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L1ST OF TERMS

User Interface (UI) The visual layer of an application that
includes layout, colors, typography, icons,
and interactive components through which
users interact with the system.

User Experience (UX) The overall experience and perception of
users when interacting with an application,
including usability, comfort, efficiency, and
satisfaction in completing tasks

User-Centered Design (UCD) A design approach that places users’ needs,
goals, and limitations at the core of every
stage of product development.

Design Thinking A problem-solving methodology consisting
of five stages: empathize, define, ideate,
prototype, and test, aimed at generating
human-centered solutions.

Information Architecture (IA) The practice of organizing and structuring
content within a digital product to ensure
information is easy to find and understand.

Interaction Design (IxD) A discipline that focuses on defining system
behaviors, interaction patterns, feedback, and
responses to user actions.

Visual Hierarchy The strategic arrangement of interface
elements to guide user attention using size,
contrast, color, spacing, and positioning.

Wireframe A low-level visual representation used to
outline the basic structure, layout, and
navigation flow of an interface before visual
design is applied.

Low-Fidelity Wireframe A simplified wireframe that focuses on
structure and functionality without detailed
visual elements, used during early design
stages.

Prototype An interactive model of an application
created to simulate user flows and evaluate
functionality before system implementation.
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High-FidelityPrototype

Usability

Usability Testing

Maze Testing

Task Success Rate

Misclick Rate

Mobile-First Design

Minimalist Design

A prototype that closely resembles the final
product, incorporating detailed visuals,
components, and realistic interactions for
usability evaluation.

The degree to which a system can be used
effectively, efficiently, and satisfactorily by
users to achieve specific goals.

An evaluation method that involves users
performing predefined tasks to identify
usability issues and measure system
performance.

A task-based usability testing method
conducted using the Maze platform to
measure task success rate, navigation clarity,
and user behavior.

The percentage of users who successfully
complete assigned tasks during usability
testing.

The percentage of incorrect clicks made by
users during usability testing, indicating
potential navigation or interaction issues.

A design approach that prioritizes mobile
device interfaces before adapting designs to
larger screen sizes.

A design philosophy ~that removes
unnecessary visual elements to enhance
clarity, focus, and task efficiency.

Mobile E-Commerce Application A mobile-based digital platform that enables

Freshness Indicator

Smart Cart

users to browse products, conduct
transactions, and manage orders online.

A visual indicator, represented as a
percentage, that communicates the freshness
level of a product to increase transparency
and user trust.

An intelligent shopping cart feature that
provides product recommendations based on
user inventory data and contextual needs.
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Kalana Assistant

User Journey Map (UJM)

Heuristic Evaluation

Cognitive Load

Accessibility

An Al-powered conversational feature in the
Kalana Commerce application that assists
users by recommending ingredients based on
meal intent.

A visual representation of the stages users go
through when interacting with an application,
from entry to post-purchase.

A usability evaluation method based on
Nielsen’s heuristic principles to assess the
quality of a user interface.

The amount of mental effort required by users
to understand and interact with a system.

Design principles that ensure digital products
can be used by individuals with diverse
abilities, including physical, visual, and
cognitive limitations.
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FAB : Floating Action Button

GCP : Google Cloud Platform

HTML : HyperText Markup Language

IA : Information Architecture

ICT : Information and Communication Technology
ISO : International Organization for Standardization
IxD : Interaction Design

JSON : JavaScript Object Notation
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INTISARI

Studi ini menyajikan desain Antarmuka Pengguna dan Pengalaman
Pengguna (UI/UX) untuk Kalana Commerce, sebuah aplikasi e-commerce seluler
yang dirancang untuk mendukung pengelolaan bahan makanan rumah tangga
sekaligus membantu mengurangi pemborosan makanan. Fokus utama penelitian ini
adalah pengembangan antarmuka yang berpusat pada pengguna, minimalis, dan
mengutamakan perangkat seluler yang memungkinkan pengguna untuk mengisi
kembali kebutuhan sehari-hari secara efisien berdasarkan kondisi persediaan

mereka.

Proses desain UI/UX dilakukan melalui pendekatan desain terstruktur yang
melibatkan identifikasi masalah, analisis kebutuhan pengguna, pengembangan
arsitektur informasi, pembuatan wireframe, dan pembuatan prototipe dengan
fidelitas tinggi. Desain ini menekankan kejelasan, aksesibilitas, dan alur pengguna
yang efisien untuk meminimalkan beban kognitif dan meningkatkan efisiensi tugas,
khususnya dalam penemuan produk, pengelolaan keranjang belanja, dan persiapan

pembayaran.

Prototipe ini mengintegrasikan konsep desain cerdas yang berasal dari
ekosistem Kalana Pantry, seperti isyarat produk berdasarkan kesegaran dan
rekomendasi pengisian ulang yang cerdas, yang diterjemahkan ke dalam hierarki
visual, keputusan tata letak, dan pola interaksi. Evaluasi kegunaan dilakukan
menggunakan pengujian berbasis tugas cepat dengan platform Maze, menghasilkan
tingkat keberhasilan tugas rata-rata 92%, yang menunjukkan bahwa antarmuka

mudah dipahami dan dinavigasi.

Temuan ini menunjukkan bahwa proses desain UI/UX yang terstruktur
dengan baik dapat menghasilkan antarmuka e-commerce seluler yang efektif dan
terukur dalam jangka waktu pengembangan yang terbatas. Antarmuka yang
dirancang berfungsi sebagai dasar untuk implementasi sistem dan perluasan
fungsional di masa mendatang, termasuk fitur pembayaran dan interaksi berbasis

Al tingkat lanjut.
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Kata kunci: Desain UI/UX, E-commerce Seluler, Desain Berpusat pada

Pengguna, Prototipe Tingkat Tinggi, Pengujian Kegunaan, Labirin, Pengurangan
Limbah Makanan
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ABSTRACT

This study presents the design of the User Interface and User Experience
(UI/UX) for Kalana Commerce, a mobile e-commerce application designed to
support household grocery management while helping reduce food waste. The
primary focus of this research is the development of a user-centred, minimalist, and
mobile-first interface that enables users to restock daily necessities efficiently based

on their pantry conditions.

The UI/UX design process was conducted through a structured design
approach involving problem identification, user need amalysis, information
architecture development, wireframing, and high-fidelity prototyping. The design
emphasizes clarity, accessibility, and streamlined user flows to minimize cognitive
load and improve task efficiency, particularly in product discovery, cart

management, and checkout preparation.

The prototype integrates intelligent design concepts derived from the
Kalana Pantry ecosystem, such as freshness-based product cues and smart restock
recommendations, which are translated into visual hierarchy, layout decisions, and
interaction patterns. Usability evaluation was conducted using rapid task-based
testing with the Maze platform, resulting in an average task success rate of 92%,

indicating that the interface is easy to understand and navigate.

The findings demonstrate that a well-structured UI/UX design process can
produce an effective and measurable mobile e-commerce interface within a limited
development timeframe. The designed interface serves as a foundation for future
system implementation and functional expansion, including payment features and

advanced Al-driven interactions.

Keyword: UI/UX Design, Mobile E-commerce, User-Centred Design, High-
Fidelity Prototype, Usability Testing, Maze, Food Waste Reduction
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