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INTISARI

Non-skripsi ini merupakan laporan hasil magang pada program Magang dan

Studi Independen Bersertifikat (MSIB) Kampus Merdeka di PT Adma Digital Solusi.

Selama magang, penulis terlibat dalam proyek perancangan antarmuka pengguna (UI)

dan pengalaman pengguna (UX) untuk sebuah aplikasi e-commerce berbasis website

yang ditujukan untuk meningkatkan penjualan jasa UMKM. Metode User Centered

Design (UCD) diterapkan sebagai landasan dalam proses perancangan, yang meliputi

riset pengguna, pembuatan prototipe, dan pengujian kegunaan.

Pengujian kegunaan dilakukan dengan melibatkan 5 partisipan dan berfokus

pada 5 parameter usability: efektivitas, efisiensi, kemudahan mengingat, kesalahan,

dan kepuasan. Hasil pengujian menunjukkan potensi aplikasi dalam meningkatkan

visibilitas UMKM dan memfasilitasi transaksi jasa, namun juga mengidentifikasi area

yang perlu ditingkatkan, terutama dalam hal efisiensi dan kemudahan mengingat.

Laporan ini diharapkan dapat memberikan kontribusi praktis dalam penerapan UCD

pada pengembangan aplikasi e-commerce di industri, khususnya bagi UMKM.

Kata Kunci: UI/UX, User Centered Design, Usability Testing.
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ABSTRACT

This non-thesis is a report of an internship conducted as part of the Magang

dan Studi Independen Bersertifikat (MSIB) Kampus Merdeka program at PT Adma

Digital Solusi. During the internship, the author was involved in a project to design

the user interface (UI) and user experience (UX) for a web-based e-commerce

application aimed at increasing the sales of UMKM services. The User Centered

Design (UCD) method was applied as the foundation of the design process, which

included user research, prototype development, and usability testing.

Usability testing was conducted with 5 participants and focused on 5 usability

parameters: effectiveness, efficiency, memorability, errors, and satisfaction. The test

results showed the potential of the application in increasing UMKM visibility and

facilitating service transactions, but also identified areas that need improvement,

particularly in efficiency and memorability. This report is expected to provide

practical contributions to the application of UCD in e-commerce application

development in the industry, especially for UMKM.

Keywords: UI/UX, User Centered Design, Usability Testing.
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