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ABSTRAK 

 

Nama : Jefrico Wayan Saputra 
Prodi : Informatika 
Judul : Perancangan UI/UX Aplikasi Pemesanan Makanan Kantin Untag

Surabaya Melalui Pendekatan User Centered Design Dan A/B
Testing Dengan Integrasi Fitur Virtual Reality 

 
Penelitian ini bertujuan merancangUser Interface danUser Experience

aplikasi pemesanan makanan di kantin Universitas 17Agustus 1945 Surabaya.
Metode penelitian menggunakan pendekatan User-Centered Design (UCD)
dengan 50 responden awal, serta A/B Testing untuk menentukan varian desain
yang sesuai dengan kebutuhan pengguna. Validasi dilakukan dengan System
Usability Scale (SUS) yang melibatkan 51 responden, menghasilkan skor 77
dalam kategori Good. Desain Virtual Reality juga dikembangkan untuk
meningkatkan pengalaman pengguna, memberikan gambaran lingkungan
kantin, dan sebagai metode promosi inovatif. Hasil penelitian ini diharapkan
membantu dalam pengembangan aplikasi pemesanan yang user-friendly dan
efektif. 

 
Kata kunci: User Interface, User Centered Design, A/B Testing, Virtual
Reality. 
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ABSTRACT 

 

Nama : Jefrico Wayan Saputra 
Prodi : Informatics 
Judul : Designing the UI/UX of a Food Ordering Application for the

Untag Surabaya Canteen Through a User Centered Design
Approach and A/B Testing with the Integration of Virtual Reality
Features 

 
This study aims to design the user interface and user experience of a

food ordering application for the canteen at Universitas 17 Agustus 1945
Surabaya. The research method uses a User-Centered Design (UCD) approach
involving 50 initial respondents, and A/B Testing to determine the design
variants that best meet user needs. Validation was conducted using the System
Usability Scale (SUS) involving 51 respondents, resulting in a score of 77 in
the "Good" category. A virtual reality design was also developed to enhance
user experience, provide an overview of the canteen environment, and serve as
an innovative promotional method. The results of this study are expected to
assist in the development of a user-friendly and effective food ordering
application. 
 
Keywords:User Interface, User Centered Design, A/B Testing, Virtual Reality. 
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