heuristic
Evaluation. Mobile applications can be reached through a smartphone, providing various benefits for users with the flexibility of access
that allows them to use it multiple times and in different locations. That is why mobile-based applications are the leading choice in the
current smartphone era, especially in situations like now, where many mobile applications are utilized in various fields.

Based on the previous explanation, a UI/UX design for Mobile-based Ruang Kajian is proposed. The primary function of this design is to
allow users to register and attend Better Youth Academy class sessions quickly. In addition, this Ruang Kajian design is feasible for
users to get a lot of positive activity information. This design aims to create a product with a high usage rate and can also be easily
adapted by its users. Thus, the benefits of this research are that it provides practical guidance for developers in designing an efficient and
satisfying interface and increases the Effectiveness and efficiency of users in utilizing the Ruang Kajian.

2. Methods
r ™ ' ™y r ™ 'a ™y r ™
Empathize | Define — Ideate | Prototype ——> Test
p. vy A S/ h. A A S/ h. A
Problem and needs Define problems and Generate ideas as . . .
identification needs problem solutions Design prototyping Solution design testing

Fig 1. Design Thinking Method

Design thinking is a framework seen from the designer’s perspective, which views problem-solving with a focus on a human-oriented
approach [11]. Design thinking is a method that involves a series of iterative steps to understand user needs, confront and question
assumptions, and reformulate problems to find various strategies and alternative solutions that may not be apparent at the beginning of
the understanding process [12]. There are 5 (five) stages in the Design thinking approach to developing applications: empathize, define,
ideation, prototype, and test [4].

3. Result and Discussions

3.1. Empathize

Empathy Map facilitates the process by depicting the findings or information obtained about the user in key aspects. This helps
understand the user’s viewpoint, difficulties, and behaviour [13]. Empathy Map is compiled based on the analysis results conducted after
interviews with five respondents related to says, does, thinks, and feels. The results of the Empathy Map mapping are shown below.
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Fig 2. Empathy Map

Table 1. Detail Empathy Map

# ID Description
Says [E-EM/S/1] It is essential to prepare for marriage because, in marriage, there must be a lot of knowledge by
participating in pre-marriage studies.
Says [E-EM/S/2] Sometimes, we are lazy, so we miss it and don’t watch it
Says [E-EM/S/3] The only obstacle is time; we can’t come to the schedule because online is better directly; there
are good and bad things, there are direct questions, and you have to wait for offline Q&A at the
end of class.
Says [E-EM/S/4] Time constraints once felt bored
Says [E-EM/S/5] Not yet able to participate in the QnA session
Says [E-EM/S/6] | think studies at Better Youth are always held at night for obstacles. So, for us women, it’s
uncomfortable if it’s still outside at night.
Thinks [E-EM/T/1] The study is not interactive
Thinks [E-EM/T/2] One of the obstacles is that online is lazy, lazy to do ablution, lazy to take notes, and not
enthusiastic if offline, you can meet friends and ustadz directly; it’s good if you take notes. The
study is fun.
Thinks [E-EM/T/3] The time clashes
Thinks [E-EM/T/4] There are other preoccupations
Thinks [E-EM/T/5] Because it has become part of the better youth program
Does [E-EM/D/1] Viewing the video on another day because there is no time limit for accessing the video material
Does [E-EM/D/2] Regarding the time that can be done, you have to take the time to follow the skipped class again.
Does [E-EM/D/3] Manage time, prioritize, and remember learning needs
Does [E-EM/D/4] Asked a friend who attended the session
Does [E-EM/D/5] The trick is to follow the study of better youth through zoom
Pain [E-EM/P/1] Sometimes, participants feel lazy, so they skip and do not watch the study videos that have been
provided
Pain [E-EM/P/2] Participants often feel bored or have other activities that make it difficult to consistently organize
time to attend the study.
Pain [E-EM/P/3] Because the study is conducted online, participants often feel too lazy to get ready, such as when
ablution or taking notes, so they lack enthusiasm to participate.
Pain [E-EM/P/4] In online studies, participants’ questions must wait for the offline Q&A session at the end of the
class, which reduces direct interaction and makes participants feel less involved.
Pain [E-EM/P/5] Some participants have not been able to join the Q&A session, which has prevented them from
getting direct answers to their questions.
Pain [E-EM/P/6] Participants felt that the study was not interactive, reducing their level of engagement in the
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# ID Description

learning process.

