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ABSTRAK 

 

 

Lembang Rinding Kila’ di Kecamatan Buntao’, Kabupaten Toraja Utara, menghadapi 

tantangan dalam pengelolaan data penduduk yang belum optimal. Desain antarmuka 

sistem yang ada dan kendala pengalaman pengguna membuat petugas desa kesulitan 

dalam mengelola data secara efektif. Proyek ini bermaksud menggunakan metode 

Lean UX untuk mengembangkan prototipe aplikasi input data kependudukan guna 

meningkatkan kegunaan sistem. Metode Lean UX diterapkan melalui tahapan iteratif, 

yaitu declare assumptions, Create an MVP, Run an exsperiment, serta Feedback and 

Research. Prototipe yang dihasilkan memiliki fitur utama seperti login, pencarian data, 

input data penduduk, data penerima bantuan, serta notifikasi dan profil pengguna. 

Pengujian menggunakan metode System Usability Scale (SUS) menunjukkan skor 

79.5, yang masuk dalam kategori "Baik" dan mendekati kategori "Sangat Baik". Hasil 

ini menunjukkan bahwa aplikasi yang dirancang telah sesuai dengan kebutuhan 

pengguna dan berpotensi meningkatkan efisiensi dalam pengelolaan data penduduk di 

Lembang Rinding Kila’. 

Kata Kunci : Lembang Rinding Kila’, lean UX, Prototype, System Usability Scale, 

User Experince, User Interfaces 
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ABSTRACT 

 

 

Lembang Rinding Kila’ in Buntao’ District, North Toraja Regency, faces challenges in 

managing population data that are not yet optimal. The existing system interface design and 

user experience constraints make it difficult for village officials to manage data effectively. 

This project intends to use the Lean UX method to develop a prototype population data input 

application to improve system usability. The Lean UX method is applied through iterative 

stages, namely declare assumptions, Create an MVP, Run an experiment, and Feedback and 

Research. The resulting prototype has main features such as login, data search, population 

data input, aid recipient data, and notifications and user profiles. Testing using the System 

Usability Scale (SUS) method showed a score of 79.5, which is in the "Good" category and 

approaching the "Very Good" category. These results indicate that the designed application 

is in accordance with user needs and has the potential to increase efficiency in managing 

population data in Lembang Rinding Kila’. 

Keywords: Lembang Rinding Kila', lean UX, Prototype, System Usability Scale, User 

Experience, User Interface


