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INTISARI

Kerajinan Mebel Ukir Jepara merupakan sebuah komoditi yang cukup
banyak digemari oleh masyarakat, baik di dalam negeri maupun di luar negeri.
Keberadaan dan perkembangan kerajinan mebel ukir Jepara untuk saat ini sangatlah
banyak, namun informasi tentang pengrajin dan produk kerajinan sangat minim
untuk diketahui dan diakses oleh calon konsumen yang ingin membeli produk
mebel ukir Jepara. Hal ini yang menyebabkan kesulitan dalam proses pemesanan
oleh konsumen. Dari observasi dan wawancara yang pernah penulis lakukan,
ditemukan beberapa masalah terhadap Pengrajin Mebel Ukir Jepara, yaitu banyak
stok barang mebel ukir lama yang belum terjual, dan sistem transaksi yang berjalan
saat ini tidak aman baik bagi Produsen maupun bagi Konsumen.

Berdasarkan masalah yang didapat, ditemukan solusi diperlukannya sebuah
sistem informasi atau marketplace yang secara khusus sebagai tempat transaksi
kerajinan mebel ukir Jepara. Marketplace sendiri merupakan salah satu bentuk
penyedia media online berbasis web (Web Based) sebagai tempat dilakukannya
kegiatan bisnis dan transaksi antara pembeli dan penjual. Pembeli dapat mencari
supplier sebanyak mungkin dengan kriteria yang diinginkan sehingga memperoleh
harga pasar yang sesuai.

Hasil desain yang dihasilkan telah diuji menggunakan metode usability
testing dengan penyebaran kuesioner kepada 30 responden. Terdapat 5 variabel
yang digunakan yaitu learnability, efficiency, memorability, errors, dan
satisfication. Hasil dari pengujian menunjukkan 81,76% akurasi mudah dipelajari
(Learnability), 86,63% akurasi efisiensi (Efficiency), 84,86% akurasi mudah diingat
(Memorability), 81,53% akurasi kesalahan (Errors), dan 80,86% akurasi kepuasan
(Satisfication).

Kata kunci: Mebel Jepara, E-Marketplace, Usability Testing, User Centered
Design, Website

Xiv



ABSTRACT

Jepara Carving Furniture Handicraft is a commodity that is quite popular
with the public, both domestically and abroad. The existence and development of
Jepara carving furniture crafts is significant, but information about craftsmen and
handicraft products is limited and difficult to access for potential buyers of Jepara
carving furniture products. This is what makes the ordering process difficult for
customers. From the observations and interviews that the author has done, several
problems have been found with Jepara Carving Furniture Craftsmen, namely that
many old carved furniture items have not been sold and that the current transaction
system is not safe for both producers and consumers.

Based on the problems obtained, a solution was found to the need for an
information system or marketplace specifically as a place for transactions for
Jepara carving furniture crafts. Marketplace itself is a form of web-based online
media provider (Web Based) as a place for business activities and transactions
between buyers and sellers. Buyers can find as many suppliers as possible with the
desired criteria so as to obtain the appropriate market price.

The resulting design results have been tested using the usability testing
method by distributing questionnaires to 30 respondents. There are 5 variables
used: learnability, efficiency, memorability, errors, and satisfaction. The results of
the test showed 81.76% accuracy is easy to learn (learnability), 86.63% accuracy
efficiency (efficiency), 84.86% accuracy is easy to remember (memorability),
81.53% accuracy of errors (errors), and 80.86% accuracy of satisfaction
(satisfaction).

Keyword: Jepara Carving Furniture Handicraft, E-Marketplace, Usability
Testing, User Centered Design.
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