Pain [E-EM/P/T] The studies are often held in the evening, which is inconvenient for female participants to stay
out of the house at this time of day.

Pain [E-EM/P/8] Participants must ask a friend who attended the session to catch up on missed information, which
is not always efficient or possible.

Pain [E-EM/P/9] Participants realized the importance of preparing for marriage with the knowledge gained from
pre-marital studies, but they could not always attend each session consistently.

Gain [E-EM/G/1] Increased participation and consistency in attending the study

Gain [E-EM/G/2] Increased motivation and commitment of participants through the automatic reminder feature

Gain [E-EM/G/3] Increased time efficiency through access to study recordings that can be watched at any time

Gain [E-EM/G/4] Improved learning experience by using technology that facilitates note-taking and access to
materials

Gain [E-EM/G/5] Increased flexibility by providing recorded sessions that can be accessed at any time

Gain [E-EM/G/6] Increased participant engagement by providing online discussion forums or study groups

Gain [E-EM/G/T] Improved access to QnA sessions through recordings or summaries that can be accessed at any
time

Gain [E-EM/G/8] Increased study interactivity through the use of interactive tools such as polls, quizzes, and live
discussion sessions

Gain [E-EM/G/9] Improved accessibility for female participants by providing the option to join the study from
home

Gain [E-EM/G/10] Increased awareness and knowledge of participants through access to structured and complete
materials

Gain [E-EM/G/11] Reduced dependency on others and increased efficiency in obtaining information

3.2. Define

3.2.1. Point Of View (POV)

POV turns the problem into a question/problem statement that can generate solution ideas for the following process. POV contains the
user (what is known about the user), need (what they need), and insight (obtained from the empathy process) [14]. In the first stage of the
Define phase, we will determine the point of view of the information that has been grouped on the Empathy Map. The preparation of this
POV will be based on the following three elements, namely User, Needs, and Insight as follows.

Participant

Prospective Participant

-

D Refer To

[o-Povin/1] | [E-EM/s/1), [E-EM/Df1]. Preparing for marriage by taking part in
[E-EM/F[4], [E-Em[P[S], | pre-marital studies.
[E-Em/e/10]

[o-Pow/nf2] | [E-EM/s/2], [E-EM/P1], Overcoming laziness and increasing
[E-EM/P/3], [e-EM[G/1], | motivation to participate in the study
[E-Em/G /2]

[o-pov/n/3] | [E-Em/s/s], [E-em/T/1], Having the opportunity to interact
[E-Em/P/4], [E-Emfp[5], | directly and getanswers to questions.
[E-Em/e /8], [E-EM/G[7],
[E-EM/G /8]

[o-Povinfa] | [e-em/T/2], [E-EMm/EN], overcoming boredom in participants
[E-Em/Ff3], [e-EM/[P/B],
[E-Em/G/4], [E-EM/c/[8]

[p-Pov/N/8] | [E-EM[D/4], [E-EM/P/8], | Obtaining missed information efficiently

E-EM/G/5], [E-EM/G/M without relying on others
[E-EM/e/5], [E-EM/a/1] ying
D-POVfN/6. E-EM/G/10 Obtaining structured and complete
[E-Em/c/10] i
materials

[o-Povinf7] | [E-EM/G[8] Increased study interactivity

[p-Pov/nf8] | [e-em/F[3], Information on positive activities such
[e-Em/F/4] as other BYF programs

Fig 3. POV (User & Need)
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[D-Povfifi] | [E-EMfs/2], [E-EM/[s/4],
[E-Em[T/2], [E-EM/[P/1],

[E-Em/fp/2], [E-Em/P[3]

Participants sometimes feel lazy or bored
so they skip and do not watch the study
videos that have been provided

[o-Povfif2] | [e-Em/[s/3], [e-EM[P[4] Participants' questions have to wait for the
offline QnA session at the end of the class,
which reduces direct interaction and
makes participants feel less involved
[D-Pov/if3] | [e-Em/s[6]. [e-Em/P/7] | The offline QnA session was held in the
evening, which was inconvenient for female
participants to stay out of the house at that

hour

[D-Pov/ifa] | [E-Em/[F/3], [E-EM/F[4] Participants need other positive activities

Fig 4. POV (Insight)

3.2.2. User Persona

User Persona helps identify the target audience or users who are the focus of creating the application. Persona can be used to analyze the
types of users with important significance for the business or product being developed [15]. The next stage is to create a fictional profile
based on the data obtained from the POV stage. The following persona represents each respondent of the Ruang Kajian.

