
 

 

80 

 

DAFTAR PUSTAKA 

[1] M. N. El Ghiffary, T. D. Susanto, and A. H. Prabowo, “Analisis Komponen 

Desain Layout, Warna, dan Kontrol pada Antarmuka Pengguna Aplikasi 

Mobile Berdasarkan Kemudahan Penggunaan (Studi Kasus: Aplikasi 

Olride),” Jurnal Teknik ITS, vol. 7, no. 1, 2018, doi: 

10.12962/j23373539.v7i1.28723. 

[2] A. Hadiana, “The Importance of Users’ Emotional Factors Related to 

Design of E-Learning Interface Using Kansei Analysis,” Journal of Hunan 

University Natural Sciences, vol. 49, no. 7, pp. 83–88, Jul. 2022, doi: 

10.55463/issn.1674-2974.49.7.9. 

[3] K. DI PERPUSTAKAAN DINAS PERPUSTAKAAN DAN KEARSIPAN 

KOTA PADANG Rahimah Hayuni, “FAKTOR-FAKTOR YANG 

MEMPENGARUHI RENDAHNYA TINGKAT,” 2017. 

[4] M. S. Haq, M. Samani, Karwanto, and N. Hariyati, “Android-Based Digital 

Library Application Development,” International Journal of Interactive 

Mobile Technologies, vol. 16, no. 11, pp. 224–237, 2022, doi: 

10.3991/ijim.v16i11.32055. 

[5] M. C. Chigbundu, B. W. Kehinde, and O. Oyetunji, “Library Digitization,” 

2022, pp. 57–64. doi: 10.4018/978-1-6684-5964-5.ch004. 

[6] U. Utan Sufandi, D. Trihapningsari, W. Mellysa, and P. Layanan Bahan 

Ajar, “Peluang Penelitian UI/UX pada Pengembangan Aplikasi Mobile: 

Systematic literature review UI/UX Research Opportunities in Mobile 

Application Development: Systematic Literature Review,” 2022. 

[7] N. Kelly and J. S. Gero, “Design thinking and computational thinking: A 

dual process model for addressing design problems,” Design Science, vol. 

7, 2021, doi: 10.1017/dsj.2021.7. 

[8] R. P. Agusdin, A. Salsabila, D. Anggraini, and K. Putri, “Agusdin, 

Designing User Experience Design of the Healthy Diet Mobile Application 

Using the Fives Planes Framework 11 Designing User Experience Design 

of the Healthy Diet Mobile Application Using the Fives Planes 

Framework,” 2021. 

[9] Diana Nur Yastin, Hendra Bayu Suseno, and Viva Arifin, “EVALUASI 

DAN PERBAIKAN DESAIN USER INTERFACE 

UNTUK  MENINGKATKAN USER EXPERIENCE PADA APLIKASI 

MOBILE SIARAN  TANGSEL MENGGUNAKAN METODE GOAL 

DIRECT DESIGN (GDD),” Jurnal Teknik Informatika Vol. 13 No. 2, 2020. 

[10] P. Aliftiar and A. Hibatullah, “Prototype User Interface Mobile App E-

Learning,” 2021. 

[11] A. C. Frobenius, “Perencanaan dan Evaluasi User Interface untuk Aplikasi 

Tunanetra Berbasis Mobile Menggunakan Metode User Center Design dan 

QUIM Evaluation,” Jurnal Sistem dan Teknologi Informasi (Justin), vol. 9, 

no. 2, p. 135, Apr. 2021, doi: 10.26418/justin.v9i2.43040. 

[12] J. Deska Perdana, H. Muslimah Az-Zahra, and A. Rachmadi, “Evaluasi dan 

Perbaikan Desain Antarmuka Pengguna Menggunakan Metode Usability 

Testing dan Human-Centered Design (Studi Kasus: DPAD Malang Mobile 



 

 

81 

 

Library),” 2020. [Online]. Available: http://j-ptiik.ub.ac.id 

[13] R. Laksmi, P. Hati, R. I. Rokhmawati, and L. Fanani, “Evaluasi Dan 

Perbaikan Rancangan Antarmuka Pengguna Aplikasi MboisApp 

Menggunakan Metode Goal-Directed Design,” 2021. [Online]. Available: 

http://j-ptiik.ub.ac.id 

[14] R. Shafrida Kurnia and R. Faticha Alfa Aziza, “Desain User Interface 

Personal Asisten Keuangan Digital,” SISTEMASI, vol. 10, no. 3, p. 502, 

Sep. 2021, doi: 10.32520/stmsi.v10i3.1306. 

[15] RIZKI FITRIANI, “PERANCANGAN DAN PEMBANGUNAN  USER 

INTERFACE DAN USER EXPERIENCE APLIKASI 

BERAMAAL  DENGAN METODE DESIGN THINKING,” 

UNIVERSITAS ISLAM NEGERI MAULANA MALIK IBRAHIM, 2022. 

[16] D. L. Dunensa, I. N. G. Ustriyana, and G. M. K. Arisena, “Perencanaan 

Sistem Pemasaran Online Produk Pertanian Melalui E-Marketplace,” 

Agroteknika, vol. 4, no. 1, pp. 30–42, Jun. 2021, doi: 

10.32530/agroteknika.v4i1.97. 

[17] M. Zenggi Maggenta, R. S. Sianturi, and A. P. Kharisma, “Perancangan 

User Experience Website Marketplace dan Pemetaan Hasil Pertanian 

menggunakan Metode Five Planes,” 2022. [Online]. Available: http://j-

ptiik.ub.ac.id 

[18] M. Agus Muhyidin, M. A. Sulhan, and A. Sevtiana, “PERANCANGAN 

UI/UX APLIKASI MY CIC LAYANAN INFORMASI AKADEMIK 

MAHASISWA MENGGUNAKAN APLIKASI FIGMA,” 2020. [Online]. 

Available: https://my.cic.ac.id/. 

[19] Z. Guney, “Considerations for human-computer interaction: User interface 

design variables and visual learning in IDT,” Cypriot Journal of 

Educational Sciences, vol. 14, no. 4, pp. 731–741, 2019, doi: 

10.18844/cjes.v11i4.4481. 

[20] J. P. S. Bartra, J. F. H. Puja, M. G. Retuerto, and L. Andrade-Arenas, 

“Prototype of Mobile Application Oriented to the Educational Help for 

Blind People in Peru,” International Journal of Interactive Mobile 

Technologies, vol. 16, no. 17, pp. 130–147, 2022, doi: 

10.3991/ijim.v16i17.32075. 

[21] F. M. Gotz, S. Stieger, and U. D. Reips, “Users of the main smartphone 

operating systems (iOS, Android) differ only little in personality,” PLoS 

One, vol. 12, no. 5, May 2017, doi: 10.1371/journal.pone.0176921. 

[22] A. Ningtiyas, S. N. Faizah, M. Mustikasari, and I. Bastian, “Pengukuran 

Usability Sistem Menggunakan USE Questionnaire pada Aplikasi OVO,” 

JOURNAL ILMIAH KOMUTASI, 2021, doi: 10.32409/jikstik.20.1.2701. 

  

 


	DAFTAR PUSTAKA

