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INTISARI

UPT. Pusat Bisnis Pasar Bringharjo merupakan pusat pengelolaan kios
yang berada di JI. Margo Mulyo No. 16, Ngupasan, Kec. Gondomanan,
Yogyakarta. Salah satunya foodcourt yang berada di lantai tiga pasar Bringharjo
Timur. Tempat makan yang terdapat di pasar Bringharjo ini sendiri masih
menggunakan metode manual. Dimana pengunjung akan mengantri ketika hendak
memesan makanan, memilih makanan pada buku menu, kemudian membayar
tagihan transaksi di meja kasih. Di masa pandemi ini, mengantri sangat rentan
dalam penyebaran virus Covid19 yang sedang melanda dunia, termasuk Indonesia.
Tujuan dari perancangan ini ialah untuk menghasilkan desain user interface dan
user experience untuk mempermudah pengunjung foodcourt pasar Bringharjo
dalam bertransaksi, sekaligus membantu mencegah penyebaran Covid19.

Perancangan ini menggunakan metode User-Centered Design (UCD)
sebagal proses pemecahan masalah, Metode ini menyesuaikan karakteristik
pengguna selama proses perancangan dan diseimbangi dengan konteks serta
lingkungan. Selain itu, pengguna berperan dalam mengoperasikan sistem dan
menetukan persyaratan yang terdapat pada rancangan user interface dan user
experience.

Hasil akhir pada penelitian ini ialah rekomendasi user interface dan user
experience aplikasi prototype Bringharjo Qr Shop yang memberikan pengalaman
bertransaksi aman dan nyaman bagi pengunjung, serta memenuhi kebutuhan
informasi yang pengunjung perlukan.

Kata kunci: User Interface, User Experience dan User-Centered Design
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ABSTRACT

Technical Executive Unit. Central Business BringharjoMarket is the
management of a central store located in Margo Mulyo street number 16,
Ngupasan, Kec. Gondomanan, Yogyakarta, Special Region of Yogyakarta.
Foodcourt is one of them which is located on the third floor of the east Bringharjo
Market. The Foodcourt in the Bringharjo.-market still uses the manual method.
Visitors will queue when they want to-order food, choose food and then pay for
the total purchase at the cashier desk. During this pandemic, queuing is very
vulnarable in the spread of the Covid1l9 virus that is sweeping the world,
including Indonesia. The purpose of this design is to produce a user interface and
user experience to make it easier for Foodcourt visitors to Bringharjo market
when transacting, while helping prevent the spread of Covid19 virus

This design uses the User Centered Design method as a problem solving
process. This method method adapts the characteristics of the user during the
design process and is balanced with the context and environment. In addition,
user has the role of operating the system and determining the content contained in
the design of user interface and user experience.

The final result in this design is a recommendation for the user interface
and user experience of the Bringharjo Qr Shop protoype application that provides
a safe and comfortable transaction experience for visitors, and fulfills the
information needs that visitors need

Keyword: User Interface, User Experience and User-Centered Design
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