USER PERSONA

Maulida

= = “Better Youth Foundation Participants”

NEEDS/GOALS FRUSTATION

3.3. ldeate

* 23 ymars cid
+ Surabaya

“Want to get structured and complete material
to prepare for marriage”

Preparing for marriage by
participating in pre-marital
studies

Can overcome laziness and

increase motivation to attend
the study

Have the opportunity to interact
directly and get answers to
questions

Obtaining structured and
complete material

Increased interactivity of the
study

Information on positive
activities such as other BYF

programs

Fig 5. User Persona

+ Sometimes feeling lazy or
bored so that they skip and do
not watch the study videos that
have been provided
Participants have to wait for the
offline QnA session at the end
of the class, which reduces
direct interaction and makes
participants feel less involved

3.3.1. How Might We

How-Might-We (HMW) is a series of short questions used to obtain ideas and solutions through brainstorming sessions. The HMW
process aims to explore various aspects of a problem to identify problems that can be the focus in finding ideas and solutions in the next
stage [16]. The How Might We (HMW) stage focuses on generating as many creative ideas or effective solutions as possible to address
user problems or needs. This stage is structured in three steps: understanding insights, formulating How Might We questions, and finding
solutions.
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Insight |

_— — — =

| How Might We

How do you keep
your participants
excited about
learning?

[D-POV/I/1] Participants sometimes feel

lazy or bored so they skip and do not

watch the study videos that have been ———»
provided.

A >

How do I make
sure that
participants don't
have to wait until
the end of class to
ask questions?

[D-POV/I/2] Participants' questions
had to wait for an offline QnA session
at the end of the class, which reduced
direct interaction and made
participants feel less engaged.

e ™

[D-POV/I/3] Offline QnA sessions
were held in the evening, which was
inconvenient for female participants to
stay out of the house at that hour

of female
participants?

e ™

How to optimize
digital media to
spread positive

[D-POV/I/4] Participants need other
positive activities

activities/programs?

How to improve the
comfort and safety

(T T
| Solution |
—_ — =
[I-HMW/S/2] Providing automatic

reminders for scheduled classes or
sessions, providing a support feature in
which all participants or users can see
some of the available motivations, in
addition to motivation there is a prayer
feature that can be prayed for by other
users, providing interactive features such

/

as polls and quizzes.

[I-HMW/S/3] Provides an Ask Box
feature for participants to submit and
will be answered in a QnA session.

recorded offline QnA session that

[I-HMW/S/4] In addition to providing
an online QnA option, there is also a
participants can access at any time.

[I-HMW/S/5] Provides an event feature
that contains  positive  activities
organized by the organizer.

>

Fig 6. How Might We
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3.3.2. Information Architecture

Information architecture reflects the entire data path, including data entering and leaving the information system, to show the
relationships between it and other systems. This model addresses the strategic plan, controls, and products generated into business
processes. In the second stage of the Ideate phase, the solution’s results are compiled into a menu structure, used as a reference in making

application designs.
Ruang Kajian
Better Youth Academy

Onboarding

[ Peserta dan calon ] [ e ]
peserta

Homepage
Notifications ] —[ Class } —[ Question Box ] Event ] —[ Account ]
Famclpamnutmcalmn] )[ Choice of Class } )[ Create Questions ] Search ] )[ Profile ]
Class and Event )[ Class Registration } [ Like Question ] Fitter ] [ Edit Profile ]
y Search Prayer
’ v
Participant Data [ View Question Box ] Program Details ] Make a prayer
Entry ¢ Prayer
Share P
Enlarn
Payment

Transaction History

> »[Motwation ]—»[ View Motivation ]
Support

Scores and
Rewards
Help and Others

About Us

Instructions for
Use

Give Feedback

Fig 7. Information Architecture

>| Q&A Video

>[ Class Sessions } [ Watch Video ]

Class Introduction
Material Video

>[ Donations ]—)[ Donation Details

Review / Notes on
Material

3.4. Prototype

3.4.1. Design System

Design system merupakan seperangkat standar yang digunakan untuk mengelola desain secara luas dengan mengurangi duplikasi dan
menciptakan bahasa bersama serta konsistensi visual di berbagai halaman dan saluran. Selain itu, sistem ini bertujuan untuk
mempercepat dan menyederhanakan proses desain dan pengembangan [17]. In the early stages of the prototyping phase, the first step is
to design a design system that aims to make the design follow several design principles, such as consistency, uniformity, and others. In
addition, this creation process also utilizes the latest features from Figma, namely variables. Here are the results of the Design System
that has been created.

