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Abstract 
Financial planning is crucial in one's life, as it provides clarity and preparedness when faced with unexpected financial needs. SMILE, a financial planning startup, understands the significance of staying competitive in the ever-evolving realm of information technology. To effectively reach their target users, SMILE requires a platform or application that simplifies income and expense tracking, savings management, financial health assessment, financial consultation, and access to the latest finance articles. By leveraging the advancements in information technology, SMILE aims to create a financial planning website that serves as an educational tool, enabling them to connect with users effectively. This research focuses on designing a user-friendly website that educates users about the importance of financial planning and assists SMILE owners in providing solutions for users' financial planning needs. The website is developed using a programming language to meet SMILE users' and testing has been carried out using the user acceptance test which get 100% results and are in accordance with the functionality attributes with a very good scale, then for testing. Additionally, a system usability scale test has been conducted, yielding an average score of 83.05555556, indicating good usability.
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1. Introduction 
Financial planning is very important in one's life. Without financial planning a person will experience confusion, if he is faced with a problem that requires a person to get emergency funds for unexpected needs (1). It is often found that people are still not used to saving money, and are not used to making a financial plan. Not because they do not have income, but because they are not used to keeping records and making financial plans. Where in the end, whatever the income, the funds are immediately used to meet their needs without making financial records. So that they themselves sometimes forget where all the funds go. And it can be concluded that a person must have financial records, in order to know the amount of income, expenses, and savings for old age (2). 
In principle, financial planning should be a tool that helps individuals to efficiently manage their income and expenditure. Financial planning is a process in which one or more individuals seek to achieve their financial goals through the development of a comprehensive financial plan, resulting in a clear and easy guide to financial planning, which can be likened to a blue print that shows the direction of one's financial situation (3). Conducting financial planning has an important function for individuals and families, namely to prepare for the future early on in order to achieve the desired financial goals through structured, organised and wise financial planning (1).
The high number of out-of-school children in Indonesia is strongly influenced by financial planning. Where when someone who is married is less able to manage finances and does not do financial planning for children's education, that is the cause of the high number of out-of-school children in Indonesia. Based on data from the Central Statistics Agency (BPS), in recent years the number of out-of-school children in Indonesia has been quite high, especially at the high school level, which if the situation is not addressed, it will result in an increasing number of children in Indonesia who do not complete their education. The following is a statistical graph regarding the education level of children who are not in school by education level 2019 - 2021 (4).

[bookmark: _Toc119703008][bookmark: _Toc119703727][bookmark: _Toc119706552][bookmark: _Toc119706684]
Figure 1.1 Number of Out-of-School Children by Education Level 2019 - 2021.
(Source: bps.go.id, 2021)

Sharia My Financial Lifestyle (SMILE) is a startup that specialises in financial planning training. To be able to compete and keep up with the rapid development of technology. But SMILE is currently still run manually. So that a platform or application is needed that can cover or reach users which aims to make it easier for SMILE users to record income, expenses, savings, and check financial health, consult financial planning and make it easier for SMILE owners to manage training that will be held, share the latest financial articles. By utilising the current advances in information technology, SMILE needs a financial planning website application that aims to be an educational tool in an effort to reach a wider range of users.
The purpose of this research is to develop the design of a financial planning website-based application to educate users about the importance of financial planning and facilitate SMILE owners in providing user financial planning solutions. With the SMILE website, it is hoped that this website can educate users to be able to carry out individual and family financial planning.
2. Research Methods
In this research, the method used by the author is the prototyping method. In this section, we will describe in detail the procedures and stages of research that will be carried out by the author. These stages include observation of the object of research, needs analysis, prototype creation, prototype evaluation, application system development, application system testing, and report writing. Some of these stages are presented in the form of a picture which can be seen below.
2.1 Observation of Research Objects
The initial stage carried out in this research is to approach SMILE by observing the object of research. In observing the object of research, problem identification is carried out which will be applied in this research. The problem identification process is carried out carefully directly with SMILE and reading the information that has been submitted by SMILE, the author obtained the following information:

1. The client wanted the system to look predominantly yellow as there was already a mock-up of the mobile app version.
2. The business that SMILE has been running is a business in the financial sector. Where SMILE is here as a financial planning training mentor for users.
3. SMILE here also has goals for users where users who take part in training can carry out their financial planning so that they can pay zakat and can save regularly.
4. The profit from the SMILE business here is obtained from each user who registers for the training held by SMILE. 
5. [bookmark: _Toc138230211][bookmark: _Toc138445417]training held by SMILE. 
6. The current promotion carried out by SMILE is to provide a 50% discount for users who come from academics (Lecturers, Students), but the promotions that have been carried out so far are still using Whatsapp.
7. SMILE's target market is users who happen to be the general public.


