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INTISARI

Penelitian ini dilatarbelakangi oleh pengguna yang adn di aplikasi jual beli
barang bekas yaitn OLX. Berdasarkan hasil dari survei yang dilakukan terdapat
60% pengguna dori total 30 pengguna OLX mengolami masalah ketika mereka
menggunakan aplikasi tersebut. Untuk menyelesaikan masalah ini, perlunya
rancangan wser interface aplikasi jual bel
l-d-l!l:hngmmﬂn ikan user &

i: dexign thinking, uset interface, jual B



ABSTRACT

This research is motivated by users in the wsed goods buving and selling
application, QLY. Based on the results of @ survey conducted, 607 of users from a
total of 3 OLX users experience problems when they wse the application. To solve
this problem, it is necessary to design the wser interface of the wsed goods buying
and selling application based on exisijng rpblems by paving attention fo aver
evperience: In desigiing the user dnter Capplication nomed Barkasin,

il text. With thic
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