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CITIZENS
Individuals affected by spatial planning decisions

GOVERNMENT
Spatial planning experts
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modern public participation

GEO-WEB

traditional public participation



“the extent of a product can be used by specific users 
to achieve specific goals with effectiveness, efficiency, 
and satisfaction in a specific context of use” 

(ISO 9241-11, 2018)

ISO 9241-11 (2018). Ergonomics of human-system interaction - Part 11: Usability: Definitions and concepts. 4
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“Not everyone can draw the visualization of their houses in 3D”

2D 3D?
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“Not everyone can draw the visualization of their houses in 3D”

“A simplified model could parallel the user’s cognitive structure and 
reduce the total load to the processing system” (Kaplan et al., 1989) 

x

Kaplan, R., Kaplan, S., and Brown, T. (1989). Environmental preference: A comparison of four domains of predictors. Environment and behavior, 21(5):509–530.
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The 4PHASE toolkit
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Musrenbang – traditional participation tool 4D PUPM – modern participation tool

+

4D MUSRENBANG
Adding traditional Musrenbang as the planning formulation to 4D PUPM platform

=
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The 4PHASE toolkit

result:
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The 4PHASE toolkit
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The 4PHASE toolkit



6. Building the Prototype of 4D Musrenbang
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The 4PHASE toolkit

✔ ✔

✔ ✔

✔ ✔

❌



6. Conclusion
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How to design a User Experience (UX) for 
geo-web applications to support public 
participation in spatial planning process?

• Recognize who are the users and what kind of participation 

activities that they will perform (PHASE 1)

• Visualize each user’s personality and flow and determine what 

feature/functionality should exist on the interface (PHASE 2)

• Build functions to the interface so that user can interact with the 

map interface (PHASE 3)

• Test whether the design hypothesis matches with real-life users 

(PHASE 4)
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8. CONCLUSION



TERIMA KASIH
THANK YOU