8. The main function of the SMILE website desired by the client is to focus on facilitating users in recording, planning, budgeting, analysing, consulting, and checking financial health through this SMILE website platform, The following is the general flow of the SMILE application system

[bookmark: _Toc138230212][bookmark: _Toc138445418][image: ]
Figure 2.2 SMILE Application Flow in general
Can be seen in Figure 3.2 is an overview of the workflow of the SMILE application where users can manage financial transactions, manage budgets, plan finances, conduct financial check-ups, access financial products, access financial articles, access financial training, conduct financial consultations.
2.2 Initial Prototype
After doing a needs analysis. In the next stage, the writer made a prototype which is an initial description of the SMILE website. The prototype was created based on a website needs analysis.
2.2.1 User Interface

1. Homepage Prototype
The following is an initial prototype of the homepage after the user logs in, which provides information about the user's financial records.
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Figure 2.3 Home Page Prototype
2. Income Transaction Prototype
The following is an initial prototype of Income transaction page that is a feature that serves to add, edit, and delete income transaction details.
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Figure 2.4 Income Transaction Prototype
3. Outcome Transaction Prototype
The following is an initial prototype of outcome transaction page that is a feature that serves to add, edit, and delete outcome transaction details.
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Figure 2.5 Outcome Transaction Prototype
4. Financial Plan Prototype
The following is an initial prototype of financial plan page that is a feature that serves to add and know the results of financial plan calculations.
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Figure 2.6 Financial Plan Prototype
5. Financial Check Up Prototype
The following is an initial prototype of financial check up page that is a feature that can check your financial health.
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Figure 2.7 Financial Check Up Prototype
2.3 Prortotype Evaluation
At this stage after the prototype of the system has been made, the prototype is then evaluated by the client and 3 respondents namely SMILE users whether the prototype that has been made meets the needs desired by the client and user. If the prototype is not in accordance with the needs of the client and the user, the author will again carry out the needs analysis stage from the user and make a prototype.

2.3.1 Improvements Prototype
1. Improvement prototype of currency input form
a. First Iteration
Changes the input format by adding a period in each column that uses currency.
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    (A) 			     (B)
Figure 2.8 Financial Plan Prototype
Figure 2.8 changes to the input format by adding a dot on the Nominal "2000000" in Figure (A) changed to Nominal "2,000,000" in (B) aims to make it easier for users to read when adding transactions
2. Improvement prototype of financial plan page
a. First Iteration
Change the title of the Annual Rate input to Yield per year.
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(A) (B)
Figure 2.9 changes to the word "Annual Rate" in Figure (A) changed to "Annual yield" in Figure (B) aims to make it easier for users to understand.
b. Second Iteration
Changing the date data type to int and changing the input type in the target column is achieved (yearly).
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     (A) 			     (B)
Figure 2.10 changes to the date data type in Figure (A) to int in Figure (B) and changes to the input type in the target column are achieved (annual)


3. Improvement prototype of budget page
a. First Iteration
Change the inputs "from month" and "to month" to "from month to month" and add a checkbox "recurring budget".
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     (A) 			     (B)
Figure 2.11 changes the input "from month" and "to month" in Figure (A) to "from month to month" and adds a checkbox "repeating budget" in Figure (B) aims to make it easier for users to add budgets in large quantities at once.
2.4 Prototype Testing
At this stage, after the designed application is complete, 1 tests will be carried out to find out whether the application used is appropriate or not, both functionally from the SMILE application and the output produced by the SMILE application. The following are the tests carried out by the author as follows:

1. SUS (System Usability Scale) Testing
In this test, the author uses the SUS method to find out whether the application is running without any obstacles based on the test steps. From the explanation above, a questionnaire was compiled that was distributed to SMILE users with answer options:

Tabel 2.1 System Usability Scale

	Number
	Question

	1.
	I think that I would like to use this system frequently.

	2.
	I found the system unnecessarily complex.

	3.
	I thought the system was easy to use.

	4.
	I think that I would need the support of a technical person to be able to use this system.

	5.
	I found the various functions in this system were well integrated.

	6.
	I thought there was too much inconsistency in this system.

	7.
	I would imagine that most people would learn to use this system very quickly..

	8.
	I found the system very cumbersome to use.

	9.
	I felt very confident using the system.

	10.
	I needed to learn a lot of things before I could get going with this system.




Score 1 = respondents chose “Strongly disagree”
Score 2 = respondents chose “Disagree”
Score 3 = respondents chose “Doubtful”
Score 4 = respondents chose “Agree”
Score 5 = respondents chose “Strongly agree”

The score calculation formula applies to 1 respondent. For the next calculation, the SUS score of each respondent is sought for its average score by summing up all scores and dividing by the number of respondents. The following is the SUS score calculation formula.

		= Average score
	= Total SUS Score
n		= Number of Respondents
3. 	Results and Discussions
3.1 [bookmark: _Hlk67818599]Prototype Implementation results

3.1.1 [bookmark: _Toc138445464]User Interface 
1. Home Page

The following main page can be accessed by users by logging in first using a Google account.
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[bookmark: _Toc138230260][bookmark: _Toc138445466]Figure 3.1 Home Page Implementation
	
In Figure 3.1 is the result of the implementation of the prototype of the main page (Home) that has been made before.

2. Entry Transaction Page

Income transaction is a feature that serves to add, edit, and delete income transaction details.
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Figure 3.2 Income Transaction Implementation
 	
In Figure 3.2 is the result of the implementation of the prototype of the entry page and also the transaction page which has implemented the results of the evaluation that has been done before.  

3. Outcome Transaction Page

Expense transaction is a feature that serves to add, edit, and delete outcome transaction details.
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Figure 3.3 Outcome Transaction Implementation

Figure 3.3 is the result of the implementation of the prototype of the expense page and also the transaction page which has implemented the results of the evaluation that has been done before.

4. Financial Plan

Financial plan is a feature that serves to add and know the results of financial plan calculations.
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Figure 3.4 Financial Plan

In Figure 3.4 is the result of the implementation of the prototype of the financial plan page where it has implemented the results of the evaluation that has been done before. And also the formula for calculating payments has been installed so that it can be seen how much money the user must collect each month.

5. Financial Check Up

Financial Check Up is a feature that can check your financial health.
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[bookmark: _Toc138230267][bookmark: _Toc138445473]Figure 3.5 Financial Check Up Page

Figure 3.5 is the result of the implementation of the prototype of the financial check-up page which has implemented the results of the evaluation that has been done before. And there is also a calculation formula that has been provided by SMILE so that it can be seen which parts are not ideal according to SMILE financial calculations.

3.2 System Testing
Application testing is carried out to test all functions and features in the software whether it is in accordance with the requirements needed. This test uses 2 methods as follows.
1. System Usability Scale Testing

3.2.1 [bookmark: _Toc138445482]System Usability Scale (SUS) Testing
The author tests with the system usability scale (SUS) so that it can be seen whether the application system that has been implemented has fulfilled its non-functional needs. This test is carried out by collecting statement points through a questionnaire that has been compiled by the user. The following are the questions in the system usability scale questionnaire:
1.	I think that I would like to use this system frequently.
2.	I found the system unnecessarily complex.
3.	I thought the system was easy to use.
4.	I think that I would need the support of a technical person to be able to use this system.
5.	I found the various functions in this system were well integrated.
6.	I thought there was too much inconsistency in this system.
7.	I would imagine that most people would learn to use this system very quickly.
8.	I found the system very cumbersome to use.
9.	I felt very confident using the system.
10.	I needed to learn a lot of things before I could get going with this system.