Font Family : Poppins

Name Size Preview
Heading 1 32px Lorem ipsum dolor sit amet, consectetur adipiscing elit.
Heading 2 20px Lorem ipsum dolor sit amet, consectetur adipiscing elit.

Heading 3 18Pk Lorerm ipsum dolor sit amet, consectetur adipiseing efit.
Heoding 4 1apx Lorem ipsurn dolor sit amet, consectetur adipiscing elit
Weading & 12px Lovem ipsum cloloe sit amet, consactatur adipiseing el

Haading § 1ope Lotorn ipsum dolor st amat, canseetstur alpiacing ol

Fig 8. Fonts
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Y White
HEEFEFE
| RGB(256,255258)

 White with a slight orange tint
HFFFTF2
RGA(256,247,242)

o Very light grey
H#EEEEEE
| ReB(238,238,238)

y Light grey
#D9DE0DE
REB(217.217,217)

Light blue-grey
#BERERC
RGE(182184,188)

]

Medium grey
#OCBICOC
RGB(156,158,56)

Medium-dark grey
HETETET
RGB(103,103,103)

Bright orange-brown
H#ETBBAD

RGB(231,136,77)

Soft orange

#FOI56A
RGB(240,149,108)

Light brown
HFFFFFF
REGB(255,255,255)

Bright dark orange
#C17BSE
RGE(244100,7)

]

Dark grey-brown
#746153
RGB(122,97.83)

Medium green

HETANGD
RGE(103,170,60)

Black
#000000
RGB(D,0,0)

Fig 9. Color Palette

Fig 10. Ruang Kajian App Logo

Ruang Kajian app design logo, which has the following meanings:

1.

2.

Open Book: The book symbol symbolizes science, education, and learning, which is relevant to the mission of the “Ruang Kajian”
app. An open book indicates openness to helpful knowledge that is ready to be learned by users.

Orange Color in the Book: Using orange in the logo, especially in the book, reflects passion, enthusiasm, and positive energy. This
colour is often associated with creativity and happiness, aligning with the spirit of learning this app wants to build for the younger
generation.

Islamic Ornamental Elements: An Islamic geometric ornament is on top of the book. This symbolizes Islam’s spiritual and religious
aspects at the core of the app’s content and purpose. It also depicts the beauty of Islamic architecture, giving a substantial feel to
faith-based education.

Crescent and Star: The crescent moon and star symbol is an icon often associated with Islam. The crescent moon symbolizes divine
guidance and light in the darkness, while the star can represent hope and clear direction in the pursuit of knowledge.
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3.4.2. Mockup

Mockups are used as a prototype representation of information system architecture that provides an overview of the programming
interface[18]. In this stage, a mockup is created using the Figma tool, where a high-fidelity visual representation is made. An example of
a mockup of the Ruang Kajian app

/Toa e o e gl e g wem /S an e
< Kelas < sesiol (52 ] < program < Dpukungan

D ( erdatar ) ((xodanoma : - Q i rcer | | | D ( ovos toras

i e ] Q
Merangkai Niat yang Lurus dan Bersih pm— ‘ 1

- - e VRGOS
Masuk ke akun Ruang Kajian NIAT YANG

s T LRUSDAY v @ .
| BERSIII j

Kategori Doa

2 e
Marriage eresiino

Timeline Doa @

Kata Sandi *

Y ( oasaya

kat i? Azahrah
Lupa kata sandi? setel ulang a 20 manit lolu
Yo Alloh Ya Robb, Ampuniah dosaky dan dosa

kehuargoku, Berkanioh komi Ridhohu,
U o

o ) ooy

Salman
54 monit lalu

Y Allon, sesungguinya ok berlindung kepade:

Fig 13. Mockup

3.5. Test

Usability is the quality of a software’s ability to help users accomplish a task. Usability testing helps observe test results, makes it easy to
obtain a concrete understanding of usability, and is very cheap because it only requires testing a small number of users [19]. According to
1SO 9241-11, three metrics are used in testing a system: Effectiveness, efficiency, and Satisfaction [20]. Five respondents were tested on
aspects of Effectiveness, Efficiency, and Satisfaction in the test stage. In testing effectiveness and efficiency, respondents will be given a
scenario that they must complete. The number of scenarios that respondents must complete totals ten scenarios. Meanwhile, satisfaction
is an aspect that assesses the level of ease of users in using the system and their level of satisfaction with the system. In this aspect, users
are asked questions. The question asked directly to the target users after they have evaluated is, “How satisfied are you with the design of
the Ruang Kajian?” [21].

