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INTISARI 

  

Tahun 2019 dimana Mobile legends professional league mulai mendobrak 

e-sport di Indonesia sehingga banyak diadakan turnamen-turnamen kecil di desa, 

sekolah maupun kota. Industri e-commerce juga mulai melesat dengan menjual 

item game yang dimainkan di smartphone seperti pubg, mlbb, dan lainnya dan 

muncul beberapa start-up dengan menjual item games dengan harga yang 

terjangkau yang menjadi minat beli pada kalangan pemain. Dalam kasus ini 

“suuzustore” ingin meningkatkan penjualan dimana penjualan masih menggunakan 

instagram dan whatsapp menuju start up berupa website yang diharapkan penjualan 

dapat berjalan lebih lancar. Dengan begitu penulis berantusias membuatkan 

prototype dengan penerapan UI dan UX yang inovatif dan mudah dipahami serta 

analisis, sehingga website dengan mudah diterima oleh komsumen maupun user. 

 

 Metode User Centered Design (UCD) merupakan metode yang akan 

digunakan dalam pembuatan prototype “suuzostore” tersebut. UCD berfokus pada 

rancangan yang melibatkan pengguna dalam desain system komputerisasi. UCD 

memiliki 4 tahapan yaitu Specify context of use, specify user and organizational 

requirements, produce design solutions, dan evaluate designs against user 

requirements. 

 

Usability testing yang digunakan berupa metode cognitive walkthrough dan 

system usability scale (SUS). Hasil dari penggunaan metode cognitive walkthrough 

dapat disimpulkan berhasil dalam evaluasi iterasi pertama dengan keberhasilan 

semua partisipan untuk menyelesaikan tugas yang diberikan dan system usability 

scale dalam kategori adjective ratings mendapatkan skor rata-rata yaitu 81.5 

dengan menghasilkan penilaian grade scale berapa dinilai B, adjective ratings 

dikategorikan excellent, dan acceptability ranges mendapatkan nilai high dengan 

kategori acceptable. 

 

Kata kunci: e-sport, e-commerce, start up, suuzostore, website, UI dan UX, User 

Centered design (UCD), cognitive walkthrough, system usability scale (SUS) 
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ABSTRACT 

In 2019, the Mobile legends professional league began to break down e-

sports in Indonesia, so many small tournaments were held in villages, schools and 

cities. The e-commerce industry has also started to accelerate by selling game items 

that are played on smartphones such as pubg, mlbb, and others and several start-

ups have emerged selling game items at affordable prices which have become 

buying interest among players. In this case "suuzustore" wants to increase sales 

where sales are still using Instagram and WhatsApp to start up in the form of a 

website where sales are expected to run more smoothly. That way the authors are 

enthusiastic about making prototypes with the implementation of innovative and 

easy-to-understand UI and UX and analysis, so that the website is easily accepted 

by consumers and users. 

The User Centered Design (UCD) method is the method that will be used in 

making the "suuzostore" prototype. UCD focuses on designs that involve users in 

the design of computerized systems. UCD has 4 stages, namely Specify context of 

use, specify user and organizational requirements, produce design solutions, and 

evaluate designs against user requirements. 

The usability testing used is in the form of a cognitive walkthrough method 

and a system usability scale (SUS). The results of using the cognitive walkthrough 

method can be concluded as successful in the evaluation of the first iteration with 

the success of all participants in completing the tasks given and the usability scale 

system in the adjective ratings category gets an average score of 81.5 by producing 

an assessment of what grade scale is B, adjective ratings are categorized as 

excellent , and acceptability ranges get high scores with the acceptable category. 

Keyword: e-sport, e-commerce, start up, suuzostore, website, UI dan UX, User 

Centered design (UCD), cognitive walkthrough, system usability scale (SUS) 

 

 


