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INTISARI 

Perkembangan teknologi digital menuntut digitalisasi pada proses 

pemesanan furniture custom, seperti yang dihadapi oleh K Furniture Indonesia. 

Metode tradisional via pesan instan menimbulkan kesalahan berupa dokumentasi 

yang tidak terstruktur, risiko salah paham, dan rendahnya efisiensi kerja yang 

berpotensi menunda proses produksi. Guna mengatasi standardisasi masalah 

tersebut, penelitian ini merancang antarmuka (UI) dan pengalaman pengguna (UX) 

berbasis website menggunakan pendekatan Design Thinking yang meliputi tahap 

empathize, define, ideate, prototype, dan testing. Data dikumpulkan melalui 

observasi, wawancara, serta kuesioner kepada pengguna dan pihak internal. 

Evaluasi rancangan diukur menggunakan User Experience Questionnaire (UEQ) 

terhadap 30 responden dan System Usability Scale (SUS) untuk responden internal. 

Hasil pengujian membuktikan bahwa platform digital ini secara signifikan 

meningkatkan kualitas pengalaman pengguna. Nilai UEQ berada pada kategori 

"baik" hingga "sangat baik", dengan dimensi Attractiveness (daya tarik) mencapai 

skor tertinggi sebesar 2,30. Sementara itu, pengujian SUS menghasilkan skor rata-

rata 83,75, yang mengindikasikan bahwa sistem sangat dapat diterima (acceptable) 

dan disukai pengguna. Implementasi desain ini berhasil menciptakan sistem 

pemesanan furniture custom yang lebih terstruktur, ergonomis, dan mampu 

meminimalisasi miskomunikasi. Penelitian ini berkontribusi sebagai referensi 

strategis bagi pelaku industri furniture, pengembang sistem informasi, dan peneliti 

UI/UX dalam membangun layanan digital. 

Kata kunci: UI/UX, Design Thinking, Furniture Custom, Website, System 

Usability Scale (SUS), User Experience Questionnaire (UEQ). 
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ABSTRACT 

Advances in digital technology have necessitated the digitization of the 

custom furniture ordering process, as experienced by K Furniture Indonesia. 

Traditional methods via instant messaging lead to challenges such as unstructured 

documentation, the risk of misunderstandings, and low work efficiency, which can 

potentially delay the production process. To address these issues, this study 

designed a website-based user interface (UI) and user experience (UX) using a 

Design Thinking approach that includes the stages of empathize, define, ideate, 

prototype, and test. Data was collected through observations, interviews, and 

questionnaires administered to users and internal stakeholders. Design evaluations 

were measured using the User Experience Questionnaire (UEQ) with 30 

respondents and the System Usability Scale (SUS) for internal respondents. Test 

results show that this digital platform significantly improves the quality of the user 

experience. The UEQ scores fall within the “good” to “very good” categories, with 

the Attractiveness dimension achieving the highest score of 2.30. Meanwhile, the 

SUS testing yielded an average score of 83.75, indicating that the system is highly 

acceptable and well-liked by users. The implementation of this design successfully 

created a custom furniture ordering system that is more structured, ergonomic, and 

capable of minimizing miscommunication. This research serves as a strategic 

reference for furniture industry stakeholders, information system developers, and 

UI/UX researchers in building digital services. 

Keyword: UI/UX, Design Thinking, Furniture Custom, Website, System Usability 

Scale (SUS), User Experience Questionnaire (UEQ).


