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INTISARI 

 

Di era digital yang semakin maju, perkembangan teknologi informasi telah 

mengubah cara berbagai aspek kehidupan berjalan. Aplikasi mobile telah menjadi 

alat penting yang memudahkan akses informasi, komunikasi, dan berbisnis. Salah 

satu industri yang terus berkembang dan populer di kalangan masyarakat adalah 

industri kedai kopi. Data dari Asosiasi Eksportir dan Industri Kopi Indonesia 

(AEKI) mencatat bahwa pada tahun 2019, ekspor kopi Indonesia mencapai angka 

sekitar 348.000 metrik ton. 

Penelitian ini bertujuan untuk merancang sebuah desain user interface (UI) 

untuk aplikasi mobile proses pemesanan secara takeaway. Metode yang digunakan 

dalam penelitian ini adalah User Centered Design (UCD). Hasil dari penelitian ini 

berupa prototype desain user interface aplikasi mobile FYN Coffee & Eatery. 

Pada penelitian ini didapatkan hasil rancangan aplikasi mobile “FYN 

Coffee & Eatery menggunakan metode User Centered Design, terdapat 4 fase 

penting ketika menggunakan metode user centered design yaitu, Understand 

context of us, Specify user requirement, Design solution, Evaluate against 

requirement dan untuk tes pengujiannya menggunakan system usability scale. 

 

Kata kunci: coffee shop, UI/UX, Aplikasi mobile, Prototype 
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ABSTRACT 

 

In an increasingly advanced digital era, developments in information 

technology have changed the way various aspects of life run. Mobile applications 

have become important tools that make it easier to access information, 

communicate and do business. One industry that continues to grow and is popular 

among the public is the coffee shop industry. Data from the Association of 

Indonesian Coffee Exporters and Industries (AEKI) notes that in 2019, Indonesian 

coffee exports reached around 348,000 metric tons. 

This research aims to design a user interface (UI) design for a mobile 

application for the takeaway ordering process. The method used in this research is 

User Centered Design (UCD). The results of this research are a prototype user 

interface design for the FYN Coffee & Eatery mobile application. 

In this research, the results of the mobile application design "FYN Coffee 

& Eatery using the User Centered Design method were obtained. There are 4 

important phases when using the user centered design method, namely, Understand 

context of us, Specify user requirements, Design solution, Evaluate against 

requirements and for testing using a usability scale system. 

Keyword: coffee shop, UI/UX, Aplikasi mobile, Prototype


