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ABSTRAK 

Syah, Denatan Bagus Firman. “Analisa dan Perancangan Interface pada Aplikasi 

Bejek Menggunakan Metode User Centered Design” Pembimbing: (1) Anugrah 

Nur Rahmanto, S.Sn., M.Ds., (2) Putra Prima Arhandi, ST., M.Kom. 
 

Skripsi, Program Studi Teknik Informatika, Jurusan Teknologi Informasi, 

Politeknik Negeri Malang, 2021. 

 

Pada saat ini banyak bisnis yang bermunculan dengan memanfaatkan 

perkembangan teknologi saat ini. Salah satunya adalah kemunculan bisnis penyedia 

jasa berbasis aplikasi seperti penyedia layanan transportasi berbasis online. Bejek 

merupakan penyedia jasa layanan transportasi berbasis online dengan 

menggunakan armada motor dan mobil yang beroperasi di Kabupaten Lumajang. 

Namun pada proses pemanfaatannya layanan Bejek mendapati sebuah masalah 

pada desain dan elemen di dalam tampilan dan proses penggunaannya yang dinilai 

membingungkan oleh penggunanya dan dapat berdampak pada jumlah pengguna 

yang dibuktikan dengan berkurangnya pengguna Bejek belakangan ini. Maka 

dilakukan analisa dan perancangan antarmuka aplikasi Bejek yang dapat 

meningkatkan nilai efektifitas dan kegunaan dari aspek antarmuka pengguna dan 

pengalaman pengguna yang berdampak positif bagi pengguna maupun 

keberlangsungan sistem. Metode yang digunakan untuk mengolah data yaitu User 

Centered Design dengan lima proses yaitu research, concept, design, develop, 

testing. Pada pengujian prototype digunakan aspek learnability dan satisfaction 

dengan pendekatan system usability scale. Hasil pengujian dari aspek learnability 

sebesar 62% responden mempresentasikan kemudahan pengguna dalam 

menggunakan aplikasi Bejek dan dari aspek satisfaction memperoleh hasil sebesar 

73,4% yang berada di tingkat ”Okay”. Selain itu, dari penilaian adjective ratings 

berada pada grade “C” dan “Acceptable”. 

 

Kata Kunci : User Centered Design, Interface, Prototype 

 



 

vi 

 

ABSTRACT 

Syah, Denatan Bagus Firman. “Analysis and Interface Design on Bejek 

Applications Using the User Centered Design Method”. Supervisor: (1) Anugrah 

Nur Rahmanto, S.Sn., M.Ds., (2) Putra Prima Arhandi, ST., M.Kom. 
 

Thesis, Informatics Engineering Study Program, Department of Information 

Technology, State Polytechnic of Malang, 2021. 

 

At this time so many businesses have sprung up by taking advantage of 

current technological developments. One of them is the emergence of application-

based service providers such as online-based transportation service providers. 

Bejek is an online-based transportation service provider using a fleet of motorbikes 

and cars operating in Lumajang City. However, in the process of using Bejek's 

services, obstacles were found in the design and appearance elements as well as 

the usage process which was considered confusing by users and could have an 

impact on the number of users as evidenced by the decline in the number of users 

lately. Therefore, an analysis and design of  Bejek application interface was carried 

out which could increase the effectiveness and usability of the user interface and 

user experience aspects that had a positive impact on users and the sustainability 

of the system. The method used to process the data was User Centered Design 

consisting of five processes, namely research, concept, design, develop, testing. In 

testing the prototype using aspects of learnability and satisfaction with a usability 

scale system approach. The test results from the learnability aspect of 62% of 

respondents presented the ease of users in using the Bejek application and by the 

satisfaction aspect the results were 73,4% which were at the "Okay" level. In 

addition, from the assessment, adjective ratings were in grades of “C” and 

“Acceptable”. 

 

Keywords: User Centered Design, Interface, Prototype 
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