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INTISARI

Perkembangan dunia teknologi mulai berkembang pesat di Indonesia
seiring berjalannya waktu. Penggunaan internet di Indonesia mulai meningkat
dengan terkoneksinya jaringan di seluruh Indonesia. Dengan memanfaatkan trend
perkembangan perdagangan elektronik, dapat merubah gaya hidup masyarakat
salah satunya menjadi peluang bisnis baru. Ide peluang bisnis yang dapat
diaplikasikan di bidang e-commerce yaitu jual-beli barang second yang diberi nama
Thrifting. Dari permasalahan diatas, dapat memberikan peluang mahasiswa dan
masyarakat untuk memasarkan barang second dengan mengadopsi teknologi salah
satunya melalui aplikasi mobile. Penelitian ini menerapkan metode UCD (User
Centered Design). UCD (User Centered Design) adalah sebuah filosofi
perancangan yang menempatkan pengguna sebagai pusat dari sebuah proses
pengembangan sistem. UCD memiliki 5 aktivitas yaitu Plan, Specify context of use,
specify user and organisational requirements, Produce design solutions, dan
Evaluate designs against user requirements. Setelah melakukan aktivitas tersebut
hasilnya adalah prototype. Langkah selanjutnya adalah pengujian prototype
menggunakan metode System Usability Scale. Hasil dari penelitian ini adalah

tampilan antarmuka aplikasi Thrift yang telah divalidasi oleh calon pengguna.

Kata Kunci: Mobile, User Centered Design, Thrift, User Interface, User

Experience
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ABSTRACT

The development of the world of technology began to develop rapidly in
Indonesia over time. Internet use in Indonesia has begun to increase with the
connection of networks throughout Indonesia. By taking advantage of the
development trend of electronic commerce, it could change people’s lifestyles, one
of which is a new business opportunity. The idea of a business opportunity that can
be applied in the field of e-commerce is buying and selling second-hand goods,
which is called Thrifting. From the problems above, it could provide opportunities
for students and the public to market second hand goods by adopting technology,
one of which is through mobile applications. This study applied the UCD (User
Centered Design) method. UCD (User Centered Design) is a design philosophy
that places the user at the center of a system development process. UCD has 5
activities. Plan, Specify context of use, Specify user and organizational
requirements, Produce design solutions, and Evaluate designs against user
requirements. After doing these 5 activities the result is a prototype. The next step
IS testing the prototype using the System Usability Scale method. The result of this
research is the interface of the Thrift application that has been validated by

potential users.

Keyword: Mobile, User Centered Design, Thrift, User Interface, User Experience
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