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INTISARI 

 
Ais Game Banjarnegara merupakan salah satu toko playstation yang 

menawarkan jasa servis, rental, hingga isi game playstation. Dalam pengisian game 
playstation, Ais Game Banjarnegara menyediakan katalog game berupa buku untuk 
memudahkan customer dalam memilih game playstation terutama bagi customer yang 
tidak mengetahui nama gamenya dan yang masih kebingungan akan mengisikan game 
playstation apa saja. Akan tetapi, ketika ada banyak customer yang datang untuk 
mengisikan game playstation dan membutuhkan katalog tersebut, mereka harus 
mengantri karena katalog game yang disediakan di toko ini jumlah terbatas. Disamping 
itu, tampilan isi katalog game buku yang tersedia di toko Ais Game ini antara gambar 
dan nama-nama game playstation tata letaknya terpisah atau berada di halaman yang 
berbeda. 

Dari pembahasan tersebut peneliti bermaksud mengembangkan katalog 
tersebut dalam bentuk tampilan user interface website dengan nama Ais Game. 
Tampilan user interface website Ais Game ini nantinya dapat menjadi solusi bagi 
pengguna dalam memilih game playstation karena penyajian katalog lebih tertata. 

Pada penelitian ini, peneliti bermaksud merancang user interface website Ais 
Game. Metode yang digunakan dalam penelitian ini adalah User Experience Design 
(UXD). Langkah-langkah dalam metode UXD yakni Analyzing User Data, Creating 
Persona, Understanding Ideation, Working Scenario and Storyboard, Creating Paper 
Prototypes, dan Implementation Planning. Hasil akhir penelitian ini berupa prototype 
yang akan digunakan sebagai acuan dalam perancangan user interface website Ais 
Game.  
Kata Kunci: User Interface, Website, Game Playstation, User Experience Design  
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ABSTRACT 

 
Ais Game Banjarnegara is a playstation store that offers service, rental, and 

playstation game content. In filling out the playstation games, Ais Game Banjarnegara 
provides a game catalog in the form of books to make it easier for customers to choose 
Playstatione games, especially for customers who don't know the name of the game 
and who are still confused about filling in any playstation games. However, when there 
are many customers who come to fill in Playstation games and need the catalog, they 
have to queue because the game catalog provided in this store is limited. Besides that, 
the display of the contents of the book game catalog available at the Ais Game store is 
between the pictures and the names of the PlayStation games, the layout is separate or 
on a different page. 

From this discussion, the researcher intends to develop the catalog in the form 
of a website user interface display with the name Ais Game. The user interface of the 
Ais Game website will later be a solution for users in choosing Playstation games 
because the catalog presentation is more organized. 

In this study, the researcher intends to design the Ais Game website user 
interface. The method used in this research is User Experience Design (UXD). The 
steps in the UXD method are Analyzing User Data, Creating Persona, Understanding 
Ideation, Working Scenario and Storyboard, Creating Paper Prototypes, and 
Implementation Planning. The final result of this research is a prototype that will be 
used as a reference in designing the Ais Game website user interface. 
Keywords: User Interface, Website, Playstation Game, User Experience Design 


