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ABSTRAK

Penelitian ini bertujuan untuk menganalisis efektivitas penggunaan Artificial
Intelligence (Al) dalam mendukung proses desain User Interface/User Experience
(UI/UX) menggunakan aplikasi Figma. Metode yang digunakan adalah model
Technology Acceptance Model (TAM) dengan variabel Perceived Usefulness (PU),
Perceived Ease of Use (PEOU), Attitude Toward Using (ATU), dan Behavioral
Intention to Use (BI), serta variabel efektivitas. Data diperoleh melalui penyebaran
kuesioner kepada 60 responden yang berprofesi sebagai Ul Designer, Web
Developer, dan Freelance Designer. Analisis data dilakukan menggunakan uji
validitas, reliabilitas, korelasi Pearson, dan regresi linier berganda dengan bantuan
SPSS. Hasil penelitian menunjukkan bahwa variabel PU dan ATU memiliki
pengaruh signifikan terhadap efektivitas penggunaan A/ dalam desain UI/UX
berbasis Figma, sedangkan PEOU dan BI tidak berpengaruh signifikan. Uji regresi
menghasilkan nilai koefisien determinasi (R?) sebesar 21,7%, yang berarti bahwa
keempat variabel dalam 7AM menjelaskan 21,7% variasi efektivitas penggunaan
Al sedangkan sisanya dipengaruhi faktor lain di luar penelitian ini. Penelitian juga
membandingkan hasil desain UI/UX yang dibuat secara manual dan juga dengan
yang dibantu A/, di mana desain berbasis Al dinilai lebih cepat dan efisien, namun
memiliki keterbatasan pada kreativitas dan penyesuaian detail.

Kata Kunci: Artificial Intelligence, Figma, UlI/UX, Technology Acceptance Model,
Efektivitas.
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ABSTRACT

This study aims to analyze the effectiveness of using Artificial Intelligence (Al) in
supporting the User Interface/User Experience (UI/UX) design process using
Figma. The research applies the Technology Acceptance Model (TAM) with
variables Perceived Usefulness (PU), Perceived Ease of Use (PEOU), Attitude
Toward Using (ATU), and Behavioral Intention to Use (BI), along with an
effectiveness variable. Data were collected through a questionnaire distributed to
60 respondents working as Ul Designers, Web Developers, and Freelance
Designers. Data analysis was conducted using validity and reliability tests,
Pearson correlation, and multiple linear regression with the assistance of SPSS.
The results show that PU and ATU significantly influence the effectiveness of Al
use in UI/UX design with Figma, while PEOU and BI have no significant effect.
The regression analysis produced a coefficient of determination (R?) of 21.7%,
indicating that the four TAM variables explain 21.7% of the variation in Al usage
effectiveness, while the rest is influenced by other factors outside this study. The
research also compared Ul/UX designs created manually and with Al assistance,
revealing that Al-based designs are faster and more efficient but limited in
creativity and detailed customization.

Keywords: Artificial Intelligence, Figma, UlI/UX, Technology Acceptance Model,
Effectiveness.
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