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ABSTRAK 

 

Perkembangan teknologi informasi pada sektor perbankan mendorong peningkatan 

kualitas layanan digital, salah satunya melalui aplikasi mobile banking. STARBOII 

Mobile Banking merupakan aplikasi layanan perbankan PT Bank of India Indonesia Tbk 

yang mendukung berbagai transaksi keuangan nasabah. Berdasarkan observasi, 

wawancara, dan kuesioner awal, ditemukan permasalahan pada aspek User Interface (UI) 

dan User Experience (UX), meliputi navigasi yang belum intuitif, tampilan antarmuka 

yang kurang menarik, pengelompokan informasi yang belum optimal, serta alur transaksi 

yang memerlukan beberapa tahapan. Penelitian ini bertujuan mengoptimalkan desain 

UI/UX aplikasi STARBOII Mobile Banking menggunakan metode User-Centered Design 

(UCD) agar sesuai dengan kebutuhan pengguna. Metode UCD terdiri atas empat tahapan, 

yaitu Understand Context of Use, Specify User Requirements, Produce Design Solutions, 

dan Evaluate Design Against Requirements. Identifikasi kebutuhan pengguna dilakukan 

melalui observasi, wawancara, dan kuesioner awal terhadap 91 responden. Hasil analisis 

digunakan untuk menyusun User Persona, User Journey, Information Architecture, User 

Flow, Wireframe, dan High-Fidelity Prototype menggunakan Figma. Evaluasi prototype 

dilakukan menggunakan metode System Usability Scale (SUS) dengan melibatkan 11 

responden. Hasil penelitian menunjukkan bahwa penerapan UCD menghasilkan 

rancangan antarmuka yang lebih sesuai dengan kebutuhan pengguna melalui 

penyederhanaan navigasi, peningkatan hierarki visual, perbaikan tata letak informasi, 

serta penyempurnaan alur transaksi. Evaluasi SUS memperoleh skor rata-rata 74,55, yang 

termasuk kategori Good dengan Acceptability Range Acceptable. Skor tersebut 

menunjukkan bahwa prototype memiliki tingkat usability yang baik dan dapat diterima 

pengguna. Dengan demikian, rancangan yang dihasilkan dapat menjadi usulan 

pengembangan antarmuka STARBOII Mobile Banking untuk meningkatkan kemudahan 

penggunaan dan kualitas pengalaman pengguna dalam mengakses layanan perbankan 

digital. 
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ABSTRACT 

 

The development of information technology in the banking sector is driving improvements 

in the quality of digital services, one of which is through mobile banking applications. 

STARBOII Mobile Banking is a service provided by PT Bank of India Indonesia Tbk that 

facilitates various customer financial transactions. Initial observations, interviews, and 

questionnaires revealed several issues regarding the application's User Interface (UI) and 

User Experience (UX), including non-intuitive navigation, an unappealing interface, 

suboptimal information grouping, and transaction flows that require an excessive number 

of steps. This study aims to optimize the UI/UX design of the STARBOII Mobile Banking 

application using the User-Centered Design (UCD) methodology to better align with user 

needs. The UCD process consists of four stages: Understanding the Context of Use, 

Specifying User Requirements, Producing Design Solutions, and Evaluating Designs 

Against Requirements. User needs were identified through observations, interviews, and 

an initial questionnaire involving 91 respondents. The analysis informed the development 

of User Personas, User Journeys, Information Architecture, User Flows, Wireframes, and 

High-Fidelity Prototypes, created using Figma. The prototype was evaluated using the 

System Usability Scale (SUS) with 11 participants. The results demonstrate that applying 

the UCD approach led to an interface design better suited to user needs—achieved by 

simplifying navigation, enhancing visual hierarchy, improving information layout, and 

refining transaction flows. The SUS evaluation yielded an average score of 74.55, falling 

into the "Good" category and classified as "Acceptable." This score indicates that the 

prototype possesses a high level of usability and is well-received by users. Consequently, 

the resulting design serves as a proposal for the development of the STARBOII Mobile 

Banking interface, aimed at enhancing ease of use and the overall quality of the user 

experience when accessing digital banking services. 

Kata Kunci: User Interface, User Experience, User-Centered Design, System Usability 

Scale, Mobile 
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