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ABSTRACT

The rapid development of information technology has driven the digital transformation of
print media, including the implementation of electronic papers (e-papers). Media
Indonesia provides an e-paper service to deliver digital news while maintaining its
traditional print layout. However, initial usability evaluations using the System Usability
Scale (SUS) with 65 respondents yielded an average score of 49.23. According to Bangor,
Kortum, and Miller's interpretation, this score falls under Grade F, representing an
"OK/Poor" adjective rating and Marginal-Low Acceptability, well below the global
benchmark score of 68. This study aims to redesign the user interface of Media
Indonesia's e-paper website using the User-Centered Design (UCD) approach based on
the ISO 9241-210 standard to enhance usability and user satisfaction. The methodology
follows an iterative process comprising understanding the context of use, specifying user
requirements, producing design solutions (user flows, wireframes, design systems, and
high-fidelity prototypes in Figma), and evaluating the design. The final usability
evaluation of the resulting prototype showed a substantial increase in the SUS score to
82.65, transitioning into Grade A, with a "Good" Adjective Rating and fully Acceptable
status. This 33.42-point improvement (approximately 67.9%) proves that the application
of User-Centered Design effectively resolves interface limitations and optimizes the
overall digital reading experience.

Keywords: User-Centered Design, Usability, System Usability Scale, E-paper, User
Interface, Media Indonesia

Perkembangan teknologi informasi mendorong transformasi digital pada media cetak,
salah satunya melalui penerapan electronic paper (e-paper). Media Indonesia
menyediakan layanan e-paper sebagai media berita digital dengan mempertahankan
tampilan koran cetak. Namun, hasil evaluasi awal menggunakan metode System Usability
Scale (SUS) terhadap 65 responden memperoleh skor rata-rata 49,23 yang termasuk
kategori Grade F, Adjective Rating “OK/Poor”, dan tingkat penerimaan Marginal-Low
Acceptability. Penelitian ini bertujuan untuk melakukan redesain antarmuka website e-
paper Media Indonesia menggunakan pendekatan User-Centered Design
(UCD) berdasarkan standar ISO 9241-210 guna meningkatkan tingkat usability dan
kepuasan pengguna. Metode penelitian dilakukan melalui tahapan memahami konteks
penggunaan, menentukan kebutuhan pengguna, merancang solusi desain berupa user
flow, wireframe, design system, serta prototipe high-fidelity menggunakan Figma,
kemudian dilakukan evaluasi usability. Hasil evaluasi terhadap prototipe redesain
menunjukkan peningkatan skor SUS menjadi 82,65 yang termasuk kategori Grade A,
dengan Adjective Rating “Good” dan tingkat penerimaan “Acceptable”. Peningkatan
sebesar 33,42 poin menunjukkan bahwa penerapan metode UCD mampu memperbaiki
permasalahan antarmuka dan meningkatkan pengalaman membaca digital pada website e-
paperMedia Indonesia.

Kata Kunci: User-Centered Design, Usability, System Usability Scale, E-paper, User
Interface,Media Indonesia.
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