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ABSTRAK

Nama Mahasiswa/NPM . Ferdi Puguh Margono / 21082010106

Judul Skripsi . DESIGN UI/UX APLIKASI RECYCLED
MENGGUNAKAN METODE USER
CENTERED DESIGN (STUDI KASUS FURE)

Dosen Pembimbing . 1. Seftin Fitri Ana Wati, S.Kom., M.Kom

2. Reisa Permatasari, S.T., M.Kom

Masalah limbah plastik di Indonesia terus menjadi perhatian karena sebagian besar
belum tertangani secara optimal. FURE merupakan startup yang berfokus mendaur
ulang limbah sampah plastik menjadi produk furniture fungsional. Hingga saat ini
masih sangat jarang ditemukan pengembangan desain aplikasi khusus yang
menampilkan penjualan produk furniture daur ulang dari limbah sampah plastik
dengan antarmuka yang mudah digunakan, menarik, dan sesuai kebutuhan
pengguna. Penelitian ini bertujuan untuk merancang User Interface (Ul) dan User
Experience (UX) aplikasi FURE menggunakan metode User Centered Design
(UCD). Metode ini dipilih karena berfokus pada kebutuhan dan kenyamanan
pengguna melalui tahapan identifikasi konteks, perumusan kebutuhan, desain
solusi, dan evaluasi. Proses evaluasi dilakukan melalui Usability Testing, dan
Heuristic Evaluation untuk mencapai hasil yang optimal. Hasil usability testing
pada iterasi pertama menunjukkan nilai effectiveness 83,75%, efficiency 92,59%,
dan satisfaction 78% untuk customer, serta effectiveness 100%, efficiency 100%,
dan satisfaction 64% untuk pemilik. Selain itu, Heuristic Evaluation dilakukan
oleh ahli UI/UX untuk memastikan desain sesuai standar usability dan memberikan
pengalaman pengguna yang optimal. Setelah dilakukan perbaikan desain
berdasarkan temuan pengujian usability dan heuristic evaluation, pengujian iterasi
akhir menunjukkan peningkatan dengan effectiveness 92,5%, efficiency 82,3%, dan
satisfaction 82% untuk customer, serta effectiveness 90,63%, efficiency 92,65%,
dan satisfaction 85% untuk pemilik. Hasil pengujian menunjukkan bahwa desain
UI/UX FURE memenuhi standar usability dengan antarmuka yang intuitif,
menarik, mudah digunakan, dan sesuai kebutuhan pengguna.

Kata kunci: User Centered Design, UI/UX, FURE, Usability Testing, Heuristic

Evaluation.
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ABSTRACT

Student Name /NPM . Ferdi Puguh Margono / 21082010106
Thesis Title . UI/UX DESIGN OF A RECYCLED

APPLICATION USING THE USER-CENTERED

DESIGN METHOD (CASE STUDY OF FURE)
Advisors . 1. Seftin Fitri Ana Wati, S.Kom., M.Kom

2. Reisa Permatasari, S.T., M.Kom
The issue of plastic waste in Indonesia remains a serious concern, as a large
portion has not been optimally managed. FURE is a startup focused on recycling
plastic waste into functional furniture products. Until now, the development of
application designs specifically for selling recycled furniture products made from
plastic waste — with interfaces that are easy to use, attractive, and tailored to user
needs — has been very limited. This study aims to design the User Interface (Ul)
and User Experience (UX) of the FURE application using the User Centered
Design (UCD) method. This method was chosen because it focuses on user needs
and convenience through stages including context identification, requirement
specification, design solutions, and evaluation. The evaluation process was carried
out through Usability Testing and Heuristic Evaluation to achieve optimal results.
The first usability testing iteration showed effectiveness values of 83.75%,
efficiency 92.59%, and satisfaction 78% for customers, while owners achieved
100% effectiveness, 100% efficiency, and 64% satisfaction. Additionally, a
Heuristic Evaluation was conducted by experienced UI/UX experts to ensure the
design met usability standards and provided an optimal user experience. After
implementing improvements based on usability and heuristic evaluation findings,
the final usability testing showed increases, with effectiveness 92.5%, efficiency
82.3%, and satisfaction 82% for customers, and effectiveness 90.63%, efficiency
92.65%, and satisfaction 85% for owners. The testing results indicate that the
FURE UI/UX design meets usability standards, offering an intuitive, attractive,
easy-to-use interface that aligns with user needs.
Keywords: User Centered Design, UI/UX, FURE, Usability Testing, Heuristic

Evaluation.
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