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ABSTRAK 
 

PERANCANGAN UI/UX FITUR PENGEMBANGAN APLIKASI GOBIS  

SUROBOYO MENGGUNAKAN DESIGN THINKING, USER  

EXPERIENCE QUESTIONNAIRE, DAN ENHANCED  

COGNITIVE WALKTHROUGH  

 

Oleh : 

Ahmad Kemal Al Izzi 

 

Penelitian ini merancang fitur pengembangan dan perbaikan UI/UX pada 

aplikasi GOBIS Suroboyo, aplikasi transportasi publik yang digunakan oleh 

masyarakat Surabaya. Pendekatan metode Design Thinking digunakan dalam dua 

iterasi (MVP 1.0 dan MVP 1.1) pada kasus aplikasi GOBIS Suroboyo. Penelitian 

mengatasi masalah seperti kurangnya informasi pada peta rute (jadwal, daftar halte, 

estimasi kedatangan), kesulitan memantau arah rute, dan keluhan pengguna. 

Prototipe MVP 1.0 diuji dengan Enhanced Cognitive Walkthrough (ECW), 

menghasilkan temuan seperti tidak ada umpan balik yang jelas setelah pengguna 

mengubah PIN (TN 8 dengan PT F sebesar 1,9) dan mengedit profil (TN 7 dengan 

PT F sebesar 0,65), dan tidak adanya formulir unggah foto pengaduan ketika 

pengguna ingin mengirim laporan pengaduan (TN 6 dengan PT H sebesar 0,55). 

Berdasarkan hasil tersebut, dilakukan perbaikan dan pengembangan pada MVP 1.1. 

Prototipe MVP 1.1 diuji menggunakan User Experience Questionnaire (UEQ), 

menghasilkan kategori Baik (daya tarik 1,68, kejelasan 1,81, efisiensi 1,81, 

stimulasi 1,70) dan kategori Sangat Baik (ketepatan 1,80, dan kebaruan 1,65). Hasil 

keseluruhan rata-rata di atas 0,8, menunjukkan penilaian positif. Perbaikan meliputi 

peta rute yang lebih informatif (jadwal, rute halte, estimasi kedatangan, opsi 

pembalikan arah) dan penambahan fitur laporan pengaduan. Pendekatan berbasis 

kebutuhan pengguna ini terbukti meningkatkan kualitas pengalaman pengguna 

GOBIS Suroboyo. 

 

Kata kunci : UI/UX Design, GOBIS Suroboyo, Design Thinking, Enhanced 

Cognitive Walkthrough, User Experience Questionnaire  
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ABSTRACT 

 

UI/UX DESIGN OF GOBIS SUROBOYO APPLICATION 

DEVELOPMENT FEATURES USING DESIGN THINKING, USER 

EXPERIENCE QUESTIONNAIRE, AND ENHANCED COGNITIVE 

WALKTHROUGH 

 

By : 

Ahmad Kemal Al Izzi 

 

This study designs UI/UX development and improvement features on the 

GOBIS Suroboyo application, a public transportation application used by the 

people of Surabaya. The Design Thinking method approach is used in two iterations 

(MVP 1.0 and MVP 1.1) in the case of the GOBIS Suroboyo application. The study 

addresses problems such as lack of information on the route map (schedule, list of 

stops, estimated arrival), difficulty monitoring route directions, and user 

complaints. The MVP 1.0 prototype was tested with Enhanced Cognitive 

Walkthrough (ECW), resulting in findings such as no clear feedback after users 

change PINs (TN 8 with PT F of 1.9) and edit profiles (TN 7 with PT F of 0.65), 

and the absence of a complaint photo upload form when users want to send a 

complaint report (TN 6 with PT H of 0.55). Based on these results, improvements 

and developments were made to MVP 1.1. The MVP 1.1 prototype was tested using 

the User Experience Questionnaire (UEQ), resulting in a Good category 

(attractiveness 1.68, clarity 1.81, efficiency 1.81, stimulation 1.70) and a Very Good 

category (accuracy 1.80, and novelty 1.65). The overall average result was above 

0.8, indicating a positive assessment. Improvements include a more informative 

route map (schedule, bus stop route, estimated arrival, reversal option) and the 

addition of a complaint reporting feature. This user-needs-based approach has been 

proven to improve the quality of the GOBIS Suroboyo user experience. 

 

Keywords: UI/UX Design, GOBIS Suroboyo, Design Thinking, Enhanced 

Cognitive Walkthrough, User Experience Questionnaire  
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