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Abstract : Many social activities are carried out by the community as a form of their concern for others, sughraising

donations for local communities in need. Bytilizing technology and the internet, these social activities will be carried
out in a fresher and more structured manner. Kantong Mimpi is an application that can cover problemsgarding

raising donations for people in need. Donation raising that can b#one in this application only focuses on raising
donations in the form of goods. In designing the prototype of this application, later it will connédundraiser and

donors. This research will focus on user needs, so to achieve this goal, the design isfstudy uses the UseCentered

Design method. The result of this research is the design of the prototype of the Kantong Mimpi Apgtion. In the

process of testing the prototype, the System Usability Scale (SUS) questionnaire was distributed@xrespondents as
a benchmark for evaluation and the result is acceptable.

Keywords : Crowdfunding, Donation Raising, Use€entered Design, Prototype, Kantong Mimpi Application, Usability
Evaluation, System Usability Scale (SYS

[. INTRODUCTION

Currently, information and communication technology is developing rapidly, including the use of smartphones and
the internet. Many activities are currently carried out by utilizing the use of the internet, for example for stughts in
terms of finance, they can make paymentfduition fees or other payments easily using the fee payment systeft]. In
social media or small group discussion applications, they can share information such as spreading tkord or
discussing work to be done with their own group[2]. With the internet, people can carry out very positive and useful
activities, one of which is online donation raigg. Using internet-connected devices such as mobile phones, tablets or
other consumer devices can connect people and share certain items to donate to those in ng&d Fundraising is
usually done by an institution/community or individual to help many people inunfavourable conditions and disasters
that occur. Basically, the community has been raising donations for a long time, but still in a centional way [4].

Crowdfunding is a way for people to do fundraising, which is generally done via the interndiowever, most of these
online donations only raise anations in the form of a nominal amount of money needed by the community. In fact,
the purpose of crowdfunding is not only to raise donations in the form of money. There are still feplatforms that
focus on dealing with issues regarding donatiomaising in the form of items needed by the community, both new
items and old ones that are still fit for use. On the other hand, there are many people who havedgpthat are still fit
for use, but there are no containers to distribute them, and do not know whicéreas are the right places to need these
goods. This donatiorraising platform will later become a forum as a liaison medium between the giver and the raiser,
as well as a medium of information to help spread the latest donatieraising [4]. Based on the problems that have
been described, research will be made that aims to designprototype mobile application to raise donations in the
form of goods, to be appointed in the final project entitled "Design Prototype of Kantong Mimpi Ajiqzition as a Place
for Goods Donation Using Use€entered Design Method".
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II. LITERATURE REVIEW

In 2018, Martono conducted a study on Prototype Design of Goods Inventory Management Applications, whsueh
research can improve service quality and also buyer satisfaction, one of which is by utilizing tecthogy to simplify
and speed up transactionsin the study, it was stated that a prototype is an idea or idea that is used to communicate to
others so that a product design can be well understood by its users and can be used easily anddigxp develop
ideas and improvements over timg5].
In 2020, Yoki Firmansyah, Reza Maulana, and Afif Arman conducted a study on the “YukDonasi” InforomaBystem
as A WebsiteBased Online Donation Raising Media. The research results that with the creation of this website,
donations will be delivered on target. Donors do not need to go directly to the locatid].
In the same year, Ashfa Fikyiya and Raden Teduh Dirgahayu, conducted a study on the Implementation of
Prototyping in the Design of the Yogyakarta Pendar Foundation School Information System, which résdlin several
designs such as use case designs and interface designs, but theltsof testing can be concluded that the features
contained in the prototype is still difficult to use, and still needs improvemeng7] .
In the following year, 2021, Dhea Alifia Rosa, Denny Indrayana Setyadi, Didit Prasetgnd Sayatmarniesearchesthe
Design of Mobile Applications as Online Food Donation Media in Reducing Food Waste in Surabaya,ysing a
mobile application with the theme of the social movement of food and food donations to the publiaban areas, as an
effort to build a digital community in reducing the amount of food wast¢8] .
According to research from Rhomzy Oesman and his colleagues, fundraising is a process of individoalgroups of
people who contribute to raising funds inthe form of money or other resources voluntarily and ask for donations or
donations sincerely to other individuals or groups of other people who are members of the communityn a
foundation, institution, or company. The purpose of this fundraising is toltain funds or other assistance for a certain
group of individuals in need[9].
According to the Big Indonesian Dictionary (KBBI, 2016), donations are permanent donations (in tharrih of money)
from donors to associations[10]. Crowdfunding itself is being rife by many social institutions in Indonesia and
internationally. Project owners usethe internet, especially social media, to sell their projects to donor&rowdfunding
was first described by Sullivan in 2006, but it is actually the term and concept of crowdfunding arding to Hemer
(2011) [171].

