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INTISARI 

 

Perkembangan industri fashion lokal di era digital menuntut brand untuk 

memiliki platform penjualan online yang mampu menyampaikan identitas merek 

sekaligus memberikan pengalaman berbelanja yang optimal bagi pengguna. 

Penelitian ini bertujuan untuk merancang antarmuka pengguna (User Interface) 

dan pengalaman pengguna (User Experience) website toko online Heuvel Tribe 

dengan menggunakan pendekatan metode Design Thinking. Metode ini terdiri 

dari lima tahapan, yaitu empathize, define, ideate, prototype, dan test, yang secara 

berurutan digunakan untuk memahami kebutuhan pengguna, merancang solusi, 

dan menguji kelayakan desain. Prototipe website yang telah dirancang kemudian 

dievaluasi menggunakan dua metode: Usability Testing dengan Maze dan User 

Experience Questionnaire (UEQ). Hasil usability testing menunjukkan tingkat 

keberhasilan tugas sebesar 100% dengan rata-rata skor usability MIUS sebesar 81, 

yang termasuk kategori baik. Sementara itu, hasil UEQ menunjukkan bahwa enam 

aspek UX (daya tarik, kejelasan, efisiensi, ketepatan, stimulasi, dan kebaruan) 

memperoleh nilai rata-rata yang tinggi dan masuk dalam 10% benchmark terbaik 

secara internasional. Aspek daya tarik memperoleh nilai tertinggi yaitu 2,12, 

sedangkan kebaruan memperoleh nilai 1,72 yang tetap tergolong sangat baik. 

Hasil penelitian menunjukkan bahwa desain prototipe berhasil memenuhi 

kebutuhan pengguna dan memperkuat citra merek Heuvel Tribe, serta 

memberikan pengalaman berbelanja yang sederhana, efisien, dan menyenangkan. 

Dengan demikian, tujuan penelitian berhasil tercapai dan prototipe yang 

dikembangkan dapat dijadikan acuan dalam pengembangan website fungsional 

Heuvel Tribe di masa mendatang. 
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ABSTRACT 

 

The evolution of the local fashion industry in the digital era requires 

brands to have an online sales platform capable of conveying brand identity while 

simultaneously providing an optimal shopping experience for users. This research 

aims to design the User Interface (UI) and User Experience (UX) for the Heuvel 

Tribe online store website using the Design Thinking approach. This method 

consists of five stages: empathize, define, ideate, prototype, and test, which are 

sequentially applied to understand user needs, devise solutions, and evaluate the 

design's feasibility. The resulting website prototype was evaluated using two 

methods: Usability Testing with Maze and the User Experience Questionnaire 

(UEQ). The usability testing results indicated a 100% task success rate with an 

average MIUS usability score of 81, which falls into the "good" category. 

Meanwhile, the UEQ results showed that the six UX scales (attractiveness, 

perspicuity, efficiency, dependability, stimulation, and novelty) achieved high 

average scores, placing them within the top 10% of the international benchmark. 

The attractiveness scale received the highest score (2.12), while the novelty scale 

scored 1.72, which is still considered excellent. The research findings indicate 

that the prototype design successfully meets user needs and reinforces the Heuvel 

Tribe brand image, while also delivering a simple, efficient, and pleasant 

shopping experience. Therefore, the research objectives were successfully 

achieved, and the developed prototype can serve as a reference for the future 

development of the functional Heuvel Tribe website. 
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