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INTISARI 
 

 Perkembangan teknologi informasi mendorong inovasi dalam berbagai 

layanan publik, termasuk sektor perumahan bagi masyarakat berpenghasilan 

rendah. Permasalahan rumah tidak layak huni dan keterbatasan akses terhadap 

bantuan menuntut adanya sistem yang transparan, terstruktur, dan mudah diakses. 

Untuk menjawab kebutuhan tersebut, Balai Pelaksana Penyediaan Perumahan dan 

Kawasan Permukiman Jawa III mengembangkan SINOMAN (Sistem Informasi 

Antrean Omah Transparan), sebuah platform berbasis website yang bertujuan 

untuk mendukung proses pengelolaan antrean dan distribusi bantuan perumahan 

secara efisien. 

 Dalam perancangan ini, mahasiswa bekerja sama dengan Balai Pelaksana 

Penyediaan Perumahan dan Kawasan Permukiman Jawa III dalam proses 

perancangan dengan menerapkan metode Design Thinking, yang meliputi tahapan 

empathize, define, ideate, prototype, dan test. Pada tahap awal merancang 

antarmuka pengguna (UI) dan pengalaman pengguna (UX) website  SINOMAN, 

dengan fokus menciptakan tampilan sederhana, interaktif, dan mudah dipahami. 

Proses perancangan meliputi analisis kebutuhan pengguna, pembuatan wireframe 

dan prototipe, serta pengujian desain untuk memastikan alur penggunaan sesuai 

kebutuhan.  
 Hasil berupa rancangan UI/UX website SINOMAN yang telah 

menghasilkan tampilan halaman login, halaman lupa sandi, dashboard admin 

pemerintah, lurah, camat dan dukuh, form antrean bantuan, dan halaman informasi 

masyarakat. Desain yang dihasilkan bersifat interaktif dan responsif, yang 

mempermudah masyarakat dalam mengecek antrean secara real time, 

mempermudah proses pengelolaan, verifikasi dan pemantauan oleh admin 

pemerintah. Selain itu, lurah, camat, dan dukuh juga dapat mengelola data bantuan 

perumahan tetapi memiliki akses terbatas ke dashboard hanya berperan sebagai 

penghubung antara warga dan sistem tanpa kewenangan verifikasi data penerima 

bantuan. Implementasi rancangan ini membantu meningkatkan efisiensi kerja 

admin pemerintah, lurah, camat dan dukuh dalam mengelola data bantuan 

perumahan dan memperkuat transparansi layanan kepada masyarakat. Selain itu, 

kegiatan ini memberikan pengalaman bagi mahasiswa dalam menerapkan metode 

perancangan UI/UX pada sistem informasi publik berbasis website. 

 

Kata Kunci: Sistem Informasi, UI/UX, Design Thinking, SINOMAN, Bantuan 

Perumahan. 
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ABSTRACT 
 

 Advances in information technology are driving innovation in various 

public services, including the housing sector for low-income communities. The 

problem of uninhabitable housing and limited access to assistance demands a 

transparent, structured, and easily accessible system. To address this need, the 

Implementing Center for Housing and Settlement Provision in Java III developed 

SINOMAN (Transparent Home Queue Information System), a website-based 

platform aimed at supporting efficient queue management and distribution of 

housing assistance. 

 In this design, students collaborated with the Implementing Center for 

Housing and Settlement Provision in Java III, implementing the Design Thinking 

method, which includes the stages of empathize, define, ideate, prototype, and test. 

The initial stage involved designing the user interface (UI) and user experience 

(UX) for the SINOMAN website, with a focus on creating a simple, interactive, and 

easy-to-understand display. The design process included analyzing user needs, 

creating wireframes and prototypes, and testing the design to ensure the user flow 

met requirements. 

 The resulting UI/UX design for the SINOMAN website has resulted in a 

login page, a forgotten password page, a dashboard for government administrators, 

village heads, sub-district heads, and hamlets, an aid queue form, and a public 

information page. The resulting design is interactive and responsive, making it 

easier for the public to check their queues in real time, streamlining the 

management, verification, and monitoring processes by government 

administrators. Furthermore, village heads, sub-district heads, and hamlets can 

manage housing assistance data but have limited access to the dashboard, acting 

solely as a liaison between residents and the system without the authority to verify 

recipient data. Implementation of this design helps improve the efficiency of 

government administrators, village heads, sub-district heads, and hamlets in 

managing housing assistance data and strengthens the transparency of services to 

the public. Furthermore, this activity provides students with experience applying 

UI/UX design methods to a website-based public information system. 

 

Keywords: Information Systems, UI/UX, Design Thinking, SINOMAN, Housing 

Assistance. 
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