. METHODOLOGY
A. Method of Collecting Data
Several techniques in data collection wer carried out consisting of literature study, observation, interviews, and
questionnaires. 1) In this literature, the study method is carried out to obtain a theoretical basiand related
information from research that is relevant to the title raised in this final project. 2) In this observation or observation
method, a direct review and research are carried out to obtain and collect the required data. Thisservation is done
by observing andanalyzing the existing donationtraising system applications. 3)In this interview and questionnaire
method is needed to help the process. In stages of this interview method, the author conducts infews with
prospective users who have been previously determined. 4) In this questionnaire method, the authorakes a
questionnaire using Google Form. This questionnaire was created to determine potential users, as wslita conduct
testing at the evaluation stage.
B. User-Centered Design
The methodology used in this research is UseaCentered Design. Use€entered Design (UD) is a relatively new
method in system development. UseCentered Design (UCD) focus on users who will later be involved in using a
system, so developers are required to listen and always consider the needs and problems of these?]. Usually,
User Centered Design (UCD) is often referred to as Human Centered Design, which is a new method tasgelvelop a
bound and interactive system whose purpose is to design and develop software or what is also cabegystem[13].
The stages that must be passed can been in Figure 1.
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Fig.1 UserCentered Design Stagd43]
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The stages:

1) Specify the Context of UseThe stage of identifying potential users of the product or system that will be
created, is to find out the problems and characteristics of the users.

2) Specify User and Organa&ional Requirements This stage is to determine the needs of prospective users of
the product or system.

3) Produce Design SolutionsThe stage of designing a product or system design that is in accordance with the
problem analysis that has been obtained fnm potential users.

4) Evaluate DesignStage to evaluate the design that has been made in the previous stage.

C. System Usability Scale

System Usability Scale (SUS) is a survey tool used to measure the level of usability of a systettmasdt can be known
whether the system has benefits for users or not. The SUS method uses a questionnaire that has 10 qumsstiith the
measurement of answers using a Likert scal@3].

Odd statements (1,3,5,7,9) are positive while even statements (2,4,6,8,10) are negative. The Likegle ranges from
left to right with a score of 1 (strongly disagree), 2 (disagree), 3 (undecided), 4 (agree), and 5 (strongly agree)k Th
calculation of the score for each odd number statement (1,3,5,7,9) is obtained from the value of #edected answer
and then subtracted by 1. Each evenumber, the statement has an initial score of 5. So that the calculation of the
score for each even number statement is obtained by means of the initial score (5) minus the valdehe selected
answer. The scores for each question are added up and then ltijplied by 2.5 so that the SUS score is between 0 and
100 [14].

IV. RESULT AND DISCUSSND

A. Specify the Context of Use

This process of determining potential users is the process of determining potential users who wikeldirectly involved
with the system or product. From the existing problems, it was found that the poterati users according to this
prototype design have the following criteria:

1) Male or female income

2) Live in urban areas

3) Likes and are active in social activities, such as sharing and donating

4) Never made a donation of goods

B. Specify User and Organizational Requirements

At this stage the determination ofusers’needs to be obtained by conducting interviews and designing user personas.
After obtaining the requirements, the authors detail the system requirements and create a user flow.

1) Interviews

Interviews were conducted with 3 respondents according to the criteria of prospective users. The followg is a list of
interview questions that have been conducted.