3.5.1. Effectiveness

Table 2. Success Taks User

Respondents R1 R2 R3 R4 R5
SP1 Indirect Direct Direct Direct Direct
SP2 Direct  Unfinished Direct Direct Direct
SP3 Direct Direct Indirect Indirect Direct
SP4 Direct Direct Direct Direct  Unfinished
SP5 Direct Direct Direct Direct Direct
SP6 Direct Direct Direct Direct Direct
SP7 Direct Direct Direct Direct Indirect
SP8 Direct Direct Direct Direct Direct
SP9 Direct Direct Indirect Indirect Direct
SP10 Direct Direct Direct Direct Direct

Success rate = X 100%

(B + (SBx05))

number of tasks x number of responses

42+ (6x05) X 100%

1nws
=90%

The success rate for the effectiveness aspect of the user-side Ruang Kajian application reached 90%. Out of 50 tasks that were
successfully done, it amounted to 42. At the same time, six tasks were declared partially successful.
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3.5.2. Efficiency

Table 3. Processing Time User

Respondent R1 R2 R3 R4 R5 Total
SP1 10746 5251 3447 2459 2121 24024
SP2 7416 1745 10312 90.25 56.52 1008.94
SP3 1252 4064 10952 7494 36.94 753
SP4 4105 56.84 4498 3543 46.99 22529
SP5 29.25 2518 3114 17.89 2335 126.81
SP6 30.29 1838 1005 1216 1283 174.16
SP7 64.66 39.46 24.11 58.7 39.2 22613
SP8 23506 37.16 41.89 14034 56.21 510.66
SP9 2721 3722 7617 16.05 3137 188.02

SP10 18.09 27.88 5832 2048 245 149.27
Total 3602.52

Table 4. Success Rate User

Respondent R1 R2 R3 R4 R5 Total
SP1 53.73 5251 34.47 2459 2121 18651
SP2 741.6 0 103.12 90.25 56.52 991.49
SP3 1252 4064 54.76 37.47 36.94 660.77
SP4 4105 56.84 4498 3543 0 178.3
SP5 29.25 2518 3114 1789 2335 126.81
SP6 30.29 18.38 100.5 12,16  12.83 174.16
SP7 64.66 39.46 24.11 58.7 19.6  206.53
SP8 23506 37.16 41.89 140.34 56.21 510.66
SP9 2721 3722 38.08 8.02 3137 1419
SP10 18.09 27.88 58.32 2048 245 149.27

Total 3326.4
Overall relative ef ficiency = x 100%

Time x Succces Rate

Total Processing Time

3326.4
2A02 52

=92,33%

x 100%

The total processing time of all tasks for all user respondents amounted to 3326.4 (seconds), and the total time required by all
respondents to do all tasks successfully was 3602.52 (seconds). So, the efficiency aspect of the calculation using the overall relative
efficiency formula produces a figure of 92.33%.

3.5.3. Satisfaction

Table 5. Satisfaction User Test Results

User Respondents User Satisfaction Rate
User 1 82%
User 2 87%
User 3 83%
User 4 85%
User 5 80%
Average User Satisfaction 83.40%

The results of the satisfaction assessment for users are 83.40%. Based on the Usability testing measurement scale for satisfaction, this
value is 65-84%. This value is in the category of suitable qualification and successful results.

Detailed submission guidelines can be found on the journal web pages. All authors are responsible for understanding these guidelines
before submitting their manuscript.
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4, Conclusion

Based on the research results, it can be concluded that designing the UI/UX design of the Ruang Kajian application using the Design
Thinking method can produce a good Usability design. Through a research process involving interviews with participants and applying
Design Thinking principles, this research resulted in a UI/UX design that meets user needs and preferences. The results of the three-
aspect testing resulted in final scores from five users with Effectiveness 90%, Efficiency 92.33%, and Satisfaction 83.40%, indicating
that the usability results were categorized as very good.
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