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SOME
CLASS
RULES

1. BAP akan disubmit di kelas. Kapan? Random!

2. Email

 1. Nama di email harus sesuai nama asli, Foto di email 

harus foto asli/sopan

 2. Email tanpa badan atau nama tidak asli akan

mengurangi 5 poin nilai

3. Tugas yang terlambat akan mengurangi 10 poin nilai

4. Keaktifan di kelas akan menambah nilai: Bertanya, 

Menjawab pertanyaan, Memberikan masukan ke teman/dosen



SOME
CLASS
RULES

5. Materi dan pengumuman akan disampaikan lewat ketua kelas

melalui blog rahmatfauzi.staff.telkomuniversity.ac.id  

6. Tugas disubmit lewat email rahmatfauzi9013@gmail.com

7. Subject tugas: 

[KELAS]<UnderScore>[NAMA]<Underscore>[JUDUL TUGAS]

Misalkan : SI4108-JOHNY-TUGASDESIGNTHINKING

8. Minimal kehadiran 75%, atau nilai tugas akhir akan 0

9. Boleh bawa air minum, no food unless shared

http://syahrina.staff.telkomuniversity.ac.id


10. No plagiarism in report/academic work and writing 

(Merriam-Webster’s Collegiate Dictionary, Eleventh Edition, USA, 

2003)

 to steal and pass off (the ideas or words of another) as one’s 

own 

• to use (another’s production) without crediting the source 

• to commit literary theft to present as new and original an idea 

or product derived from an existing source

11.No cheating in examination

12.Tidak ada Ujian UTS/UAS/Quiz susulan

SOME
CLASS
RULES



Week Topic Week Topic
1 Human-computer Interaction & Design 9 Project 1 : Usability Testing

2 Human-computer Interaction & Design 10 Project 2: Design Thinking

3 Psychology 101 11 Project 2: Design Thinking

4 Design Principles 12 Project 2: Design Thinking

5 Interaction Styles and Devices 13 UI Design Tutorial

6 Project 1 : Usability Testing 14 Project 2 : Design Thinking

7 Project 1 : Usability Testing 15 Project 2 : Design Thinking

8 Mid Term Exam 16 Project Presentation

AGENDA



Grading 
Structure

1. Kuis 10%

2. Karya Ilmiah Analisis 10%

3. Project: Usability Test 20%

4. UTS 20%

5. Project: Design Sprint / Thinking 30%

6. Mockup 10%



Name :
Nick Name :
NIM : 
City Address :
Goal of Life : 
Expectation of HCI : 

LET’S INTRODUCE YOURSELF !



Course Goal (HCI)

After completing this lesson, students can have the following 
capabilities :

1. Understand  various concepts of Human Computer 
Interaction

2. Understand  various concepts of UI / UX Design

3. Capable formulate a problem and provide a solution in the 
form of Human Computer Interaction

4. Make Mock-Up Application



TOOLS

• Adobe XD (              )
https://www.adobe.com/sea/products/xd.html 

JustInMind
https://www.justinmind.com/ 

Balsamiq
https://balsamiq.com/wireframes/desktop/

Dan lain - lain



FINAL PROJECT

1. Work In groups (Max 3 Members)

2. Each group had to build MockUp Application

( Web – Mobile )

3. Each member will be working different task 

4. Integration Final Project With APSI – RPB – PI



Course Material
1. From Lecturer ( My Blog )

2. From Textbooks (From Library)

3. From Internet ( Keyword UI UX Design )

4. From Youtube (Tutorial UI UX Design)

5. Platform Course Online (Coursera, Udemy, 
Datacamp, Udacity )

Mahasiswa 70 % dari belajar mandiri.



COURSE  DESCRIPTION

This course discusses about the various concepts related to HCI
and UI / UX Design.

Part Of ESD Course, but there are not code programming.

This Course support other subject like Web Programming, Mobile
Programming, Technopreneurship, EAI, RPL : Capstone Project.



HCI – UI UX Design





HCI – UI UX Design



HCI – UI UX Design



HCI – UI UX Design

Part – Time UI / UX 

Kerja Remote



Basic Theory Start Up



UX Design Check list



UX Design Check list
13 Point Heuristic Evaluation



Design Thinking



Design Thinking



Design Thinking

Simplify….Simplify….Simplify…



Example Design Thinking



Why Jenius ?

Emphatize to Customers :
• Customer susah mengingat norek@username , $username, nomortelpon
• Customer mudah lupa mencari buku tabungan HP = tabungan.
• Customer harus menabung uang / deposito di bank menabung / deposito bisa

diaplikasi dan mendapat reward (bunga)
• Customer Menutup tabungan / hilang buku tabungan dulu datang ke bank 

menutup lewat aplikasi.
• Rekening Koran 6 bulan di bank lain  di jenius 10 Tahun.
• Customer ingin membuat no rekening virtual untuk anak/ortu bisa lewat

aplikasi.
• Customer bisa invite temans seperti social media.
• Customer bingung mencari lokasi terdekat  ada menu location terdekat. 



Tugas Besar

• Membuat Aplikasi bidang Agama
• Membuat Aplikasi bidang Pertanian
• Membuat Aplikasi bidang Olahraga
• Membuat Aplikasi bidang Otomotif
• Membuat Aplikasi bidang Pendidikan
• Membuat Aplikasi bidang Perhubungan
• Membuat Aplikasi bidang Perikanan
• Membuat Aplikasi bidang Perempuan dan Anak
• Membuat Aplikasi bidang Kesehatan
• Membuat Aplikasi bidang Lingkungan / Sampah / Limbah dkk
• Membuat Aplikasi bidang Sosial
• Membuat Aplikasi bidang Ketenagakerjaan
• Membuat Aplikasi bidang flora dan fauna.



Aplikasi yang dilarang

• Aplikasi E-Commerce

• Aplikasi Booking Hotel

• Aplikasi Booking Buku

• Aplikasi Restoran

• Aplikasi Rental Mobil



REFERENSI

1. IMK & Desain https://www.lri.fr/~mbl/ENS/FundHCI/2017/#l1

2. Psikologi 101 https://www.lri.fr/~mbl/ENS/FundHCI/2017/slides/4-Psychology.pdf

3. Prinsip Dasar Interaksi, buku Design of Everyday Things

4. Gaya Interaksi https://www.lri.fr/~mbl/ENS/FundHCI/2017/slides/3-Styles.pdf

5. Design Thinking https://dschool-
old.stanford.edu/sandbox/groups/designresources/wiki/36873/attachments/74b3d/ModeGuideBOOTCAMP2010L.pdf?s
essionID=1b6a96f1e2a50a3b1b7c3f09e58c40a062d7d553 Handout pendukung
http://insitu.lri.fr/People/HCIBootcamp2017

6. Usability testing, buku Handbook of Usability Testing

7. Perancangan antarmuka grafis, buku Visual Usability

8. https://belajarux.com/

https://www.lri.fr/~mbl/ENS/FundHCI/2017/#l1

