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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
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Home

Capaian Pembelajaran

Kemampuan menganalisis permasalahan, melakukan
identifikasi dan mendefinisikan kebutuhan komputasi
Yang bersesuaian dengan solusi

Kemampuan untuk merancang, melakukan implementasi
dan mengevaluasi sistem berbasis komputer, proses,
komponen, atau program untuk memenuhi kebutuhan
yang diinginkan.

Kemampuan untuk menganalisis dampak lokal dan 
global dari komputasi pada individu, organisasi dan 
masyarakat
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1. Affordance
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Affordance is a relationship between the

properties of an object and the

capabilities of the agent

that determine just how the object

could possibly be used.

Affordance exist even if they are not visible.
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Affordance



2. Siginifier



Home

Signifiers

P02

P03

P09

Design 
Principles

Signifiers communicate 

where action takes place.

Signifiers signal things, in 

particular what actions are 

possible and how they 

should be done.
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Traveloka.com



Traveloka.com



3. Mapping



The relationship between two things.

Relationship to controls and their effect.

Mapping
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4. Feedback



Feedback is the communication of result of an action

Too much feedback can be annoying.

Too little feedback can be confusing

Feedback
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5. Discoverability



It is possible to determine what 
actions are possible.

Can see the state of a device 

Discoverability
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Problems arise when we cannot “see”
how to do use a device

Sensor technology like auto faucets ‐ not sur
e how to use ‐ guess where to put
hands

Visible knobs, dials and buttons have been
replaced by invisible and ambiguous “active
zones”

Discoverability
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Sumber : https://www.youtube.com/watch?v=JyEuFGkII‐s&t=9s
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6. Constraints



Restricting the kind 
of interactions that 
can take place

Constraints
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Restricting the kind of interactions 
that can take place

Reduce the chance of error

Can also work to focus user’s
attention to needed task

Constraints



Design 
Principles



Design 
Principles



Design 
Principles



Ini Termasuk yang mana ?
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https://uxchecklist.github.io/
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https://www.techopedia.com/definition/28140/discoverability-design

http://basuki.lecturer.pens.ac.id/lecture/MaknaWarnaDalamDesain.pdf

https://www.youtube.com/watch?v=JyEuFGkII-s&t=9s

https://uxchecklist.github.io/

https://www.instagram.com/uxindo/

Link Referensi Tambahan



Thank you



[ASSIGNMENT] DESIGN ANALYSIS ARTICLE

For each design, write a review 

Create Medium account

Choose two object with different design or home appliance to 
review

Make group of 2 students

Put pictures

What is user’s goal to use it?

Can the object support user’s goal?

Analyse based on design principles:

‐ Affordance

‐ Signifiers

‐Mapping

‐ Feedback

‐Discoverability

‐ ConstraintHow to make it better?

What is user’s scenario?



Some Inspiration



DESIGN REVIEW ARTICLE

Send link to your article to my email : 
rahmatfauzi9013@gmail.com

Subjek : SI4105‐nama anggota kelompok‐TUGASKARYAILMIAH

Article in English will have +10 point bonus

Deadline: 1 day before Week 6



[Bonus] JOIN NATIONAL COMPETITION

Send link to your Evidence to my email : rahmatfauzi9013@gmail.com

Subjek : SI4105/06/07/08 ‐ nama mahasiswa ‐ JOINCOMPETITION

Competition Scope : UI / UX Design Competition, Hackaton Programming / Software Development,
Business Plan / Business Analyst, Scientific writing, etc

Deadline: before Week 13