TABLE. 1 LIST OF INTERVIEW QUESTIONS

No List of Questions

1. How often do you use your srartphone in one day? If in hours, how many hours do you use
smartphone in one day?

2. What applications do you use on a daily basi

3. Do you use applications related to donation:

4. Tell us about your experience using the ap

5. What is the purgose of your donation? And what is your purpose for using the donation ag

6. Usually to get information about donations using a smartphone and PC/Laptop, how much t
percentage?

7. Tell us what problems you feel when using the donation application th you have used

8. What are your expectations for the description of the itel-specific donation application? Can b
explained in detail.

9. What do you need to use the gooronly donation application? What features are needed in the ite-
specific donatian application?

2) User Persona
Of the 3 respondents who were willing to be interviewed to get the needs of this special donationgdipation, a user
persona was designed to get a more detailed and concise picture. Here is the user persona that bas lneated.
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BACKGROUND

pekerja disaloh satu perusahaan swasta dan baru lulus kuliah satu tahun yang lalu.
mmmwmmnmmkmwmmmmmnamn
sesama.

Oktaviana merupakan milenial yang sering momunolvan sosiol media salah satunya Instagram. Menurutnya,
dengan orang yong sedang membutuhkan
donasi. Biasanya memang yang muncul pm halaman lnmngmmfvyn adalah sebuah iklan penggalangan donasi

dari salah satu aplikasi yong cukup terkenal. tersebut, oplikasi

donasi sehari-harinya.

GOALS FRUSTATION

® Meringankan beban orang lain, selain ity juga oL kurang paham rasanya oplikasi
bisa membantu sesama yang sudah ada kesulitan untuk digunakan

® Lebih waktu untuk ® Sampai saat ini, belum menemukan aplikasi khusus

donasi apabila melalui aplikasi Eeaticananlbeanaing

Fig. 2 User Persond

BACKGROUND

Sunia merupakan karyawan swasta di sebuah perusahaan di Jakarta, dia juga merupakan mahasiswa S2 di
perguruan tinggi Jakarta. Kegiatan sehari-harinya selain menjadi pekerja dan mahasiswo, dia sangat menyukai
desain sehingga kegiatan tersebut dijadikan sebuah hobi yang baik untuk dirinya.

Karena memiliki rasa berbagi yang tinggi, Sunia senang berdonasi. Sunia melakukan donasi hingga tiga sampai

tima kil dalom jangha wakts satu bulan. Sunia blosanya meialaskan donasl melakul sebuah plotform untik
kepada korban bencana alam, masjid, dan

Setiop bulannya, Sunia rutin melakukan pembayaran 2akat.

GOALS FRUSTATION
o orang-orang dan ® Adanya notifikasi yang setiop hari muncul dan
meningkatkan rasa kepedulian tidak dapat dinonaktifkan
® Mempermudah menyalurkan donasi dan @ Platform donasi lainnya masih terbatas,
dalam diharapkan adanya platform donasi barang

Fig. 3 User Person2

BACKGROUND

mmnwmmmmnmmmmwmwmm
Ppengurus organisai serikat pekerja di dalam hal

sudah biaso dilakukan.

Rizki sudah menjadi kebutuhan hidup, tetapi pembagian waktu dalam

bisa diatasi. dalam sehari bisa menggunakan smartphone secara terus
menerus selama 4-Sjam dalam sehari untuk berbagi informasi. Menurutnya, aplikasi donasi itu penting karena
‘agar masyarakat lebih tahu bahwa ada aplikasi untuk mempermudah donasi.

GOALS FRUSTATION

® Dopoat berbagi ke sesama karena masih banyak ® Kebanyakan oplikasi berupa uang, belum
orang-orang yang esok hari belum tahu seperti apa menemukan aplikasi berupa barang karena banyak

® x dibutuhkan juga pakaian bekas, susu anak, obat-

P e i i ©obatan, dan lain-lainnya

Fig. 4 User Persond

3) System Requirements and User Flow
From the results of interviews and the creation of the previous user persona, the results obtainewr the system
requirements and Use Flow are to be designed.

