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INTISARI 
 

Seiring berjalanya waktu, teknologi berkembang pesat dan mempengaruhi 
aktivitas sahari-hari. Pandemic yang sebelumnya terjadi turut mempengaruhi 
aktivitas masyarakat, karena masyarakat terbiasa melakukan aktivitas secara online, 
salah satunya belanja online. Belanja online menjadi legiatan yang banyak 
dilakukan karena hal tersebut lebih praktis. Menurut data dari statista terdapat 158,6 
juta orang yang melakukan aktifitas belanja online. Tingginya angka belanja ini 
menjadi peluang bagi pelaku usaha untuk mengembangkan bisnisnya. Untuk 
memanfaatkan peluang tersebut, apotek Otista membuat aplikasi Otista Pharm yang 
merupakan aplikasi belanja obat secara online dengan tujuan agar produknya dapat 
dipasarkan dengan ruang lingkup yang lebih luas. 

Berdasarkan dari permasalahan yang terjadi perancangan User Interface dan 
User Experience aplikasi Otista Pharm dilakukan menggunakan Metode User 
Centered Design (UCD) dengan tujuan membuat aplikasi sesuai dengan yang 
pengguna butuhkan. Karena metode ini memfokuskan kepada pengguna sehingga 
dapat menghasilkan tampilan yang sesuai dengan kebutuhan pengguna dan user 
friendly. Pada metode User Centered Design terdiri dari 5 tahapan yaitu Plan the 
human-centered design process, Understand and specify the context of use, Specify 
the user requirements, Produce design solutions to meet user requirements, dan 
Evaluate the designs against requirements. 

Hasil dari penelitian ini berupa rancangan desain User Interface Dan User 
Experience yang disusun menggunakan metode User Centered Design (UCD) 
kemudian dilakukan pengujian menggunakan metode System Usability Scale (SUS) 
sebagai alat ukur terhadap hasil rancangan desain. Dalam metode SUS dilakukan 
penyeberan kuisioner terhadap 96 orang yang didapatkan dari perhitungan 
lemeshow dan menghasilkan skor 81,2 dengan kategori “Acceptable” dan rating 
“Excellent”, dari hasil tersebut rancangan desain dapat diterima oleh pengguna. 
 
Kata kunci: Apotek, User Interface, User Experience, User Centered Design, 
System Usability Scale 
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ABSTRACT 
 

Over time, technology developed rapidly and affected everyday activities. 
The pandemic that previously occurred also affected people's activities, because 
people are used to doing activities online, one of which is online shopping. Online 
shopping is a lot of work because it is more practical. According to data from 
statista, there are 158.6 million people who do online shopping activities. This high 
spending figure is an opportunity for business actors to develop their business. To 
take advantage of this opportunity, Otista pharmacies created the Otista Pharm 
application which is an online drug shopping application with the aim that its 
products can be marketed with a wider scope. 

Based on the problems that occur, the design of the User Interface and User 
Experience of the Otista Pharm application is carried out using the User Centered 
Design (UCD) Method with the aim of making the application according to what 
the user needs. Because this method focuses on the user so that it can produce a 
display that suits the needs of the user and  user friendly. The User Centered Design 
method consists of 5 stages, namely Plan the human-centered design process, 
Understand and specify the context of use, Specify the user requirements, Produce 
design solutions to meet user requirements, and Evaluate the designs against 
requirements. 

The results of this study were in the form of a User Interface and User 
Experience design which was compiled using the User Centered Design (UCD) 
method and then tested using the System Usability Scale (SUS) method as a 
measuring tool for the results of the design. In the SUS method, a questionnaire 
was distributed to 96 people obtained from the lemeshow calculation and resulted 
in a score of 81.2 with the category "Acceptable" and a rating of "Excellent", from 
these results the design can be accepted by users. 
 

Keyword: Pharmacy, User Interface, User Experience, User Centered Design, 
System Usability Scale 
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