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ABSTRAK 

Gramedia merupakan toko buku yang bergerak di industri ritel dengan 

menyediakan jariangan toko buku diseluruh Indonesia. Untuk menyesuaikan 

dengan kebutuhan pasar Gramedia mengintegrasi toko buku berbasis onsite dan 

toko buku berbasis virtual store yaitu Gramedia.com. beberapa ulasan konsumen 

tentang Grmaedia.com di mediakonsumen menyatakan bahwa proses pembelian 

masih membingungkan dan dirasa berbelit. Untuk itu perlu dilakukan analisa 

secara UI 

Analisis user interface yang dilakukan menggunakan metode GOMS dengan 

tekink KLM. Analisis user interface yang dilakukan fokus pada proses pembelian 

di situs Gramedia.com. Hasil penelitian berupa waktu yang digunakan pengguna 

website pada proses pembelian di masing-masing alternatif cara-cara pembelian 

yang disediakan website gramedia.com.  

Analisis GOMS yang telah dilakukan berhubungan dengan proses pembelian  

menghitung cara pembelian dari 2 fasilitas menu yaitu beli sekarang dan menu 

keranjang.Dari hasil analisis bahwa proses melalui menu beli sekarang 

menghasilkan nilai 64.51 dan untuk proses pembelian untuk menu beli keranjang 

menggunakan waktu 64.95 detik , sehingga bisa dikatakan pembelian melalui 

menu beli sekarang lebih cepat dibandingkan dengan menu beli keranjang  

Kata kunci : GOMS, KLM, penjualan,user interface 
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ABSTRACT 

Gramedia is a bookstore engaged in the retail industry by providing a 

network of bookstores throughout Indonesia. To adapt to market needs, Gramedia 

integrates an onsite-based bookstore and a virtual store-based bookstore, namely 

Gramedia.com. several consumer reviews about Grmaedia.com in consumer media 

state that the buying process is still confusing and feels complicated. For this reason, 

it is necessary to do a UI analysis 

User interface analysis was carried out using the GOMS method with the 

KLM technique. The user interface analysis that was carried out focused on the 

purchasing process on the Gramedia.com website. The results of the research are the 

time spent by website users in the purchasing process in each alternative purchasing 

method provided by the gramedia.com website. 

The GOMS analysis that has been carried out relates to the buying process, 

calculating how to buy from 2 menu facilities, namely buy now and the basket menu. 

From the results of the analysis, the process of going through the buy now menu 

produces a value of 64.51 and the buying process for the buy basket menu takes 

64.95 seconds, so it can it is said that purchases through the buy now menu are faster 

than the buy basket menu 

Keywords : GOMS, KLM, sale, user interface 


