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INTISARI 

 

Two Mo N Roe Transport merupakan perusahaan layanan rental mobil di 

Yogyakarta yang melayani kebutuhan transportasi untuk perjalanan pribadi, wisata, 

hingga bisnis. Proses pemesanan yang masih dilakukan secara manual melalui 

telepon atau pesan singkat menyebabkan pelayanan kurang efisien dan rawan 

kesalahan pencatatan data pelanggan maupun ketersediaan kendaraan. Oleh karena 

itu, dibutuhkan sistem berbasis website yang mampu mempermudah pelanggan 

dalam melakukan pemesanan mobil secara daring sekaligus meningkatkan citra 

profesional perusahaan.  

Penelitian ini bertujuan untuk merancang User Interface (UI) dan User 

Experience (UX) serta mengimplementasikan frontend aplikasi website layanan 

rental mobil Two Mo N Roe Transport menggunakan metode Design Thinking. 

Metode ini mencakup lima tahapan utama, yaitu empathize, define, ideate, 

prototype, dan test, yang berfokus pada pemahaman kebutuhan pelanggan untuk 

menghasilkan desain yang mudah digunakan dan berorientasi pada pengalaman 

pelanggan.  

Hasil penelitian ini berupa rancangan antarmuka website yang responsif dan 

informatif, serta implementasi frontend berbasis teknologi web modern yang 

mendukung pemesanan mobil secara daring. Dengan adanya sistem ini, Two Mo N 

Roe Transport diharapkan dapat meningkatkan efisiensi operasional, memperluas 

jangkauan pelanggan atau pengguna website, dan memberikan pengalaman yang 

lebih optimal dalam layanan rental mobil. 

 

 

Kata kunci: UI/UX, Frontend, Website, Rental Mobil, Design Thinking. 
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ABSTRACT 

 

Two Mo N Roe Transport is a car rental company based in Yogyakarta that 

provides transportation services for personal trips, tourism, and business purposes. 

The booking process, which is still conducted manually through phone calls or text 

messages, has resulted in inefficient services and potential errors in recording 

customer data and vehicle availability. Therefore, a web-based system is needed to 

simplify the online car booking process while enhancing the company’s 

professional image.  

This study aims to design the User Interface (UI) and User Experience (UX) 

and implement the frontend of a car rental service website for Two Mo N Roe 

Transport using the Design Thinking method. This method consists of five main 

stages: empathize, define, ideate, prototype, and test, which focus on understanding 

user needs to produce a design that is easy to use and user oriented.  

The results of this research are a responsive, informative, and intuitive 

website interface design, as well as a frontend implementation based on modern 

web technologies that support online car rental transactions. With this system, Two 

Mo N Roe Transport is expected to improve operational efficiency, expand 

customer reach, and provide a more optimal user experience in its car rental 

services. 

 

Keyword: UI/UX, Frontend, Website, Car Rental, Design Thinking.    
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