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ABSTRAK 
 
Nama : Ahmad Ali Rifki  
Program Studi : Informatika 
Judul : Perancangan UI/UX Aplikasi Delivery Makanan Goterno 

Menggunakan Metode DESIGN THINKING Berbasis Mobile 
 

Tawaran layanan Pesan & Anter Makanan (delivery services) sebetulnya 
bukan barang baru. Kemudahan yang diberikan oleh delivery service selain membawa 
keuntungan untuk penjual juga membawa keuntungan bagi pembeli pada sisi 
kemudahan dan kecepatan dalam melakukan transaksi. Goterno, sebuah delivery 
service yang berdiri pada tahun 2020 di Kabupaten Lamongan, melayani beberapa 
kecamatan. Saat ini, Goterno masih menggunakan WhatsApp untuk transaksi, dengan 
pembayaran hanya dapat dilakukan secara Cash On Delivery. Untuk mengatasi 
masalah ini, peneliti merancang UI/UX aplikasi Goterno menggunakan metode 
Design Thinking. Metode Design Thinking memiliki 5 tahapan yang aharus dilakukan 
yaitu empathize, define, ideate, prototype dan test. Aplikasi ini diharapkan 
memberikan kemudahan bagi pelanggan, penjual, dan driver. Tahap perancangan 
melibatkan pengguna untuk memahami kebutuhan dan menciptakan desain yang 
sesuai.  

Pengujian dilakukan dengan metode System Usability Scale (SUS) untuk 
mengevaluasi tingkat usability dan pengalaman pengguna dari desain yang dihasilkan. 
Hasil dari pengujian UI/UX aplikasi delivery makanan goterno mencangkup aspek 
effectiveness, efficiency, dan satisfaction. Pada aspek effectiveness diperoleh skor 
100% . pada aspek efficiency berdasarkan time-based  didapatkan total waktu 0.088 
(goals/second), sedangkan pada aspek satisfaction dengan kuesioner SUS didapatkan 
skor 85 yang masuk dalam kategori tingkat Acceptable High, grade B, dan adjective 
rating dengan kategori excellent. Sehingga dapat disimpulkan bahwa rancangan 
UI/UX aplikasi delivery makanan Goterno memiliki tingkat usability yang tinggi dan 
baik. 

 
Kata Kunci :  Delivery Service, Goterno, UI/UX, Design thinking, System Usability 
Scale 
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ABSTRACT 
 

Name : Ahmad Ali Rifki  
Departement : Informatika 
Title : UI/UX DESIGN OF GOTERNO FOOD DELIVERY 

APPLICATION USING MOBILE-BASED DESIGN THINKING 
METHOD 

 
The offer of Food Order & Delivery services (delivery services) is actually 

not something new. The convenience provided by the delivery service apart from 
bringing benefits to sellers also brings benefits to buyers in terms of ease and speed 
in carrying out transactions. Goterno, a delivery service that was founded in 2020 in 
Lamongan Regency, serves several sub-districts. Currently, Goterno still uses 
WhatsApp for transactions, with payments only able to be made by Cash On Delivery. 
To overcome this problem, researchers designed the UI/UX of the Goterno application 
using the Design Thinking method. The Design Thinking method has 5 stages that 
must be carried out, namely empathize, define, ideate, prototype and test. This 
application is expected to provide convenience for customers, sellers and drivers. The 
design stage involves the user understanding the needs and creating an appropriate 
design. 

Testing was carried out using the System Usability Scale (SUS) method to 
evaluate the level of usability and user experience of the resulting design. The results 
of UI/UX testing of the Goterno food delivery application cover aspects of 
effectiveness, efficiency and satisfaction. In the effectiveness aspect, a score of 100% 
was obtained. in the time-based efficiency aspect, the total time was 0.088 
(goals/second), while in the satisfaction aspect with the SUS questionnaire, a score of 
85 was obtained, which was included in the Acceptable High level category, grade B, 
and the adjective rating was in the excellent category. So it can be concluded that the 
UI/UX design of the Goterno food delivery application has a high and good level of 
usability. 

 
Keywords: Delivery Service, Goterno, UI/UX, Design thinking, System Usability 
Scale 
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