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ABSTRAK

IMPLEMENTASI UI/'UX APLIKASI AKSESORIS MOTOR
DENGAN METODE GOAL DIRECTED DESIGN

Oleh :
Zainul Abidin

Perkembangan teknologi informasi dan komunikasi telah mendorong
transformasi dalam berbagai aspek kehidupan, termasuk dalam kegiatan jual beli.
Racing Claash, sebuah usaha penjualan aksesoris motor khususnya cover
shockbreaker, menghadapi berbagai kendala dalam berjualan secara online melalui
platform marketplace. Permasalahan utama yang dihadapi adalah meningkatnya
biaya administrasi, penerapan penalti akibat produk duplikat, serta keterbatasan
variasi produk yang membingungkan pembeli. Untuk mengatasi permasalahan
tersebut, diperlukan pengembangan platform toko online sendiri dengan
pengalaman pengguna yang lebih baik. Penelitian ini bertujuan untuk merancang
dan mengimplementasikan user interface aplikasi toko online aksesoris motor
dengan pendekatan Goal Directed Design, serta mengukur kualitas user experience
melalui Usability Testing dan System Usability Scale (SUS). Aplikasi dirancang
untuk dua aktor utama yaitu pembeli dan penjual. Hasil penelitian menunjukkan
bahwa dari sisi pembeli, aspek efektivitas memperoleh nilai 87% (sangat efektif),
efisiensi 81% (sangat cepat), dan error rate 5% (wajar), serta nilai SUS sebesar 78
(kategori “Bagus”, skala C). Untuk penjual, efektivitas sebesar 92%, efisiensi 78%,
error rate 4%, dan nilai SUS 83 (kategori “Bagus Sekali”, skala B). Hasil tersebut
menunjukkan bahwa desain UI/UX aplikasi ini berhasil memenuhi kebutuhan
pengguna dan mendukung pencapaian tujuan bisnis serta layaﬁ digunakan.

Kata kunci : User Interface, User Experience, Goal Directed Design, Usability
Testing, System Usability Scale (SUS), Marketplace, Toko Online Aksesoris Motor.



ABSTRACT

UI/UX IMPLEMENTATION OF MOTORCYCLE ACCESSORIES
APPLICATION WITH GOAL DIRECTED DESIGN METHOD

By:

Zainul Abidin

The development of information and communication technology has driven
transformation in various aspects of life, including in buying and selling activities.
Racing Claash, a business selling motorcycle accessories, especially shockbreaker
covers, faced various obstacles in selling online through the marketplace platform.
The main problems faced are increased administrative costs, the application of
penalties due to duplicate products, and limited product variations that confuse
buyers. To overcome these problems, it is necessary to develop its own online store
platform with a better user experience. This research aims to design and implement
the user interface of an online shop application for motorcycle accessories using the
Goal Directed Design approach, and measure the quality of user experience through
Usability Testing and System Usability Scale (SUS). The application is designed
for two main actors, namely buyers and sellers. The results showed that from the
buyer's side, the effectiveness aspect obtained a score of 87% (very effective), 81%
efficiency (very fast), and 5% error rate (reasonable), as well as a SUS score of 78
(“Good” category, C scale). For sellers, effectiveness was 92%, efficiency was
78%, error rate; was 4%, and SUS score was 83 (category “F%xcellent”, scale B).
These results indicate that the UI/UX design-of this application successfully meets
user needs and supports the achievement of business goals and is feasible to use.

Keywords: User Interface, User Experience, Goal Directed Design, Usability
Testing, System Usability Scale (SUS), Marketplace, Online Shop for Motorcycle
Accessories.
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