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INTISARI 

 

Seven Inc, yang sebelumnya bernama Twelve Inc didirikan di kota Gudeg, 

Jogja, tepatnya di daerah Banguntapan, Bantul oleh Rekario Danny bersama dengan 

rekan-rekan bisnisnya sejak tahun 2012. Perusahaan ecommerce ini identik dengan 

anak muda sebagai punggawanya. Di tahun 2017, nama Twelve Inc berganti 

menjadi Seven Inc dengan harapan membawa semangat baru. Berdasarkan 

observasi dari peneliti, menemukan bahwa adanya kekurangan pada tampilan visual 

presensi di Seven Inc seperti informasi yang kurang lengkap dan tampilan yang 

perlu di perbarui. 

Berdasarkan dari permasalahan tersebut diperlukan suatu metode 

pendekatan pemecahan masalah agar memberikan dampak yang baik pada kepada 

pengguna, maka Seven Inc memerlukan desain User Interface dan User Experience 

yang baik. Metode pendekatan Design Thinking dipilih dalam penelitian ini karena 

dalam hal proses penelitian pengguna dilibatkan secara langsung sebagai hal dasar 

utama pengembangan sistem. 

Berdasarkan dari perhitungan hasil jawaban responden pada pengujian 

usability testing yang bertujuan untuk mengukur perancangan user interface 

aplikasi presensi, pada proses learnability diperoleh angka sebesar 95% dan untuk 

aspek memorability diperoleh angka 90%. Hasil total keseluruhan dapat 

disimpulkan bawah 92,5% pertanyaan dapat dijawab oleh responden, sedangkan 

7,5% pertanyaan tidak dapat dijawab oleh responden. Maka dapat diambil 

kesimpulan bahwa hasil Analisa data usability testing dikatakan berhasil dan sangat 

baik, berdasarkan tabel 4.4 bahwa range 85-100% menunjukkan hasil Sangat Baik 

dan Berhasil. 

Kata kunci: user interface, user experience, design thinking, usability testing 
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Abstract 

Seven Inc, previously known as Twelve Inc, was founded in the city of 

Gudeg, Jogja, in the Banguntapan area, Bantul by Rekario Danny along with his 

business partners since 2012. This e-commerce company is synonymous with young 

people as its retainer. Based on observations from researchers, it was found that 

there were deficiencies in the visual appearance of the presence at Seven Inc. such 

as incomplete information and the display that needed to be updated. 

Based on these problems, a problem-solving approach method is needed in 

order to have a good impact on users, then Seven Inc requires a good User Interface 

and User Experience design. The Design Thinking approach was chosen in this 

study because in terms of the research process, users were directly involved as the 

main basis for system development. 

Based on the calculation of the results of respondents' answers on usability 

testing which aims to measure the design of the presence application user interface, 

the learnability process is 95% and the memorability aspect is 90%. The overall 

result can be concluded that 92.5% of the questions can be answered by the 

respondents, while 7.5% of the questions cannot be answered by the respondents. 

So it can be concluded that the results of usability testing data analysis are said to 

be successful and very good, based on table 4.4 that the range of 85-100% shows 

very good and successful results. 

Keyword: user interface, user experience, design thingking, usability testing 

 


