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ABSTRAK

Perkembangan teknologi digital di Indonesia meningkatkan kebutuhan mahasiswa
terhadap layanan teknologi informasi yang cepat, transparan, dan terjangkau. Salah
satu permasalahan yang ditemukan adalah tingginya biaya servis serta keterbatasan
akses terhadap layanan servis laptop dan komputer. Penelitian ini menawarkan
solusi berupa perancangan website layanan servis sebagai sarana digital yang
menghubungkan pengguna dengan teknisi. Perancangan sistem ini ditempatkan
sebagai bagian dari pendekatan lean startup yang menekankan proses iteratif
melalui tiga tahap utama, yaitu build, measure, dan learn. Tahap build diwujudkan
melalui metode prototype untuk merancang dan menguji antarmuka sistem. Tahap
measure dilakukan menggunakan System Usability Scale (SUS) serta pengumpulan
masukan dari pengguna untuk menilai tingkat kegunaan dan kenyamanan website.
Selanjutnya, tahap /earn dimanfaatkan untuk mengevaluasi dan menyempurnakan
sistem berdasarkan hasil pengukuran dan masukan pengguna. Hasil pengujian
menunjukkan skor SUS sebesar 77, berada di atas ambang batas 68, yang
menandakan website yang dirancang sudah memiliki tingkat kegunaan dan
kenyamanan yang baik bagi pengguna.

Kata Kunci: Jasa Servis Laptop dan Komputer, Metode Prototype, Perancangan
Website, System Usability Scale
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DESIGN OF A LAPTOP AND COMPUTER REPAIR SERVICE BOOKING
WEBSITE AS PART OF A LEAN STARTUP

by
Muhamad Firdaus - muhamadfirdaus04@upi.edu
2101995

ABSTRACT

The development of digital technology in Indonesia has increased students’ need
for information technology services that are fast, transparent, and affordable. One
of the problems identified is the high cost of service and limited access to laptop
and computer repair services. This study offers a solution in the form of designing
a service booking website as a digital platform that connects users with technicians.
The system design is positioned as part of the lean startup approach, which
emphasizes an iterative process through three main stages: build, measure, and
learn. The build stage was realized through the prototyping method to design and
test the system interface. The measure stage was carried out using the System
Usability Scale (SUS) and collecting user feedback to assess the usefulness and
usability of the website. The learn stage was then used to evaluate and improve the
system based on the measurement results and user feedback. The testing results
showed a SUS score of 77, which is above the threshold of 68, indicating that the
designed website already provides good usefulness and usability for users.

Keywords: Laptop and Computer Repair Service, Prototype Method, Website
Design, System Usability Scale
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