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INTISARI

Perkembangan teknologi semakin maju dari tahun ketahun salah satunya
adalah internet. Teknologi yang semakin maju tersebut mempermudah manusia
dalam membantu aktivitasnya seperti dibidang penjualan. Luppylicious merupakan
toko yang menjual produk pakaian dan aksesoris, tadinya toko masih berjualan
offline dan melalui sosial media saja. Tetapi pembelian melalui toko offline dan
platfrom sosial media masih kurang efisien dalam beberapa aspek.

Penelitian ini bertujuan untuk membuat rancang ulang User Interface (UI)
dan User Experience (UX) yang memudahkan pembeli dalam melakukan
pembelian serta memudahkan informasi tentang produk dengan jelas menggunakan
metode Design Thinking yang mencakup tahap Empathize, Define, Ideate,
Prototype dan Testing. Metode Design Thinking yang digunakan adalah untuk
membuat solusi berdasarkan permasalahan agar menciptakan desain yang mudah
digunakan dan dapat dipahami oleh pengguna.

Perancangan ini diuji menggunakan Usability Testing kepada 30 responden
dengan menyuguhkan kuisioner dan bantuan software Maze yang memperloeh
hasil kualifikasi yang sangat baik yaitu 83,92% dan aspek memorability diperoleh
hasil 99,31%, hasil total keseluruhan disimpulkan bahwa 91,3% responden
menjawab “ya” dan 8,6% menjawab “tidak”. Maka dapat disimpulkan bahwa hasil
usability testing dikatakan berhasil dan sangat baik dan berhasil. Maka dar itu untuk
pembuatan desain penjualan pakaian pada toko Luppylicious berbasis website

berhasil dilakukan

Kata kunci: User Interface, User Experience, Design Thinking, Front End,

Website
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ABSTRACT

Technological developments are getting more advanced from year to year,
one of which is the internet. Increasingly advanced technology makes it easier for
humans to help with activities such as sales. Luppylicious is a shop that sells
clothing and accessories, previously the shop still sold offline and only through
social media. However, purchasing through offline stores and social media

platforms is still less efficient in several aspects.

This research aims to redesign the User Interface (UI) and User Experience
(UX) which makes it easier for buyers to make purchases and facilitates clear
information about products using the Design Thinking method which includes the
Empathize, Define, Ideate, Prototype and Testing stages. The Design Thinking
method used is to create solutions based on problems in order to create designs that

are easy to use and can be understood by users.

This design was tested using Usability Testing on 30 respondents by
presenting a questionnaire and the help of Maze software which obtained very good
qualification results, namely 83.92% and the memorability aspect obtained a result
of 99.31%, the total result was concluded that 91.3% of respondents answered "
yes” and 8.6% answered “no”. So it can be concluded that the results of usability
testing are said to be successful and very good and successful. Therefore, the
website-based clothing sales design for the Luppylicious store was successfully

carried out

Keyword: User Interface, User Experience, Design Thinking, Front End, Website
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