User Flow Donator

User Membuka Pilih Barang dan
Aplikasi — Login/Register — Melakukan Donasi [—3 Jumiah Barang

¥

Pilih Metode . Tulis Doa atau

Lihat Status Donasi [€] o irivan Barang Komantar

¥

Lihat Tracking >
Barang

Selesai Donasi

Fig. 5 User Flow Application for the donatur
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User Flow Penggalang Donasi

User Membuka : . .
Aplikasi —>»| Login/Register [ Buat Galang Donasi [ Isi Form
Kelola Pangg?langan‘_ Lihat Status ra Bataida
Donasi Penggalangan Donas
Konfirmasi Barang | Selesai Galang
Sampai Donasi

Fig.6 User Flow Application for thefund committee

4) Unified Modeling Language (UML)

Unified Modelling Language (UML) is the standard language for visualization, specificatjoconstruction and
documentation of the artefacts of software, and can be used for all stages in the system developnm@ocess from
analysis, design to implementation, according to Denfi5]. UML provides several standard notation and diagrams
that can be used as a communication tool for developers in the process of system analysis and systiasign.
Diagrams in UML is defined as information in various forms that are usea generated in the process of software
development. Use Case Diagram is the functionality expected of a system and describe the workflsy.

C. Produce Design Solutions

At this stage, the wireframe that has been designed will be used as a source of User Interface desigcreate a
prototype for the Kantong Mimpi application. To make this prototype using the Figma application. Andere is a
prototype that has been made.

1) Splash Screen, Login, Register, and Verification Page

Splash screen page is the initial screen when theser opens the Kantong Mimpi application before going to the next
page. Login page is a page for users to log in and can access the features in the Kantong Mimpcafiph. If the user
is already registered, then the user can directly login using his ei¥mobile number and password. Register page or
create an account is a page for users who have not registered to be a user in the Kantong Mimpi iegipbn.
Verification code page is the page that appears after the registration page. The function of thage is to verify
whether the data entered is correct belonging to the user.

Masuk Akun Buat Akun Kode Verifikasi

kantongmimpi

(13

Fig.7 Splash Screen, Login, Register, and Verification Page
2) Home Page
Home page is the start page that contains information on available donations. The home page cdssid several
fundraisers that are currently active and can be donated. On this page, there is also some of thestanews about
natural disasters that are happening in Indonesia.
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kantongmimpi %

Fig.8 Home Page

3) Goods Donation Page

Goods donation page is a dispjawhere users can enter how many items to donate. On this page, you can also add
prayers or comments for fundraising.

{  Angin Topan di Desa.....
Barang yong Akan Didonasikon
Pokoian Anak [- XN+

Angin Topon di Deso Saturnus Mukena XN ]
Dol Moy Sontl Angin Topan di Desa Soturnus
—————————— ] Dewt Maya Sonel & 00
Juigh Donatr s ek — ax
s .12 hari i Gorencs Bea Wty

s i 12 hort Serogom Sekoioh 50 @ ¢ O

Intormani Hincion Barong
nbormani Rincian Barang
Cerita Mereka
Bencano ongin puting belung mekondo S Rincian Barang yang Dibutuhkan Dea~dea Kalen untuk Merska
s LNt SUmatang Selaton (Surnsel). "
Atoatnya, puLR rumoh mengalams 4P Pokolon Anok ”
ek on. Bory, Bevos
Periating mengarkan ity terjod o Desa
Tarap Gan 4a Bordar A Kecamatan & Mukena 3
Jor 0, KACUEEen Lohot bl uoe unktor Boru, Bekos afaos
pukul 1700 Wil & Solodon O ofaco
TEHOBONYO T Bre O UG O O LML Borw, Bk
#000 Kepala Kedonurataon Bencora N
Sumash A MO WONOwon, Sy @ Sevogom Sekoloh SO n Total Barang 20 barang
(mfefaeaa). Bary
Total Barang 52 barang

Alamat Pengiriman Barang
Q) i mors R 123 Pruto Matohar, 2100

‘Sisa Barang yong Dibutuhkaon
Doa-doa Mereka & Pokaion Anak 3

Avenim & Mukena L] Lanjut Pengiriman
* A 2

Fig.9 Goods Donation Page

4) Create a Donation Raising
Create a donations raising page is a display where there are several fortosfill out regarding the fundraising that
will be made, such as personal data, information about the donation drive that will be made, then athitems are

needed by the victims, as well as a summary from filling in these data which later can still be tedi before the
fundraising becomes active.
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Fig.10 Create a Donation Raising Page

D. Evaluate Design

At this evaluation stage, it is also carried out by distributed questionnaires via Google Form tspmndents who have
tried to test the prototype of the Kantong Mimpi directly. The list of questionnaire questions uses the System Usability
Scale (SUS) method. This test was conducted by 40 participating respondents.

