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INTISARI 
 

Perkembangan teknologi digital mendorong perusahaan untuk 

mengoptimalkan proses promosi dan penjualan melalui platform berbasis website. 

PT Nazmalogy Loka Lastari mengembangkan platform EduMart sebagai sarana 

penjualan produk lokal dan penyediaan jasa pelatihan secara digital, namun 

sebelumnya proses promosi dan penjualan masih dilakukan secara manual. Oleh 

karena itu, penelitian ini bertujuan untuk merancang dan mengimplementasikan 

antarmuka website EduMart menggunakan framework Laravel. Pengembangan 

dilakukan melalui beberapa tahapan, yaitu analisis kebutuhan, perancangan 

antarmuka, implementasi antarmuka, dan pengujian fungsionalitas. Perancangan 

antarmuka menerapkan prinsip desain UI/UX serta memanfaatkan Blade template 

engine pada Laravel untuk menghasilkan tampilan yang konsisten dan responsif. 

Hasil pengujian menunjukkan bahwa antarmuka website EduMart dapat berfungsi 

dengan baik, mudah digunakan, serta mampu mendukung proses promosi dan 

transaksi secara digital. Dengan demikian, antarmuka website EduMart dinyatakan 

layak digunakan dan diharapkan dapat membantu PT Nazmalogy Loka Lastari 

dalam meningkatkan efektivitas promosi dan penjualan produk serta jasa pelatihan 

secara digital. 

 

Kata kunci: Antarmuka Website, EduMart, Laravel, UI/UX, Website Penjualan. 
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ABSTRACT 
 

The rapid development of digital technology encourages companies to 

optimize promotion and sales processes through website-based platforms. PT 

Nazmalogy Loka Lastari developed the EduMart platform to support the digital sale 

of local products and training services, however, the promotion and sales processes 

were previously conducted manually. Therefore, this study aims to design and 

implement the EduMart website interface using the Laravel framework. The 

development process consists of requirement analysis, interface design, interface 

implementation, and functional testing. The interface design applies UI/UX design 

principles and utilizes the Blade template engine provided by Laravel to create a 

consistent and responsive website appearance. The testing results indicate that the 

EduMart website interface functions properly, is easy to use, and effectively 

supports digital promotion and transaction processes. Thus, the EduMart website 

interface is considered feasible for use and is expected to assist PT Nazmalogy Loka 

Lastari in improving the effectiveness of digital promotion and sales of products 

and training services. 

 

Keywords: Website Interface, EduMart, Laravel, UI/UX, E-commerce Website.
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