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INTISARI

Penelitian ini berfokus pada perancangan UI/UX dan front-end untuk Sembarang
Second, sebuah toko online yang berfokus pada penjualan pakaian. Dengan
menggunakan metode Design Thinking, penelitian ini melalui proses yang
melibatkan pemahaman mendalam tentang kebutuhan dan preferensi pengguna.
Hasilnya adalah desain antarmuka yang intuitif dan responsif, serta implementasi
front-end yang mendukung interaksi pengguna yang optimal. Diharapkan dengan
pendekatan ini, Sembarang Second dapat meningkatkan daya saingnya di pasar

ecommerce melalui peningkatan kepuasan dan loyalitas pelanggan.

Keyword: User Experience, User Interface, Design Thinking
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ABSTRACT

In the current digital era, effective User Experience (UX) and User Interface (Ul)
design play a crucial role in determining the success of an e-commerce platform,
especially in the face of increasingly fierce competition. This research aims to
design the UI/UX and front-end for the Sembarang Second online store using the
Design Thinking methodology. This method was chosen for its ability to understand
user needs and produce innovative, user-centric solutions. The design process
involves five key stages: Empathize, Define, Ideate, Prototype, and Test. The final
result of this research is a UI/UX prototype and front-end implementation that is
expected to enhance the user experience, attract more customers, and ultimately

increase sales of Sembarang Second's products..

Keyword: User Experience, User Interface, Design Thinking
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