TABLE. 2 SUS TEST RESULT

Respondent 1 > 3 7 QSuesu%n 7 8 9 10 Score
1 5 2 4 2 5 3 5 2 4 2 80
2 5 2 5 2 5 1 5 2 5 2 90
3 4 3 4 3 4 3 4 3 4 3 62,5
4 4 3 4 4 4 2 4 3 4 3 62,5
5 5 4 5 4 5 3 4 3 5 4 65
6 5 1 5 1 5 1 5 1 5 1 100
7 5 1 5 2 5 1 4 1 4 2 90
8 5 4 5 2 4 2 4 2 4 2 75
9 4 4 4 4 4 2 4 2 4 4 60

10 5 2 5 2 5 1 4 1 4 2 87,5
11 4 3 5 1 3 1 4 1 4 1 82,5
12 5 4 5 3 5 2 5 2 5 2 80
13 4 3 4 2 5 1 5 3 5 1 82,5
14 4 1 5 1 3 1 5 2 4 2 85
15 4 3 4 1 5 1 5 2 3 1 82,5
16 5 2 5 1 5 2 4 1 4 2 87,5
17 5 1 5 1 5 1 5 1 5 1 100
18 4 3 4 3 4 2 3 2 3 4 60
19 4 4 4 4 4 1 4 1 4 3 67,5
20 5 1 5 1 5 5 5 1 5 1 90
21 5 5 5 1 5 5 5 1 5 1 80
22 4 5 5 2 4 2 4 2 5 2 72,5
23 5 3 5 4 4 1 4 3 4 2 72,5
24 4 2 5 1 4 2 4 2 5 4 77,5
25 5 2 5 2 5 2 4 2 4 3 80
26 3 3 3 3 3 3 3 3 3 3 50
27 3 4 5 2 4 2 5 1 5 1 80
28 5 2 5 1 5 1 5 1 5 3 92,5
29 2 3 3 1 4 2 3 3 4 4 57,5
30 5 5 5 5 5 1 5 1 5 3 75
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31 4 3 5 1 5 1 4 1 5 1 90

32 4 2 5 1 5 2 4 1 5 4 82,5

33 4 1 4 1 5 2 4 1 4 1 87,5

34 5 2 5 2 4 1 5 2 4 2 85

35 4 1 4 1 5 2 5 1 5 2 90

36 5 2 5 1 5 1 5 1 5 1 97,5

37 4 3 4 4 5 2 4 2 4 3 67,5

38 4 2 4 4 5 2 4 2 4 2 72,5

39 5 1 5 2 4 1 4 1 5 2 90

40 5 3 4 2 5 2 4 2 4 2 77,5

SUS Scol 79,2

Based on the results of the calculation of the SUS score, the final result was an average scor@.?f Based on SUS, the
range of usablity values can be seen in Figure.

Fig. 11 Result SUS Score

From the calculation results, the prototype of the Kantong Mimpi application gets acceptability raeag with
acceptable results, for grade scale with C results, while for adjective ratingsgets good results, which is 79.2.
Therefore, the prototype of the Kantong Mimpi application succeeded in building a system with a gooshbility level.
V. CONCLUSIONS
In designing the interface design of the Kantong Mimpi application, the initial stage remed information on the user
needs to design it. Therefore, questionnaires and interviews were conducted to obtain information dhe needs of
potential users. After the interview, to better understand the needs of the prospective user, a pera and userflow
are made according to the required needslhe interface design produces wireframes and prototypes by containing
several main requirements, namely login, registering an account, donating goods, making donatiorieywng donation
history, selecting shigping methods, confirming goods arrival, and several other feature§ests were carried out to
evaluate the prototype results using the System Usability Scale (SUS) method. In this SUS testistayscore of 79.2,
where the score can be declared acceptabby the user.
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