Description:
Score 1 = respondents chose “Strongly disagree”
Score 2 = respondents chose “Disagree”
Score 3 = respondents chose “Doubtful”
Score 4 = respondents chose “Agree”
Score 5 = respondents chose “Strongly agree”
[bookmark: _Toc138230276][bookmark: _Toc138445483]

Tabel 3.1 SUS Testing

	Calculated Score
	Total
	Score (Total x 2,5)

	No
	Q1
	Q2
	Q3
	Q4
	Q5
	Q6
	Q7
	Q8
	Q9
	Q10
	
	

	1.
	3
	2
	4
	3
	5
	2
	4
	2
	5
	3
	33
	82,5

	2.
	5
	5
	5
	5
	5
	5
	5
	5
	5
	5
	50
	125

	3.
	1
	1
	3
	1
	1
	1
	5
	1
	3
	5
	22
	55

	4.
	5
	1
	5
	3
	5
	3
	5
	2
	5
	3
	37
	92,5

	5.
	5
	2
	5
	4
	5
	1
	4
	2
	4
	1
	33
	82,5

	6.
	4
	2
	5
	3
	5
	3
	5
	3
	5
	4
	39
	97,5

	7.
	3
	2
	2
	2
	2
	2
	2
	2
	2
	2
	21
	52,5

	8.
	5
	2
	5
	1
	5
	3
	5
	2
	5
	2
	35
	87,5

	9.
	3
	3
	2
	3
	2
	3
	3
	3
	3
	4
	29
	72,5

	10.
	5
	2
	5
	3
	5
	1
	5
	1
	5
	3
	35
	87,5

	11.
	5
	2
	5
	1
	5
	2
	5
	1
	5
	1
	32
	80

	12.
	5
	1
	5
	4
	5
	2
	3
	3
	5
	2
	35
	87,5

	13.
	4
	2
	5
	2
	5
	2
	5
	1
	5
	2
	33
	82,5

	14.
	5
	1
	5
	3
	4
	1
	4
	2
	4
	5
	34
	85

	15.
	5
	2
	4
	2
	3
	2
	4
	2
	4
	3
	31
	77,5

	16.
	4
	2
	4
	2
	5
	2
	4
	2
	5
	2
	32
	80

	17.
	5
	3
	4
	2
	5
	2
	4
	2
	4
	2
	33
	82,5

	18.
	4
	1
	5
	3
	5
	3
	4
	2
	4
	3
	34
	85

	Average value
	83,05555556



Table 4.2 contains the SUS questionnaire scores that have been collected by the author. The scores of each respondent are summed up and multiplied by 2.5. The result of the multiplication is then divided by the number of respondents to get the average value. After the average value is found, the next step is to find the range of values on the system usability scale method to determine the category from WORST IMAGINABLE to BEST IMAGINABLE.
[image: ]
[bookmark: _Toc138230277][bookmark: _Toc138445484]Figure 3.6 SUS Score Assessment Range

The total average of the scores obtained from all respondents is 83.05555556. In the assessment using the SUS Scale, the score is classified as GOOD with grade B. Thus, based on these data, the usability system is given an acceptable or feasible assessment.
4. 	Conclusion
4.1 Conclusion
Based on the analysis and discussion that has been described, the authors try to make the following conclusions:
1. The use of the Prototyping method can be applied in the design and development of the SMILE website application. The Prototyping model can help application development with a fairly structured and supervised and organised application development documents at each stage.
2. In an effort to get the value of application suitability based on client requests and needs, the use of the user acceptance test method can be applied by distributing questionnaires to SMILE and several respondents who are users of the SMILE application later.
3. Based on the results of the tests in the results and discussion where the results of the user acceptance test has been carried out which get 100% results and are in accordance with the functionality attributes with a very good scale, then for testing system usability scale test get an average score of 83.05555556, it can be concluded that the SMILE application can be well received by SMILE and SMILE users.


4.2 Suggestions
Although overall this application is still lacking and not optimal, the author hopes that this application can be realised in the future. As for suggestions for further development, the author provides several suggestions that are expected to be part of the realisation of a maximum application, among others:
1. It is necessary to add a payment gateway feature when purchasing products or registering for training so that it will make it easier for SMILE admins or administrators, so that manual payment verification is not required.
2. It is necessary to add features such as push notifications when there are new financial products or upcoming trainings so that users can find out information that is useful for financial planning.
3. There are components that have not been tested such as security and other application qualities that can be continued in the next research.
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