CHarrer I
INTRODUCTION

1.1 General Overview

The digital landseape is currently experiencing a profound shift where a mobile
application’s success is no longer defined by its technical features alone, but by the
quality of the emotional and functional conmection it builds with its users[1]. As
mobile commerce {m-gommerce) matures into a multi-billion dollar industry[2],
User Interface [@iﬂ'ﬂm{%‘(ﬂﬂiﬁwmﬁeﬂ from being “visual
additions” to the very Lﬂﬂﬂfmﬂnkg}ﬁ] Ina h@—ﬂakes digital market,
an minﬁw thai fﬂds'ghl‘nad or @ user journey that is ﬂm-hem'} leads to
immediate user sbandonment. Therefore, designing a mobile interface is an
exercise in empathy. clarity. and precision[4].

nlannhnnCumumrgmﬁanﬁiﬂMgﬂp
Jnﬂlﬁﬁﬂﬂ!cnmmm ecosystem: the lack of a “smart™ and “conscious”
shopping experience [5]. While major marketplace platforms focus on high-volume
transactions, they often overlook the user’s post-purchase reality. Users frequently
struggle with “inventory blindless” there is the inabilify to track what they have at
home and the freshness of what they buy which lesding to unnecessary
rep-.mbmim,g and significant bousehold food waste, Thwu-‘nnt just a personal
inconvenience buta global envieonmental nd ccanomic crsis[6]

Emﬂm!yfﬂcmmiﬁeﬂeﬁgn and mmmh: UNUX for Kalana
Commerce the Refactory x .ﬁMlKﬂM .H.ﬂhlk;n. fﬂlﬁ project is centered on
transforming complex household inventory data and Al-driven mmsights mto a
minimalist, accessible, and high-performing mobile interface. Through a user-
centered approach, Kalana Commerce aims to redefine the shopping journey where

it is moving from mindless consumption to intentional and sustainable procurement.

1.2. Problem Formuolation



To ensure the design effectively addresses user needs, this research identifies
the following key problems:

[, Visual Simplicity In Complexity: How can a mobile imterface for Kalana
Commerce be designed to handle complex features looks like AT freshness
tracking while maintaining a clean, minimalist, and modemn aesthetic that
reduces user cognitive load?

2. User-Centered FProblem m How can the Design Thinking
framework be applicd 0 ensure the UVUX design directly addresses the
core user pam paint of household food waste?

X Intultive l.uﬁﬂ,ﬂlli I".lﬂ!rn.i: What are lhﬂhﬂst M\wz interaction
];ﬂuu'ns and visual affordances to d.lsphj "Emu't Cort” | m:annnendnunns
mﬂm they feel natural and helpful rather Ih-a‘immﬁvﬂ

1.3.8cope of Study

To maintain a clear focus on the UNUX design process. the boundaries of this
study a&#mns follows:

I, Design Framework: The study is strictly guided by the Design Thinking
analysis {Empathize, Define, Ideate, Prototype, and Test).

2. Tooling: Al design activifies. including low-fidelity wireframes, high-
ﬂ%m design, mlwwz pmluﬂgﬁgmmnducted exclusively

3, Design Assets: The creation of a comprehensive Design System,

encompassing specialized color palettes, typography scales, iconography,
and a library of reusable Ul components {Lucide leons).

1.4. Research Objectives

Based on the identified problems, the objectives of this study ane;

I. To design a modem, responsive, and intuitive user interface for the Kalana
Commerce mobile application that supports efficient product discovery, cant
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management, and purchase preparation, while adhering to mobile-first and
iimmalis design princé
2. To develop a structured ULUX design system, including layout grids,
reusable components, and intersction patterns, thal ensures visual
consistency. accessibility. and ease of use across all application screens,
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